
DIGIEDUHACK SOLUTION CANVAS

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: Quizzler
	Challenge addressed: Students, Educators and Life-Long learners
	Team name: ULMTD
	Challenge category: Emerging Technologies for Education
	Solution description: The final product is an AI-powered educational platform designed to make learning more personalized and interactive. It works by analyzing the lesson content you upload, then creating customized quizzes with instant feedback to help students understand where they went wrong and how to improve. The platform adapts to each learner's needs by adjusting the difficulty of quizzes based on their progress, and includes gamification features like streaks and leaderboards to keep students motivated. Educators also get valuable insights through real-time analytics, helping them track student progress and identify areas where more support is needed. The aim is to provide an engaging, effective learning experience that is easy to scale and adaptable to various subjects. In terms of development, the plan is to start by building a basic prototype with core features, followed by expanding the platform to support more subjects, languages, and a mobile version. Partnerships with schools and educational institutions will be key to expanding the platform’s reach. The resources needed include a skilled development team, subject experts, and funding to help scale and market the product. Some challenges include ensuring the AI generates accurate content, overcoming resistance from traditional educational systems, and ensuring the platform can handle large user numbers as it grows. This solution aims to enhance digital education by offering personalized learning experiences, immediate feedback, and valuable insights for teachers. Success will be measured by how engaged users are, improvements in learning outcomes, adoption rates by schools, and how many users continue using the platform over time.
	Target grop: The target audience for Quizzler encompasses a diverse range of individuals, including students, lifelong learners, educators and self-taught learners. Students stand to gain from tailored quizzes designed to address their weak points, while educators can leverage the app to enhance their teaching through AI-generated quizzes. Self-directed learners will have the freedom to create quizzes using their own materials and promptly receive feedback, thereby promoting more independent learning. Gamification enthusiasts will find motivation in features such as leaderboards, daily streaks, and subject-specific competitions. Quizzler's key value lies in its capacity to deliver adaptive, data-backed learning experiences that cater to individual requirements, while its gamified aspects foster sustained engagement. To fully satisfy these needs, the app provides customizable content, AI-powered performance evaluation, and progress monitoring to ensure that users remain consistently motivated and can concentrate on improving areas where they need development.
	Context: Quizzler addresses the problem of inefficient, non-personalized learning by automating the process of lesson summarization and enhancement, making it easier for students to focus on key concepts. Our quizzes, powered with AI, highlight knowledge gaps through real-time feedback. In that respect, users can identify and correct mistakes. This solution embraces the theme of DigiEduHack 2024 "Emerging Technologies for Education" by applying AI-powered learning personalization and improving engagement. The challenge of this hackathon is taken forthright because the approach represents an adaptive and interactive learning system, not constrained to only making learning processes easier but also gamifying and continuous improvement for student motivation, hence making their educational journey more effective and individual-oriented.
	Impact: Quizzler has the potential to bring about a metamorphosis in education by offering individualized, inclusive, and enjoyable learning opportunities. Driven by the power of AI, the quizzes in Quizzler change spontaneously to meet the needs of each specific learner by personalizing feedback, motivating independent learning effort, and often guaranteeing relevant learning even in resource-poor or overcrowded educational settings. Quizzler urges a consistent study practice among its users by incorporating game-related features in its practice, such as leaderboards and the tracking of hot streaks. Its design is flexible enough to fit all kinds of learners, whether for lifelong education or students and professionals seeking additional skills improvement. Since the platform delivers content digitally, it reduces the demand for physical textbooks, thereby contributing to environmental sustainability. Moreover, Quizzler grants access to learning materials for secluded and marginalized communities, therefore bridging the gaps in learning opportunities and giving a chance for personal and professional development to learners all over the world. In so doing, Quizzler propels comprehensive, interactive, and sustainable learning approaches as ways to promote ongoing learning and community building across diverse social and geographic settings.
	Describe it in a tweet: Quizzler is an intelligent learning application powered by AI that converts your lessons into personalized quizzes. It also gives instant feedback and follows up on your progress. It's made to keep you engaged and help you learn faster as a student, educator, or self-learner.
	Innovativeness: What sets our solution apart is its simplicity and ease of use. Unlike other platforms that may require complicated sign-up processes, tutorials, or long setup times, Quizzler allows users to get started in just a few clicks—completely free of charge. We’ve designed it with user-friendliness at the core, knowing firsthand how frustrating it can be to navigate overly complex systems. Our platform automatically adapts lessons and generates personalized quizzes, providing immediate feedback on areas for improvement, all without overwhelming the user. While there are other educational platforms with AI-powered quizzes or learning tools, most of them are either more complex to use or require paid subscriptions for full functionality. Our solution stands out because it minimizes the learning curve, is entirely free, and addresses the real-world needs of students by providing a fast, accessible, and effective way to enhance learning without unnecessary barriers.
	Transferability: Our approach can indeed be fully adapted to different contexts of education and learning. Even though the initial design is intended to work with subjects such as mathematics, science, and languages, the AI-driven methodology for summarizing lessons, enhancement, and interactive quizzes can fit within any field of study. For example, in history, Quizzler would create customized quizzes on events or persons from where specific feedback can be provided to show where the learner is struggling. In literature, it could summarize complex texts and have pertinent questions so that students work on improving their analysis and comprehension skills. It is a flexible platform that can be adapted to any discipline, hence versatile for many kinds of educational settings.
	Sustainability: Once the prototype is developed, further development plans will involve refining the user experience based on feedback, optimization of the AI algorithms for more personalized and adaptive learning, and an increase in the library across diverse subjects. We intend to implement and upscale this through partnerships with educational institutions and platforms in order to embed our solution into existing learning ecosystems for broader adoption. Our focus, in the medium term, will be to provide the platform to global users in more languages and educational standards. The long-term objective is to develop a scalable AI-powered education platform that understands the learning profile of students, connects them with educators, and gives real-time data to improve learning performance. Further, we will research gamification opportunities, deep analytics, and integrations with other learning digital tools that could help us in maximizing learning engagement continuously.
	Team work: We are team of high school students who have felt the pain of inefficient learning methods for themselves, and this uniquely qualifies us to develop this solution. We solve a problem that we face firsthand, and we definitely feel that there is a great need for a more personalized, more interactive way of studying. Each member brings a set of complementary skills: from AI, programming, design, and user experience, we work in putting up a product that would address the technical and practical needs of the learners. Our diverse expertise in areas like coding, education, and problem-solving helps us in creating a solution that's functional and user-friendly. The experience in working on the project has already strengthened our collaboration and teamwork, and we are far from intentions and desire to continue working together in the refinement and extension of this solution in the future, motivated by a common intent to improve learning for others.
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