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S T E M   Q U E S T :  
Find Your Path

An educational project designed to specifically motivate 
young people, particularly women, to explore careers in 
Science, Technology, Engineering, and Mathematics. It 
combines stories of pioneering women with interactive 
activities (decision trees and storytelling) so that each 
participant can discover their scientific potential. 

INSPIRING FUTURE 
GENERATIONS IN STEM

Who Did What?

Discover Your Inner Scientist

Participants match each pioneering woman with her 
historical achievement, pairing their portraits with 
descriptions to deepen their understanding of these 
women's impact in STEM.

Based on the responses gathered during this exercise, 
we analyze participants’ affinities across the various 
STEM disciplines. By revealing which fields attract fewer 
learners, we can tailor future teaching strategies and 
resources to strengthen engagement in underrepresented 
areas, ensuring that every student feels empowered to 
explore all facets of STEM.

Participants navigate a decision tree based on their 
interests, answering questions about problem-solving, 
programming, and design to discover which STEM field 
best aligns with their preferences, such as Computer 
Engineering, Data Science, Industrial Design, or Scientific 
Research. This interactive journey helps visualize 
potential career paths and encourages exploration.
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We developed a web-based platform using Python and 
modern web technologies to host both interactive games. The 
backend is implemented with Flask, exposing RESTful 
endpoints to collect and process user responses, while the 
frontend leverages responsive HTML, CSS, and JavaScript to 
render the decision tree and matching interfaces. 

Data from the “Who Did What” and “Discover Your Inner 
Scientist” activities is stored in a SQLite database and 
analyzed in real time to generate insights on participant 
preferences. Modular design ensures easy maintenance 
and future expansion of the platform.
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