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Solution description

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?
Our project "DigiSports: Learn, Play, Create” combines le:
The resources for implementation are computers or phor

You can open the link to view: https://drive.google.com/c

Context

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?

Nowadays, many students lose motivation to st

Target group

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?

Our team works with 7th grade students. These
tasks are suitable for this age group because the
topic, vocabulary and tasks meet the requirements
of the curriculum. We work with sports, equipment
and modal words.

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 DigiSports: Learn, Play, Create! project can «
Socially, the project helps all students have equ:
Ecologically, DigiSports encourages the use of d

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?

An Al-powered learning experience where stude

Innovativeness

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?

Our DigiSports: Learn, Play, Create! project is un
Compared to other approaches, our project is st

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

Our solution is entirely designed around the theme
of "sports." However, all devices and artificial
intelligence tools can be used for any other themes
and age groups. Teachers can adapt everything to
suit their needs.

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, we plan to add new lessons and interactive tasks, improve
Al functionality, and make the platform user-friendly for all students and teachers. Then
we want to implement it in other schools so that more children can learn in an interesting
and active way.
In the medium term, the platform will help students develop creativity, critical thinking,
and teamwork. In the long term, it could become part of modern education, where Al
supports teachers and students create their own learning content.

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 five students: Yulia Radomska, Anastasia Kovalska,
Yulia Pavlova, Maria Soloshenko, and Marina Bedko. Everyone in the team
contributes in their own way: some know how to make lessons interesting,
others know how to create interactive tasks, and still others know how to
work with technology. We understand how to teach children and how to
make learning interesting and modern.
We plan to continue working together because we enjoy collaborating, and
together we can further improve the platform and help schools across the
country.
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: An AI-powered learning experience where students explore sports vocabulary, grammar, and creativity. They train like athletes — but with words, ideas, and digital tools!
	DIGIEDUHACK SOLUTION CANVAS: AIspire (AI+inspire)
	Title of the solution: DigiSports: Learn, Play, Create!
	Challenge addressed: Increasing accessibility to AI-based educational tools
	Challenge category: challenge category: Beginner Award-Social Impact
	Others please specify: Higher Education Students
	fill_7: Our DigiSports: Learn, Play, Create! project is unique in that students not only learn, but also play and create their own tasks and projects with the help of artificial intelligence. Many schools use online lessons or interactive exercises, but our project differs in that children work together, discuss ideas, and develop creativity.
Compared to other approaches, our project is superior because AI helps tailor learning to each student, and digital materials reduce paper usage. We don't just impart knowledge — we empower students to create something of their own and learn actively.
	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: Our project "DigiSports: Learn, Play, Create" combines learning English, studying the topic of "sports" and using artificial intelligence. During three lessons, students interact with AI, complete interactive tasks, practise vocabulary and grammar using AI tools, and create their own sports. The main tools are Kahoot, gpt chat, character generator, and educaplay. Our main objectives are to create interesting, interactive, motivating, and modern lessons that will help students develop their communicative and digital skills. It is also important to show how artificial intelligence can be a real aid to learning. Our solution consists of three lessons: “DigiPlay”, “DigiRules” and “DigiCreators”.
The resources for implementation are computers or phones with internet access that allow the use of AI platforms.
You can open the link to view: https://drive.google.com/drive/folders/1jO_myBm5rK8GBTMsfF8gZr0RmQmyzCIk?usp=sharing
	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: Our team works with 7th grade students. These tasks are suitable for this age group because the topic, vocabulary and tasks meet the requirements of the curriculum. We work with sports, equipment and modal words.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Our solution is entirely designed around the theme of "sports." However, all devices and artificial intelligence tools can be used for any other themes and age groups. Teachers can adapt everything to suit their needs.
	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, we plan to add new lessons and interactive tasks, improve AI functionality, and make the platform user-friendly for all students and teachers. Then we want to implement it in other schools so that more children can learn in an interesting and active way.
In the medium term, the platform will help students develop creativity, critical thinking, and teamwork. In the long term, it could become part of modern education, where AI supports teachers and students create their own learning content.
	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: Nowadays, many students lose motivation to study because lessons often seem boring and monotonous. This is especially true for learning English — grammar and writing do not always spark interest. Our project DigiSports: Learn, Play, Create! helps solve this problem by combining the topic of sports, which children love, with artificial intelligence technologies. We want to make learning lively, fun, and useful. This project shows how AI can be used to make education more modern, interesting, and effective. Our idea helps children not only learn English, but also develop creativity, digital skills and self-confidence.
	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 DigiSports: Learn, Play, Create! project can change modern education because it shows how artificial intelligence makes learning interesting, practical, and creative. Students don't just listen to information — they create their own materials, work with AI, and develop critical thinking and digital skills. The teacher becomes a mentor and partner, not just a source of knowledge.
Socially, the project helps all students have equal opportunities because AI can adapt the material to different levels of knowledge, learning styles, or languages. Children learn to work together, share ideas, and create joint digital projects, which develops team spirit and responsibility.
Ecologically, DigiSports encourages the use of digital materials instead of paper, which helps to save resources and reduce printing.
	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 five students: Yulia Radomska, Anastasia Kovalska, Yulia Pavlova, Maria Soloshenko, and Marina Bedko. Everyone in the team contributes in their own way: some know how to make lessons interesting, others know how to create interactive tasks, and still others know how to work with technology. We understand how to teach children and how to make learning interesting and modern.
We plan to continue working together because we enjoy collaborating, and together we can further improve the platform and help schools across the country.


