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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: Challenge 01
	Challenge addressed: Video upload in Chamilo
	Team name: Green Team
	Challenge category: N/A
	Solution description: We propose enhancing Chamilo, an open-source e-learning platform, by integrating additional media embedding capabilities. Our solution involves leveraging CKEditor's oEmbed plugin, enabling educators to embed various media formats such as videos, images, and tweets directly into course content. Additionally, we aim to develop custom plugins to support embedding from any video source, expanding beyond default integrations like Vimeo.

	Target grop: The initial target audience will be Aubay Portugal employees (around 1,500 people), with the possibility of eventually opening the e-Learning platform to external users (clients, potential candidates, etc.).
	Context: Imagining the future of Digital Education.
	Impact: The platform improvements achieved through this Hackathon will provide an enhanced user and learner experience for over 1,000 people in the short to medium term. The expectation is to see increasing numbers of students joining the e-Learning platform as a result of these upgrades and the addition of gamification, which will generate a significant social impact: more people will be trained in crucial subjects like soft skills, technology, and sustainability (e.g., the Green IT course).
	Describe it in a tweet: Enhance digital learning with our new Chamilo media embedding tools! Easy integration of videos, images, and social content in course pages for engaging education.
	Innovativeness: While Chamilo currently supports basic video embedding, our solution extends its media compatibility significantly. Unlike similar educational platforms that may rely on limited media sources, our multi-source embedding solution allows educators to pull from a broader range of resources, making it more flexible and accessible.
	Transferability: Our approach is adaptable to other e-learning platforms using CKEditor, like Moodle or Canvas, as well as in any educational context requiring diverse media integration for enriched content. For instance, similar plugins could be built for a platform focusing on STEM courses to incorporate lab simulations or interactive maps.
	Sustainability: Following the prototype phase, we plan to optimize the plugin for broader Chamilo compatibility, potentially contributing it to the open-source community. In the medium term, we aim to refine the solution based on user feedback and enhance its compatibility with additional media platforms. In the long term, we envision this as a go-to tool for media-rich digital education environments globally.
	Team work: - Luis Juvinel - Fullstack developer
- Jônatas Filipe Vieira - Frontend developer
- Bruno Bevilacqua - Backend developer
- Francisco Mota - Student of Computer Engineering at UTAD
	Higher Education Students: Off
	Researchers: Off
	Professionals: Sí
	Teachers: Off
	Primary School Students: Off
	Secondary School Students: Off
	Others: Sí
	Other background: university students


