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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 2025 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)


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: MrHelpMe — we don't ignore AI; we use it to personalize learning. Standardized tests are the past. The future is in our app, where interactive lessons mirror real-life problems. A passionate student with powerful AI is an unstoppable force!
	DIGIEDUHACK SOLUTION CANVAS: Error 404
	Title of the solution: MrHelpMe
	Challenge addressed: Passive use of AI
	Challenge category: Experienced
	Others please specify: 
	fill_7: Our solution is unique because it combines open-ended, real-life problem simulations with structured milestones and a personal AI tutor, focusing on how learners think and act rather than just getting the "right answer". While there are tools using simulations or AI tutoring separately, few integrate all three. This makes our approach more engaging, adaptive, and effective for building real-world problem-solving skills.
	Solution description What is the final productservicetoolactivity youre 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 final product is a web app that is focused on learning-by-doing. Each lesson is a simulation of a real-life problem with no "correct" solution(unlike in standardized testing), but with milestones, with a personal AI tutor that guides the learner along the way.

Implementation plan:

The project would begin with Phase 1: Prototype Development (3-4 months), building a small-scale version of the web app with basic simulations and AI tutor features. Phase 2: Pilot Testing (2-3 months) would involve a limited group of learners and educators to collect data and refine the experience. Phase 3: Full Deployment (6 months) would expand access, add diverse subject simulations, and integrate analytics for progress tracking.

Success can be evaluated through learner engagement, completion and retention rates, skill improvement, and user satisfaction. Qualitative feedback and evidence of real-world skill transfer would further demonstrate its educational impact. 




	Target group Who isare the target groups 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 main target groups are students, educators, and lifelong learners seeking more engaging and personalized digital learning experiences. Students benefit from learning-by-doing through real-life simulations that develop critical thinking, creativity, and problem-solving skills. Educators gain access to an adaptive tool that supports personalized instruction and formative assessment, while lifelong learners can upskill independently in a motivating, interactive environment.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Our solution can be applied to any area of education, specifically focusing on interdisciplinarity, since no real problem is solvable in just one subject area. The simulations included can range from a simulation of some of the most important days in history to programming a robot.
	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: Once we have a prototype, the next steps would be: Further Development: Refine the simulations, expand content across subjects, and improve the AI tutor's adaptiveness based on user feedback. Implementation & Upscale: Pilot in select classrooms or online learning communities, gather data on engagement and learning outcomes, then scale to more schools, universities, or online platforms. Replication: Package the platform so educators can create and share their own simulations, adapting it to different disciplines or age groups. Mid-term vision: A widely adopted web app used by learners globally for practical, hands-on learning across multiple subjects. Long-term vision: A flexible, AI-guided learning ecosystem where any learner can engage with authentic, real-world problems, receive personalized guidance, and build transferable skills for life and work.
	Context What is the current or future problem youre trying to solve How does your solution align with DigiEduHack 2025 annual theme How does your solution confront the challenge posed by the hackathon organiser and how does it address the challenge category: The main problem we're addresing is the passive use of țAI among students, that stems from the focus on standardised testing in education. The solution sets out to redesign the learning process by offering a tailored experience to the student, along with a personal AI tutor that gives feedback and hints. 

Our web app reimagines the learning experience by combining AI-powered self-reflection with peer-connected growth. Through interactive, real-life simulations, learners face open-ended challenges guided by a personal AI tutor that promotes reflection instead of giving direct answers. The AI encourages critical thinking, adaptability, and awareness of one's learning process, core goals of AI-powered self-reflection.
	Impact 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: Our solution shifts education from memorization to experiential, reflective, and collaborative learning. By integrating AI-guided self-reflection and real-world simulations, it encourages students to think critically, make decisions, and learn from mistakes, nurturing lifelong learning skills. This approach can inspire institutions to adopt competency-based and learner-centered teaching models, reducing dependence on standardized testing. Social impact: The platform promotes inclusion and equal access to quality learning by adapting to each learner's pace and style. It empowers underrepresented or remote learners to participate in global, peer-connected learning communities, fostering empathy, collaboration, and digital confidence. Environmental impact: As a fully digital platform, it minimizes the need for physical materials and travel, reducing carbon footprint while promoting sustainable, scalable education. Example scenario: A high school student in a rural area collaborates online with peers worldwide to solve an environmental challenge simulation, guided by AI reflection prompts learning science, communication, and global citizenship all at once.
	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: Our team consists of: 

Alina Duschina: a junior at the Pedagogical University "Ion Creanga", studying Math and Computer Science, a math teacher that came up with the main idea, and looked over the whole process of developing the prototype; 

Sipitca Serghei: a junior student at the Pedagogical University "Ion Creanga", studying Computer Science, a math tutor and the coordinator and developer of the lessons; Alexandru Barbanoua: a freshman at the Pedagogical University "Ion Creanga",studying Computer Science, the programmer and software developer for the prototypes; 

Mihai Lungu: a Masters Student at the Pedagogical University "Ion Creanga", the programmer and software developer for the prototypes; 

Eremeev David: a Masters Student at the Pedagogical University "Ion Creanga", the programmer and software developer for the prototypes; 

Maria Pucal: a biology teacher, manager of the project. We plan to work as a team in the future, since we are all in the field of education and computer science, and we are all interesting in reshaping the future of education with the use of AI.


