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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?
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Challenge category:

Background of the team: Higher Education Students Researchers Professionals
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: Meet Noor, the AI buddy lighting up Gen Alpha’s future 
No grades, no stress , just smart chats , skill quests , & data-driven insights to help students find their dream path & shine  #EdTech #AI #FutureReady

	DIGIEDUHACK SOLUTION CANVAS: Noor
	Title of the solution: Noor – AI Career & Skill Companion for Gen Alpha
	Challenge addressed:  Connect students learning with real-world careers
	Challenge category: AI and Data for Education Innovation
	Others please specify: Instructional design, Edtech, Operations, Cloud engineering
	fill_7: Unlike generic career tests or static guidance websites, Noor uses AI and learning analytics to personalize every student’s journey, recommending subjects, careers, and skill paths based on real data.While tools like Google Dreamer help users imagine possible careers, YouScience, Xello, Naviance, BridgeU — strong at discovery, planning, and applications, but they do not convert a chosen career into a skill-linked, daily practice path for soft skills (they provide lessons and resources, but the core loop is assessment → plan).

 Noor goes further by helping students build the skills to reach them, through microlearning quests, digital badges, and a skills dashboard aligned with global frameworks like Cambridge and OECD.Current solutions focus on information or counseling; Noor focuses on actionable, measurable growth, transforming career guidance into an interactive, data-powered learning experience, with no extra workload for teachers.
	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: Noor is an AI-powered career and skills advisor designed for Gen Alpha students to explore their interests, discover suitable career paths, and build 21st-century skills like critical thinking and creativity. 
It combines an interactive AI chatbot, gamified “career quests,” digital portfolios, and a school dashboard for data-driven insights. Built on AI/LLM models, cloud and no code & low code infrastructure, Noor personalizes learning while ensuring ethical data use and privacy for minors.
The implementation plan involves developing an MVP, piloting in schools, and scaling with adaptive learning features. Key challenges include data privacy & adoption resistance. Success will be measured through student engagement, skill acquisition, career awareness, and school adoption rates.
	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 primary target group is Gen Alpha students (ages 14–18) who need early, personalized guidance to connect their interests with future-ready careers. They benefit by using Noor to explore passions, receive AI-driven career recommendations, and develop essential digital and soft skills through gamified learning experiences. The solution is relevant because current education systems often overlook career readiness and digital competencies, leaving students underprepared for emerging job markets. To meet their needs, we plan to collaborate with schools, teachers, and parents by offering school dashboards for educators and parents. This ensures that Noor remains inclusive, ethical, and tailored to the real learning and development needs of young digital learners.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Yes, Noor can be adapted across multiple learning contexts and disciplines. Its AI-driven personalization and gamified learning model can support STEM education, language learning, or entrepreneurship training, technology and healthcare by recommending skill paths and interactive quests. For example, in a digital literacy class, Noor could guide students through coding or AI ethics challenges, awarding badges as they progress. Hence, Noor is a scalable tool for lifelong learning and digital skill development across diverse educational settings.
	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 the Noor prototype is ready, we plan to pilot it in select schools to gather feedback on usability, engagement, and learning impact. Noor will be scaled through partnerships with educational institutions, ministries, and NGOs. In the long term, we envision Noor as a global digital career ecosystem, continuously updated with labour market data to guide students toward emerging industries while fostering digital skills. The ultimate goal is to make Noor a trusted lifelong learning companion that supports students from early education through to employability.
	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 current problem is the lack of personalized, accessible, and future-focused career guidance for Gen Alpha students, leaving many unaware of their strengths, interests, and the digital skills required for tomorrow’s jobs. Noor addresses this by using AI to provide early, individualized career advice while fostering critical thinking, creativity, and digital literacy through gamified learning. This aligns with the DigiEduHack 2025 theme, “Rethinking Education in the Age of Digital Skills,” by transforming career guidance into an interactive, skill-oriented digital learning experience. Noor directly confronts the hackathon challenge of enhancing digital education by integrating AI ethics, inclusivity, and personalization to make guidance equitable and scalable. In doing so, it bridges the gap between traditional education and the evolving demands of the digital future.
	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: Noor will catalyse change in education by shifting career guidance from a one-time counselling event to a continuous, AI-driven learning journey that builds both academic and digital competencies. It empowers schools to adopt personalized education, helping students identify their strengths and develop future skills early. Socially, Noor promotes equal access to quality guidance, especially in under-resourced communities, fostering inclusion. Environmentally, by being entirely digital and cloud-based, it reduces paper use and the carbon footprint which may be associated with physical counselling and training. For example, a student in a rural school could use Noor to discover an interest in technology, complete gamified digital skill quests, and earn badges that align with global frameworks. This ultimately prepares them for STEM careers that contribute to sustainable innovation.
	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: Sherouk Ghallab has 12 years of diverse experience dedicating the last 9 years in designing Digital learning solutions for youth, Higher educational institutions, L&D teams across Egypt, Gulf & in the UK.

Akwasi Ampofo Agyapong has 5 years of experience in diverse roles in banking, customer service, operations, and relationship management. He is currently pursuing a career in Cloud engineering while retaining a deep passion for leveraging digital tools in learning & development

Jihen Kafsi has experience in teaching and instructional design in Tunisia and France, specializing in gamified learning for youth and digital education projects. She focuses on creating engaging, skill-based learning experiences that connect pedagogy with technology to enhance student motivation and performance.


