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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: “LearnLoop turns your learning journey into a universe! 🌍 Every completed task grows your own planet — from a rocky sphere to a thriving world. See your knowledge come alive, one achievement at a time. 🚀”
	DIGIEDUHACK SOLUTION CANVAS: Uzdrīksties programmēt
	Title of the solution: Learnloop
	Challenge addressed: Boosting students' long-term learning motivation through visual, gamified progress tracking.
	Challenge category: Reinventing Education: Helping Students Learn, Create and Grow with AI
	Others please specify: 
	fill_7: Unlike standard progress bars or grades, LearnLoop creates an emotional, visual, and personalized growth experience. While gamified learning apps exist, none represent a student’s entire learning journey as an evolving universe. The mix of visualization, storytelling, and real academic tracking is unique.
	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: LearnLoop is a web-based learning platform where each student’s academic progress is visualized as a growing planet. Completing assignments, quizzes, or lessons adds new features — oceans, forests, life, or even cities — representing personal growth. Over school years, students build their own planetary system reflecting their knowledge evolution.



Main elements:



Interactive cosmos dashboard showing all planets (years/subjects)



“My Planet” view with visual evolution tied to progress



Task panel with progress bars and motivational feedback



Teacher dashboard for monitoring and assigning work



Optional social mode for exploring other students’ planets



Technologies:

HTML, CSS, JavaScript (or Unity 2D for animation), with prototype in Figma/Canva.



Objectives:

Increase motivation, make learning visual and emotionally rewarding, and help students recognize long-term progress.



Implementation milestones:



Concept design and prototype (Figma / Canva)



Basic interactive demo (HTML/JS or Unity)



Pilot testing with one school class



Collect feedback and improve features



Wider launch and teacher integration



Resources required:

Designers, web developers, educators, and access to educational platforms.



Foreseen barriers:

Data integration with existing school systems; maintaining engagement across subjects.



Measuring success:



Increased student engagement and completion rates



Positive feedback from teachers and students



Measurable improvement in long-term motivation
	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: Target group



Primary and secondary school students who struggle to stay motivated throughout the school year.



Benefits:



Visual representation of progress makes learning tangible.



Emotional connection through gamified growth.



Encourages consistency and pride in achievements.



Engagement strategy:

Simple onboarding, instant visual feedback after tasks, and rewards for effort and consistency rather than grades.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: The concept can be easily adapted to:



Other age groups (university students'“knowledge galaxies”)



Corporate training (“company planets”)



Subject-specific learning (math, science, languages)
	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: After the prototype stage, the platform can be expanded for use across schools and integrated with existing digital education systems.

Mid-term goal: Launch as a motivational add-on for e-learning systems (e.g., Moodle).

Long-term goal: Create a scalable “Learning Universe” ecosystem used across regions or countries.
	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: Students often lack intrinsic motivation because school progress is abstract and slow. LearnLoop aligns with DigiEduHack 2025’s theme by using digital creativity to make education more engaging and personalized. It directly addresses the challenge of sustaining learning motivation in digital education.
	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: Educational: Builds long-term motivation and awareness of progress.



Social: Encourages peer recognition through shared “universes.”



Environmental: Promotes digital learning, reducing paper use.

Example: A student sees their planet evolve week by week — turning effort into visible growth, reinforcing consistency.
	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 12th-grade students(Armands Kivriņš - team-leader; Sintija Hauke, Dmitri Bercenko, Domeniks Duncāns and Artūrs Vaitehovičs were programming and brainstorming) who share a passion for technology and programming. We have been classmates and friends for many years, which makes our communication natural and teamwork seamless. Each of us brings creativity, problem-solving skills, and a strong motivation to learn by doing.



We collaborate closely — from coding and interface design to brainstorming how LearnLoop can inspire students like us. Because we understand the challenges students face in staying motivated, we can design solutions that truly connect with their needs.



We plan to continue developing LearnLoop after the hackathon, improving the prototype and exploring how it could be used in real classrooms. Our shared experience and enthusiasm make us a strong and dedicated team.


