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"Socially and Emotionally Intelligent Usage of Technology" (SEIuT)
is an educational program based on a research-based model for
developing awareness and management techniques that enable healthier
habits when using technology. 

Contained by 7 skills:

ABOUT THE PROGRAM

03





Curriculum

Overview: Program that is
being taught in schools with

teachers assistance.

Learning method: 
student-centered learning

Technology: combination of
existing software

Example from presentation
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Pilot test was conducted in a high school in Croatia (V. gym) over the
course of 3 weeks

PILOT TEST METHODOLOGY
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student's age: 17 - 18
number of students: 22

Control group
student's age: 17 - 18
number of students: 23

Experiment group



16/23 students completed the form
Only students that went through the program filled out the form

NPS* = 19

Here is what they said...

FINAL FEEDBACK FORM
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*Net Promoter Score





I really like the idea of teaching young people about the use of
technology. Young people today have access to technology, but
unlike popular belief, they themselves are learning how to use it.
Young people have not been asked if they need help, and there is

no guidance on how to use technology without neglecting real
life. This project has a lot of potential in teaching children the

correct use of technology in a fun and creative way.

What did you like the most about it?

I like this project because we don't talk
enough about this in school, it's just taken

for granted.

That I have realized how much I actually use
technology and recognized whether or not

my use is good for me.



The concept of the project is a good idea that can be
easily implemented into our daily lives/education

system, it will also move the classroom from the ol'
chalk and board, to something which could better

catch the attention of students and pupils.

What did you like the most about it?

Working/doing challenges while being able
to see your progress.

I learned that I may use technology more
intelligently in the future.

Awareness of something we encounter on a daily
basis is interesting, as is studying how our brains

work, the phenomena around us, and so on.



This project is a great mix of learning and fun. Young people spend a lot of
time using technology, and if there is a way to make it useful and learn
something new, then by all means start doing it. Coexistence in real life

would be improved by coexistence in the virtual. Since external motivation
is also needed, the rewards one gets in the Metaverse are certainly

satisfying (at least for the younger generations). I think that the older
generations are attracted by the activity and the possibility of doing tasks

together and receiving tokens and points that allow them to continue
working as a team.

Your overall impressions
I like this project because we

don't talk enough about this  in
school, it's just taken for granted.

An interesting idea overall, but it assumes
people will be willing to improve their own

tech usage habits in the first place. I think the
vast majority see themselves with an

unrealistically positive bias.











"I have used time management and time blocking to take full
advantage of my time and motivation."

"I started to examine myself for what reasons I am using the
technology at any given time, and to reduce the use if the purpose is

not justified."

"Meta moment"

"Understanding the intention behind tech usage."

What aspects of the program were you able to use?

"All of them"

"Purposeful use of technology"
"Discipline"



"Managing my time, reflecting on the former and thinking about the end
goal when using tech."

"The notion of purposeful use of technology"

"How to reduce distractions"

"Control over oneself and the time, as well as the general personal
organization."

What are 3 things you learned from this program?

"To create my tasks, to be more disciplined while
working etc."

"Better time management, smarter and overall
less use of tech."

"I've learned more about the entire process of presenting the
idea, collecting more ideas, managing the workflow and the

ideas themselves"

"Organization, awareness of emotions and their control"

"1) That my every use of technology has a purpose 
2) That not every purpose is justified and that we neglect many things

in the real world because of it 
3) That there are ways to distract young people from the virtual

world without emotions"



"All of it (everything)"

From what you have learned, what are you planning to
apply in your daily life?

"Meta moment."

"Responsible and purposeful use of technology."
"Awareness about the time I spent using tech."

"Not much because things are already running smoothly."

"I will set myself more “tasks” during the day that will be productive and for
which I know can contribute to my personal development and progress."

"Reduce distractions and consciously use technology to achieve the
purpose for using tech"

"Probably everything."
"Developing a better schedule for using my phone."







NPS=24



"It's fun and innovative."

"So i could be connected with more people over
this program, particularly with my close friends."

"To help them to become more aware for the
purpose of their self development."

"I would recommend this project because
it helps us to acquire communication
skills, and to get to know ourselves

better to use our potentials."

"I believe people dont engage in these activities as much as they should."

"I've already told my parents and friends about the program itself
because I think that is exactly what the younger generations

need. I have a sister who is preoccupied with social media all the
time, so much so that she does nothing about the real world and 

I think this program is a way out for all the children who are
unconsciously fighting this problem."

"Most likely they have the same problem as me.".

What's the main reason you would recommend it?





"Because discipline one of the most important
things in life."

"Because of the organization of time that is difficult to do
today because we are all preoccupied."

"Because we are not aware that sometimes we have
no reason to use technology."

"I have more problems with discipline."

"It’s more important to know the exact reason why
we’re using technology and what we want to achieve."

"Because it’s important to know what you’re
doing so you don’t find yourself with 2 lost

hours unnecessarily."

Why is it useful?





Be Human(e) creates gamified educational programs for skills

development related to the Socially and Emotionally Intelligent
usage of Technology for students, parents and educators.

Our mission is to enable people to successfully navigate the age of

human/tech symbiosis by developing the soft skills of the future.

ABOUT BE HUMAN(E)
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IN PROGRESS...

Students are developing their SEIuT
skills by completing in-real-life tasks
while leveling up.

SOCIAL + GAMIFICATION APP

Play to learn ☞ by participating in
simulated scenarios, students test
their SEIuT skills and observe the
impact of their decision in real time.

GAMIFIED METAVERSE
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Social +
gamification

Overview: Students are
developing their avatar by

completing real-life,
individualized challenges.

Learning method: project-
based learning

Technology: existing platform
that incorporates blockchain

based on composability &
interoperability

Individualized tasks Level Up process Developing avatar
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Metaverse
game

Overview: Avatar is being
transferred from S+G platform
to Metaverse where students

do "exams" in a scoring
simulated scenarious.

Learning method: problem-
based learning

Technology: 3D video game
built on blockchain
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Simulated scenario in school



CONTACT US

If you are interested to learn more/contribute/invest in Be Human(e), 
feel free to contact us: sara@behumane.co

Founder: Sara Filipcic
sara@behumane.co 

Co-founder: Tao Liu
tao@behumane.co 



Thank you!
behumane.cobehumane.cobehumane.co


