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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?
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	Title of the solution: æsy
	Challenge addressed: How might we co-create human flourishing through education with emerging technology?
	Team name: CUWI
	Challenge category: Emerging Technologies for Education
	Solution description: The final product is a digital platform designed to support educators by automatically generating customized learning activities based on class topics and student learning styles, significantly reducing teachers’ workload by eliminating manual content creation. Using AI and Big Data, the platform provides varied activities that are adaptable to diverse educational environments and created material to real-world cases, preparing students for professional life with practical, socially aware insights. This tool’s primary elements include an AI-driven activity generator, Big Data analytics for adapting content to learning trends, and a user-friendly interface for selecting activities suited to specific needs. Implementation involves stages of R&D, platform development, testing, and final launch, supported by technical and educational teams. Key milestones include developing AI models, testing with pilot groups, and refining the interface based on feedback. By offering resources that emphasize critical thinking and social responsibility, this platform enhances digital education, with success measured through reduced teacher workload and improved student engagement and readiness for real-world challenges.
	Target grop: Our solution primarily benefits universities, technical schools, and educators. For universities, it enhances institutional prestige by supporting high-quality, industry-relevant learning that improves the preparedness and employability of their graduates. Technical schools, like UTEs and CONALEP, benefit by offering training closely aligned with the needs of partner companies, ensuring students gain the skills required to excel in their future workplaces. Educators, meanwhile, save significant time by using our platform to generate real-world case-based activities automatically, allowing them to focus more on engaging students and delivering impactful instruction rather than on time-consuming lesson planning. This alignment with industry needs, alongside a focus on quality and relevance, makes our solution a valuable asset for institutions dedicated to bridging education and the workforce.
	Context: We’re addressing the challenge of educators’ increasing workload and the need for students to gain practical, socially conscious skills. Our solution—a digital platform powered by AI and Big Data—automatically generates diverse, real-world-based learning activities, reducing teachers’ manual workload and preparing students for professional life with a focus on social responsibility. Aligned with DigiEduHack 2024’s theme, this solution enhances digital education by making learning more adaptable, relevant, and impactful. It directly confronts the hackathon’s challenge by providing a scalable, tech-driven approach to create meaningful, personalized educational experiences.
	Impact: Our solution transforms education by embedding real-world problem-solving and social awareness into learning, ensuring students graduate with practical skills and a sense of responsibility. By using case-based activities focused on industry-relevant challenges, like sustainability, students are better prepared to enter the workforce with both expertise and a mindset geared toward positive social impact. Teachers save time with automated activity generation, allowing them to focus more on student engagement. This shift fosters a new generation of professionals who are both technically proficient and ethically aware, contributing to a more sustainable and socially responsible society.
	Describe it in a tweet: Our platform reduces educators' workload by generating AI-driven, real-world learning activities, saving time and preparing students with practical skills and social awareness. It bridges education and industry, creating responsible, job-ready graduates for a sustainable future.
	Innovativeness: While there are similar tools that focus on activity generation or real-world scenarios, most lack the integration of both. Many existing platforms do not fully leverage AI to adapt activities to individual learning preferences or to connect education directly with industry challenges. Our platform goes beyond merely providing content—it dynamically creates activities that align with specific class topics, encourages critical thinking, and prepares students for professional roles with a focus on social responsibility. Additionally, it reduces teachers' workload by automating lesson planning, allowing more time for personalized teaching.
	Transferability: Yes, our solution is adaptable to various disciplines, including STEM, business, social sciences, humanities, and technical high schools. For example, in a business course, the platform could generate real-world case studies on marketing strategies or financial analysis, helping students apply theory to practice. In technical high schools, it could create activities related to specific trades, such as mechanics or electronics, preparing students for industry challenges and ensuring they develop job-ready skills. This versatility allows the platform to support a wide range of subjects, from technical fields to social sciences, fostering real-world applications and critical thinking.
	Sustainability: Once the prototype is complete, we’ll refine it based on user feedback and enhance the AI for better activity generation. We’ll start by partnering with technical schools most interested in preparing students with industry-relevant skills, then expand to larger universities. In the final phase, we’ll focus on professionals, but the primary focus will remain on technical schools and universities. As we scale, we’ll adapt the platform to different educational systems and industries, continually improving to meet evolving learning needs.
	Team work: Norma Murillo - Buisness Digital Transformaction 

Valeria Peres - Development of the prototype

Diego Castro - Developer of the AI motor

Mariana Martinez - Developer of the aplication of the AI motor
	Higher Education Students: Off
	Researchers: Off
	Professionals: Sí
	Teachers: Off
	Primary School Students: Off
	Secondary School Students: Off
	Others: Off
	Other background: 


