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Innovativeness  

Describe it in a tweet

Transferability
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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: Easy to coding with KAANBlocks
	Challenge addressed: Hard to learn coding for primary and middle schoold children
	Team name: KAAN Technology
	Challenge category: Education
	Solution description: Our project, KAANBlocks, is an interactive block-based coding interface designed to make programming concepts easily understandable for primary and middle school students. The tool features a virtual cat mascot that provides real-time feedback  saying “No, that’s wrong” when a mistake occurs and “Yes, great job!” when the user succeeds. This playful interaction helps students recognize and correct their own mistakes, reinforcing logical thinking and algorithmic reasoning in a fun, game like environment.

Technically, the platform combines a Blockly-based visual programming structure with a custom interface compatible with DENEYAP(company) microcontroller boards, allowing users to build and upload real projects using sensors and actuators.

Implementation Plan & Milestones:

Phase 1: Prototype development and pilot testing in rural and district schools (completed successfully).

Phase 2: Integration with municipal innovation centers and local educational councils.

Phase 3: National expansion through partnerships with the Ministry of Youth Centers and local municipalities.

Resources Needed: microcontrollers, computers, web hosting, and training materials.
Foreseen Barriers: limited digital infrastructure in rural areas and the need for teacher training.

Impact on Digital Education: KAANBlocks supports early digital literacy and lowers the entry barrier to coding education.
Success Metrics: number of participating schools and students, user satisfaction, error-correction rate improvement, and measured growth in students’ logical sequencing skills.
	Target grop: The primary target group of KAANBlocks is primary and middle school students (ages 7–14), especially those studying in rural and district schools with limited access to technology and robotics education. These students often face challenges in learning programming due to the lack of engaging and accessible tools.

KAANBlocks directly addresses this gap by providing an interactive, visual coding platform where children learn through play and instant feedback. The talking cat mascot acts as a friendly guide that motivates learners and helps them self-correct their mistakes without external supervision. This builds self-confidence, problem-solving, and computational thinking skills crucial for future digital literacy.

A secondary target group is teachers and local education facilitators, who will benefit from an easy-to-use classroom tool that requires minimal training and supports lesson integration with existing DENEYAP(company) hardware.

To ensure full engagement, we plan to:

Conduct on-site workshops in collaboration with municipalities and innovation centers,

Provide teacher training sessions,

Gather continuous feedback from students and educators to refine the platform.

By focusing on inclusivity and accessibility, KAANBlocks ensures that children from all regions can gain equal opportunities in digital education and grow as creative, technology-literate individuals.
	Context: The main challenge we address is the limited accessibility and engagement in digital education for young learners, particularly in rural and under-resourced schools. Many children in these areas lack exposure to programming and digital thinking because existing platforms are either too complex, language-inaccessible, or not motivating for their age group.

KAANBlocks responds to this problem by offering a localized, interactive, and child-friendly coding interface that simplifies programming logic through visual blocks and real-time feedback. By including a voice-guided mascot and Turkish language support, the platform ensures that children can learn independently, even without continuous teacher supervision.

Our solution aligns strongly with the DigiEduHack 2024 annual theme  “Empowering learners for the digital future” by promoting early digital literacy, inclusivity, and emotional engagement in education.

In relation to the hackathon challenge category, KAANBlocks tackles the need for innovative digital learning tools that reduce learning barriers, increase motivation, and foster computational thinking. It transforms coding education from a technical skill into a creative, interactive experience, empowering every child  regardless of geography or background  to become an active participant in the digital age.
	Impact: KAANBlocks has the potential to catalyse major changes in digital education by making coding accessible, enjoyable, and inclusive for all children  regardless of their location or socioeconomic background. By introducing interactive, voice-guided learning, it transforms digital education from a passive process into an engaging, self-driven experience.

Educational Impact:
Students learn logical thinking, problem-solving, and creativity through hands-on experimentation. Early exposure to programming in rural and district schools will close the gap between urban and rural digital competencies. Teachers will also benefit from a ready-to-use tool that simplifies lesson delivery and encourages active classroom participation.

Social Impact:
KAANBlocks empowers children to become confident digital citizens. It nurtures curiosity, collaboration, and equality by ensuring that every child  from city centers to remote villages  gains access to the same learning opportunities.

Environmental Impact:
By promoting virtual simulations and reusable learning materials, the platform minimizes the need for disposable kits and printed manuals, aligning with sustainable education practices.

Example:
In pilot schools, students successfully built motion-sensing projects using block logic proving that even without prior coding experience, children can create meaningful, technology-based solutions for their communities.
	Describe it in a tweet: KAANBlocks makes coding fun and easy for kids!
	Innovativeness: KAANBlocks stands out by combining block-based coding with an interactive, voice-responsive mascot designed specifically for primary and middle school learners. While existing platforms like Arduino IDE or DENEYAP blocks focus on higher-level coding , target age(18+) or hardware control, they lack emotional engagement, gamified feedback, and age-appropriate guidance.

Our solution introduces a cat mascot that communicates directly with children  saying phrases like “No, that’s not correct” or “Yes, great job!” transforming error correction into a playful, self-motivating experience. This feature helps young learners build resilience, understand coding logic, and stay engaged longer compared to static interfaces.

Additionally, KAANBlocks is localized for Turkish students, supporting DENEYAP boards and Turkish language feedback a feature absent in global alternatives such as Scratch or Arduino Blocks.

Unlike existing systems that require external sensors or advanced kits, KAANBlocks integrates virtual components and is designed for low-infrastructure schools, making it inclusive and affordable.

In short, KAANBlocks is not just another coding platform it is a learning companion that merges educational technology with emotional intelligence, creating a unique, culturally adapted, and motivating learning experience for children.
	Transferability: KAANBlocks platform is designed to be highly transferable across different educational contexts and disciplines.
Its visual, block-based structure and interactive feedback system can be adapted not only for coding education, but also for mathematics, science, and logic-based learning activities that require step-by-step reasoning.

For example, the same interface could teach basic robotics, environmental awareness, or physics principles by allowing students to simulate sensor-based actions such as temperature monitoring, light detection, or motion control. The mascot can guide learners through these activities with age-appropriate explanations, creating a bridge between abstract concepts and real-world understanding.

In addition, the platform can be customized for special education  helping children with learning difficulties by offering adaptive feedback and visual cues.

Through its modular design, KAANBlocks can be integrated into innovation centers, STEM clubs, and after-school programs, making it a flexible educational tool that supports various disciplines while keeping learning engaging and accessible for all students.
	Sustainability: After completing the prototype, KAANBlocks will move into a structured development and expansion phase focused on scalability, partnerships, and continuous improvement.

Short-term (next 6–12 months):
We plan to enhance the platform’s stability, integrate additional sensor libraries, and finalize Turkish voice modules for broader classroom testing. Collaboration with municipal innovation centers and local education councils will ensure that the platform reaches more rural and district schools.

Mid-term (1–3 years):
KAANBlocks will be deployed in multiple regions through partnerships with municipalities, youth centers, and DENEYAP workshops, with open-source modules for teachers to adapt the content. A teacher training program and community feedback system will ensure long-term engagement and updates based on real user experience.

Long-term (3+ years):
The platform will evolve into a national-level digital education tool, available in multiple languages and adaptable for other microcontroller systems (Arduino, Raspberry Pi).

Financial sustainability will rely on municipal support, national grants, and social enterprise partnerships, ensuring that the tool remains free or low-cost for schools while continuously developing with user input.
	Team work: The KAANBlocks team is composed of three dedicated young innovators Şevval Öztürk is Aerospace Engineer, Ali Ölmez Computer Engineer, and Emre Korkmaz Software Engineer each bringing complementary expertise and strong motivation to make coding education accessible for every child in Türkiye.

Şevval Öztürk specializes in educational design and child-centered learning, focusing on how technology can enhance curiosity and creativity in early learners.

Ali Ölmez contributes technical expertise in embedded systems and software development, responsible for integrating the DENEYAP hardware and ensuring smooth interface operation.

Emre Korkmaz focuses on UI/UX design and user interaction, creating a visually engaging environment that keeps students motivated and ensures intuitive navigation for teachers and children alike.

Our team shares a common mission: to democratize digital education and build tools that empower students in both urban and rural settings.

We plan to continue developing KAANBlocks together beyond the hackathon  expanding its reach, integrating AI-supported personalization, and collaborating with municipalities and education centers.
Our blend of technical, educational, and creative skills makes us the ideal team to bring this vision to life and sustain it as a long-term social innovation.
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