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Solution description Target group

Innovativeness  

Describe it in a tweet

Transferability

Context

Impact

Sustainability  

Team work  

How would you describe your solution in a short catchy way with maximum 280 
characters?

What makes your solution different and original? Are there similar solutions or 
approaches currently available or implemented by education sector practitioners? 
If so, why and to what extent is your solution better?

Can your solution partly or fully be used in other education/learning contexts or 
disciplines? Could you provide any example?

Once you have a prototype, what are your plans for a further development, 
implementation upscale and replication of the solution? How do you see it 
working in the mid- and long term?

Present the members of your team.
Why are you the perfect team to develop this work and what are the 
competencies you all bring in so the solution is developed successfully? What is 
your expertise within the thematic field concerned? Are you planning to continue 
working as a team in the future? If so, why?

Who is/are the target group/s of your solution and how will they benefit from it? 
Why is your solution relevant to them? how do you plan to engage these groups 
so you fully meet their specific needs?

How will your solution catalyse changes in education and what impacts will it 
have at social and environmental level? Could you provide examples or scenarios 
illustrating how such changes and impacts might unfold?

What is the final product/service/tool/activity you’re proposing? What are its 
main elements, technologies and objectives? Could you please include a brief 
implementation plan with some key overall milestones, resources required and 
eventual barriers foreseen?
How could your solution be used to enhance digital education nowadays? How 
could its success be measured?  

What is the current or future problem you’re trying to solve? How does your 
solution align with DigiEduHack 2024 annual theme?
How does your solution confront the challenge posed by the hackathon 
organiser and how does it address the challenge category?

Title of the solution:

Challenge addressed:

Team name:

Challenge category:

Background of the team: Higher Education Students Researchers Professionals

Teachers Primary School Students Secondary School Students

Others (please specify)
(multiple selections possible in case 
of mixed teams)


	Title of the solution: Into The Waves
	Challenge addressed: DigiBlue
	Team name: Otter Side
	Challenge category: Individual Competences
	Solution description: It's a scroll-based digital experience that takes learners from space → surface to the very bottom of the → Mariana Trench. Main elements are the Parallax visual layers, .svg illustrations and short micro/lessons at each level. Technology: Web stack - HTML, CSS, JavaScript. Affinity Designer 2 for drawing .svg illustrations + iPad Pro. Our objectives are to spark curiosity about how little we know about the ocean and communicate blue economy concepts in a visual and interactive (learner scrolls themselves) way. Milestones: 1. Concept+Brainstorming, 2. Visuals+Development, 3. Testing, 4. Deployment. Barriers: Time pressure, because coding and drawing takes time. Benefits: Instead of reading about the ocean, students experience it by scrolling deeper, watching colors fade, noticing how life changes with depth.
	Target grop: Our TA is students, educators, general public, digital creators.

It is engaging, visual, accessible ocean learning that supports curriculum, boosts curiosity and teaches blue citizenship.

It is relevant because of the low ocean literacy + need for digital learning tools.

It is a story-based exploration, layered content, teacher support, mobile-friendly design, and emotional immersion.
	Context: Ocean literacy is extremely low and digital education tools don't always try to turn complex scientific topics into accessible experiences. How many young learners know what "sustainability" actually means? Our idea addresses the hackathon's challenge category by raising awareness, boosting digital skills, and promoting informed, responsible blue citizenship. 
	Impact: Instead of reading paragraphs or looking at infographics about ocean layers, learners scroll downward and experience the transition from sunlight to total darkness. Ocean science can be complex and intimidating and our fun and game-like approach simplifies it without oversimplifying. 

The interactive descent can be used in a small exhibit. Or, digital design students can explore how our site uses SVG, animation, and narrative flow, what code we wrote, how to code or "vibe-code" (using AI) similar things yourself. Students can create their own scroll-based stories. 
	Describe it in a tweet: Start with a view from above and head straight down. Our scroll adventure drops you from the ocean surface into the unknown deep. Learn about marine life, blue-economy insights, and mysteries we have barely begun to understand.
	Innovativeness: Many resources explain the ocean in a similar layered way but they are passive infographics, videos, or diagrams. Our idea brings the story to life by letting users control the descent, creating the illusion that they themselves are dropping head-first into the depths and discovering the ocean layer by layer.
	Transferability: It's not just an ocean project, but a digital storytelling and exploration format. The scroll-based dive can become a journey through any complex system. For example, to explore the layers of the atmosphere, travel inside the human body, move through geological layers of Earth, follow the life cycle of a plastic bottle as learners scroll.
	Sustainability: After building the prototype, we would want to turn the project from into a digital education tool. In the long-term, it could be an educational experience for general audience that could go to an exhibition, a museum or a school class.
	Team work: One of us is an MA in Learning, Education and Technology and an amateur illustrator, bringing expertise in pedagogy, storytelling, and visual design; the other is a doctoral researcher in computer science with strong skills in interactive systems and web development. It's the smallest team we've ever taken to a hackathon, we wanted to test how far our strengths could take us.
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