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Solution description

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?

The product is an interactive app where users compete
by setting and achieving goals on a game board. The app
guides users to define objectives and progress weekly,
with the winner being the fastest or most committed
player. Through gamification and mobile tech, it promotes
self-improvement and time management. Implementation
includes development, user testing, and launch
campaigns. This product aims to enhance digital
education by teaching planning and self-management
skills, measured through success metrics such as user
retention, goal completion rates, and engagement
indices.

Target group

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?

The target group for this solution is university students
who seek personal development. Although universities
often offer development spaces, they often lack structured
tracking and follow-up tools. This app fills that gap by
providing a gamified platform for setting and monitoring
goals, enabling students to stay motivated and
accountable for their own progress. The solution is
relevant due to its structured approach, and to engage
students, we plan to offer personalized goal-setting
guidance, progress analytics, and peer challenges,
making the personal improvement journey both dynamic
and enriching.

Context

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?

The solution tackles the issue of sustaining motivation in
digital learning, where users often struggle with goal
completion and self-management. This gamified app
makes goal-setting interactive, helping users stay
focused and accountable. It promotes essential skills like
time management and self-discipline. By embedding
learning into a game format, it redefines effective digital
education.

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?

The solution will change education by offering an
interactive approach to personal development and
goal-setting, helping students improve skills like time
management and self-motivation. Socially, it will empower
students to be more autonomous and goal-oriented, while
environmentally, it has a low impact as a digital solution.
For example, a student could improve their study habits
and boost academic performance using the app,
promoting skill development and educational success.

Describe it in a tweet

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

A mobile app designed for university students to help
them learn how to set and track their personal and
professional goals. It features a game board within the
app, where users can compete against others with similar
obiectives. noromotina comnetitiveness and

Innovativeness

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?

Our proposal integrates professional and personal growth
with a healthy methodology for achieving goals. It fosters
a sense of belonging and encourages healthy competition
among peers. Additionally, it recognizes and rewards
achievements, raising awareness of accomplished goals
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Transferability

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

The methodology is tailored for university students, taking
into consideration their schedules, leisure-time
applications, and fostering healthy competition by
personalizing the experience according to their personal
and professional preferences. Additionally, it offers the
onnorfinity to create "commiinities/classrooms " where a

Sustainability

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?

Create a section in the app where users can form a
"special class" corresponding to a school group, study
group, or group of friends. This way, you can compete
with people from your own environment, making it
applicable in various contexts such as companies,
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Team work

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?

We are a group of people from different fields of study,
with diverse perspectives, goals, interests, and unique
needs. What brought us together for this project is the
clear gap that exists for university students trying to
balance their personal and professional lives as best as
they can. Rise Up is an imperfect solution to this shared
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PROBLEMATIC

HOW MIGHT WE PUSH HUMAN FLOURISHING THORUGH EMERGING TECHNOLOGY?
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Soft Skills Categories

Lack of human flourishing skills among
university students is a growing problem
that impacts their successful integration

into the job market and their personal
growth.

The percentages represent the lack of
development in soft skills among students,
highlighting key areas such as critical
thinking, leadership, and teamwork.

Why do students don’t have these skills? Do
we now how to develop them?
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HMW create and track personal Comfort
and professional goals using a Zone
movil game?



RISE UP

LET'S GROW LET'S PLAY




PROPOSAL

A mobile app designed for university
students to help them learn how to set
and track their personal and
professional goals,

. It
features a game board within the app,
where users can compete against others
with  similar  objectives,  promoting
competitiveness and self-management.
The goal is to simplify the process of
learning how to establish effective goals
and to enhance personal growth through
emerging technologies.



BUSINESS

MODEL

« Possibility of obtaining premium avatars or
gadgets accessible through payment
(Microtransactions)

« In-app advertising



Let's GROW in a fun way
Rise

Let’s Grow Let’s Play
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	Title of the solution: Rise Up
	Challenge addressed: How might we push human flourishment through discruptive emergenci tech-based education?
	Team name: Builders of tomorrow
	Challenge category: Emergent Technology for Education
	Solution description: The product is an interactive app where users compete by setting and achieving goals on a game board. The app guides users to define objectives and progress weekly, with the winner being the fastest or most committed player. Through gamification and mobile tech, it promotes self-improvement and time management. Implementation includes development, user testing, and launch campaigns. This product aims to enhance digital education by teaching planning and self-management skills, measured through success metrics such as user retention, goal completion rates, and engagement indices.
	Target grop: The target group for this solution is university students who seek personal development. Although universities often offer development spaces, they often lack structured tracking and follow-up tools. This app fills that gap by providing a gamified platform for setting and monitoring goals, enabling students to stay motivated and accountable for their own progress. The solution is relevant due to its structured approach, and to engage students, we plan to offer personalized goal-setting guidance, progress analytics, and peer challenges, making the personal improvement journey both dynamic and enriching.
	Context: The solution tackles the issue of sustaining motivation in digital learning, where users often struggle with goal completion and self-management. This gamified app makes goal-setting interactive, helping users stay focused and accountable. It promotes essential skills like time management and self-discipline. By embedding learning into a game format, it redefines effective digital education.
	Impact: The solution will change education by offering an interactive approach to personal development and goal-setting, helping students improve skills like time management and self-motivation. Socially, it will empower students to be more autonomous and goal-oriented, while environmentally, it has a low impact as a digital solution. For example, a student could improve their study habits and boost academic performance using the app, promoting skill development and educational success.
	Describe it in a tweet: A mobile app designed for university students to help them learn how to set and track their personal and professional goals. It features a game board within the app, where users can compete against others with similar objectives, promoting competitiveness and self-management. The goal is to simplify the process of learning how to establish effective goals and to enhance personal growth through emerging technologies.
	Innovativeness: Our proposal integrates professional and personal growth with a healthy methodology for achieving goals. It fosters a sense of belonging and encourages healthy competition among peers. Additionally, it recognizes and rewards achievements, raising awareness of accomplished goals and personal growth. This approach helps individuals connect with like-minded people and provides reliable and valuable information for personal and professional development. A similar solution to ours is an application called "Habitica", which motivates users to maintain and achieve their goals by gamifying their efforts. Users earn rewards and accessories for their characters, creating a fun and engaging incentive to accomplish their objectives. The key difference between our proposal and Habitica lies in the methodology employed.
	Transferability: The methodology is tailored for university students, taking into consideration their schedules, leisure-time applications, and fostering healthy competition by personalizing the experience according to their personal and professional preferences. Additionally, it offers the opportunity to create "communities/classrooms," where a professor can easily act as the administrator for their class or classes, streamlining the use of the application and facilitating data collection.
	Sustainability: Create a section in the app where users can form a "special class" corresponding to a school group, study group, or group of friends. This way, you can compete with people from your own environment, making it applicable in various contexts such as companies, schools, and other areas of development involving large groups of people.There is also the possibility of offering physical rewards to the most committed players, such as collectible bracelets, pins, or trophies made with emerging, environmentally friendly technologies.
	Team work: We are a group of people from different fields of study, with diverse perspectives, goals, interests, and unique needs. What brought us together for this project is the clear gap that exists for university students trying to balance their personal and professional lives as best as they can. Rise Up is an imperfect solution to this shared challenge, tailored to our needs, schedules, preferences, and motivations. Our plan is to take this idea as far as possible, using every tool we have, working together just as we did at the start of this project. Thank you, and remember—Rise Up!
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