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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: Interactive shopping vocab lessons for 6th graders using games, stories, and creative projects on Canva, WordWall, Padlet & Kahoot. Fun, engaging, and practical language learning that boosts confidence and teamwork in a real-life context!
	DIGIEDUHACK SOLUTION CANVAS: EduChipmunks
	Title of the solution: Problematic shopping and digisolutions
	Challenge addressed: Increasing accessibility to AI-based educational tools
	Challenge category: Beginner Award-Social Impact
	Others please specify: Higher Education Students
	fill_7: What makes this lesson special is how it mixes real-life shopping with fun digital tools like Canva, WordWall, Padlet, and Kahoot. Instead of just boring drills, kids get to play games, tell stories, and work together, which makes learning exciting and easier to remember. Lots of programs use one or two tools, but this one combines several in a way that really fits 6th graders. It’s designed to keep them interested, help them talk and create, and make learning feel like something they actually want to do—not just a task. That’s what sets it apart and makes it better than many usual vocabulary lessons.
	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 fun, interactive lesson about shopping vocabulary using cool digital tools like Canva, WordWall, Padlet, and Kahoot. It helps students learn and use shopping words through games, chats, mind maps, and group projects, making language learning enjoyable and practical. The plan starts with some teacher training and a small test group, then rolls out to full classes over about a month. Key steps include practicing vocabulary, working in groups, presenting ideas, and doing quizzes. We’ll need devices, internet, and teacher support, but challenges might come from tech glitches or not all students having access to devices. This approach makes digital learning exciting by mixing games, teamwork, and creativity. It also helps students get better with tech while building their language skills. We’ll know it’s working by seeing how involved the students are, how well they do on quizzes, their feedback, and if they use the new words outside class.

https://docs.google.com/document/d/14jytbQjGCO5JDtu0IADP1Hc16y7tl8YUB_WTPCOGptI/edit?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: This lesson is designed especially for 6th graders learning English. It helps them learn shopping vocabulary in a fun and interesting way that feels real to their everyday lives. The activities use games, stories, group work, and creative tasks that match what kids this age like, keeping them engaged and helping them practice speaking, listening, reading, and writing. Shopping is something they know well, so learning new words around this topic makes it easier and more exciting for them. To make sure every student stays interested, the lesson uses a mix of digital tools and activities that suit different ways of learning. Working in pairs and groups also makes it more fun and helps kids practice talking and cooperating. Teachers get clear instructions and support so they can easily use these tools and adjust the lesson if needed. Platforms like WordWall, Padlet, Canva, and Kahoot make the learning active and playful, motivating even shy or reluctant learners to join in and feel confident with English. This way, students not only build their vocabulary but also enjoy the whole learning process.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Yes, this solution can easily be adapted for other subjects and learning contexts because it’s built around interactive digital tools and collaborative activities that work with any topic. For example, in science classes, students could use the same tools to learn and practice vocabulary about animals, the environment, or the human body—playing games, creating mind maps, and designing projects just like in the shopping lesson. Similarly, history lessons could include storytelling and group presentations using Canva and Padlet, helping students explore historical events or figures while practicing language skills. The blend of games, creativity, and teamwork makes the approach flexible and useful beyond just English vocabulary—it can make learning more fun and effective in many areas.
	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 the prototype, the plan is to test it out with real teachers and students to see what works best and what needs fixing. We’ll run small pilots in different schools to make sure it fits well with different classes and learning styles.
After that, we want to make it easy for teachers to use by creating ready-to-go lesson packs with clear instructions and maybe some short videos on how to use the digital tools. We’ll also try to partner with schools and education communities to share it wider and faster. In the middle term, we see this becoming a regular part of English lessons, with new topics and fresh vocabulary added over time—not just shopping but many other real-life themes. In the long run, it could grow into a bigger platform that helps teachers make fun, interactive, and creative lessons across different subjects, always keeping students involved and excited to learn.
	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 problem we’re tackling is how to make vocabulary learning more engaging, meaningful, and effective for young learners in a digital world. Many traditional methods are dull or too focused on memorization, leading to low motivation and weak language skills. At the same time, schools often struggle to fully integrate digital tools in ways that truly support communication and creativity. Our solution fits perfectly with DigiEduHack 2025’s theme of transforming education through innovative digital technology. It uses a mix of popular, easy-to-use platforms—Canva, WordWall, Padlet, and Kahoot—to create an immersive learning environment that combines fun, collaboration, and real-life application. The hackathon challenge calls for solutions that enhance digital education and student engagement, which our approach directly answers. By integrating multiple digital tools into a cohesive lesson on a relatable topic like shopping, we help develop not just vocabulary but also digital literacy, teamwork, and communication skills. This addresses the challenge category by promoting inclusive, interactive, and future-ready learning experiences that motivate students and better prepare them for the digital age.
	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: This solution can really change how kids learn by making lessons more fun, creative, and meaningful. It helps them not only get better at English but also feel confident using technology and working with others. On a social level, it teaches teamwork and communication, which are skills kids need to get along and succeed. It’s designed to include everyone by using easy digital tools that grab students’ attention and fit different learning styles. When it comes to the environment, this lesson gets kids thinking about smart choices through the shopping theme—like thinking about sustainability without it feeling like a lecture. Plus, using digital stuff means less paper and waste. Imagine a classroom where kids are excitedly designing their own shops online, telling stories together, and playing vocabulary games—all while learning to care a bit more about the planet and how they use resources. This way, it’s not just about words; it’s about growing into responsible, creative, and tech-savvy people ready for the future.
	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 is made up of Nadia Komar, Alina Bykova, Liza Trygub, Klymenko Daryna, and Vira Russu. We all bring different skills that help us create this lesson successfully.Nadia and Alina are great at teaching English and making lessons fun and easy to understand. Liza and Darina know a lot about using digital tools like Canva and WordWall, which makes the activities interesting for students. Vira helps us organize everything and makes sure the lessons work well for all kinds of learners.Together, we have the right mix of teaching experience, tech knowledge, and teamwork to build a lesson that is both useful and enjoyable. We work well together and plan to keep collaborating because we share the same goal—to make learning better and more fun for students like us.


