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Title of the solution: Nation Reborn - a game that changes children's minds

Challenge addressed:

Nation Reborn

Team name:

Challenge category:

Beginner

Higher Education Students

Background of the team:

(multiple selections possible in case

Teachers

Researchers Professionals

Primary School Students Secondary School Students

of mixed teams)

Others (please specify)

Secondary School Students

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 is mostly created in unity. In the future,
we plan to work out the code and design of our
game better.

We see our project in the future like this:

1. Finalize the design code.

2. We will test our application.

3. After that, we will launch it in the App Store and
Google Play.

4. Maybe collaborate with other companies on
education.

We also believe that our project develops soft
skills, critical thinking and digital literacy in
children and adolescents, and we think this is
important for their development.

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?
We believe that the big problem in 2025 is the excessive use
of artificial intelligence, as well as the use of mobile gadgets.
If we present it in the right format, rather than using a mobile
website or an app, then there will be less harm to people
now.
We think that we can work more on our project, then there
are chances to develop it further and launch our own
website or application, but in the form of an entertaining
game.

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 target audience is 7-17 years old, and maybe
in the future it will be for people of all ages.

We think this is relevant for them, as the
development of soft skills will always be on trend
and an important skill in life.

To meet the specific needs of our target audience,
we will follow trends and relevant topics. Maybe
we'll conduct surveys to understand what our
clients are really interested in.

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?

We are sure that not all of our target audience
understands politics and has developed critical
and digital literacy.

Let's say a carefree child who thinks life is so easy
grows up and finds himself in a cruel world.

Our game (possibly a future application), after
high-quality refinement, prepares our client for this.
The whole world is fictional, and so are the
characters. After making the right choice or
decision, he receives a reward.

We are also thinking about creating different levels.
For example, from the lightest to the heaviest.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
We would probably describe it briefly, we consider it a primitive and useful
solution.(We mention that after high-quality processing).
Since this is the best solution, there are problems.
Present it through a game, or with illustrations.
There are people who find pictures or non-solid text easier to perceive.
Our goal is to give our clients an easy way to perceive education (more
precisely through the game)

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?
We know analogues for our project, games are being created
for children 3-4, 5-6, 7-8 years old.
And then there are educational apps and games.
But our game will be more original, we can't say yet.
Because it's a secret.

Transferability

Can your solution partly or fully be used in other education/learning contexts or

disciplines? Could you provide any example?
Of course we can, we will hold online sessions and screen demonstrations.
Or maybe we'll print an edition, I'll take it as an example:(be able to think like the USSS in 2 months)
There are relevant topics and trends there.
And most importantly, there is no pressure on a person, he can do exercises and tasks every other
day.
This is also useful, for example, for the elderly.
While finalizing this project, you can consider more options on how to present politics and economics
correctly and interestingly.

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?
To be honest, we are still only in grades 8-9.
Our consciousness and thinking will change every year.
Maybe we'll want to change something, or maybe we'll leave it as it is.
But we plan to move on and develop our skills.
We will probably work in the medium term.
We came up with the idea of introducing Al into our project, that is, it will
analyze trends and current events. After that, we can add new events to our
game on our own.

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?
We have 4 people in our team, we are all different and this is what unites us all.
Aruzhan is a very sincere and competent person, she is the coder of our team. And also always
supports.
Philip is calm and confident, he is also the second main coder.
Arlan is a balanced and thoughtful person, he is the manager of our team.
Leyla is me, people describe me as a bright and kind person. | am responsible for the design of our
presentation, as well as for the soul of the company.
Our team has been participating in this kind of hackathon for 2 times , except for Philip. This is his first
time participating, but that didn't stop him from speaking confidently and explaining in detail how our
prototype works.
Of course, we will participate with the plugin in the future, every year we will gain experience, as well
as every hackathon to set up for victory.
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