DIGI -
EDU / : ' Describe it in a tweet

HACK // / : How would you describe your solution in a short catchy way with maximum 280
2025 characters?

Experience history with your very own eyes, and
arms, and legs: our VR environment will

D I G I E D U HACK S O LUTI O N CANVAS seamlessly transport you to a time period of times

gone by and lets you experience it like you’re

Challenge addressed: Learning experience Challenge category: Beginner 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?
Background of the team: Higher Education Students Researchers Professionals Our solution leverages VR technology to make
(multiple selections possible in case Teachers Primary School Students \/— learning exhilirating, an approach that hasn’t seen
of mixed teams) Others  (please specify) significant use in the XXI decade. It’s a learning
experience that can’t be rivaled with, short for
actual time travel, since it already feels like time
Solution description Target group
What is the final product/service/tool/activity you're proposing? What are its Who is/are the target group/s of your solution and how will they benefit from it? Transfera b”ity
main elements, technologies and objectives? Could you please include a brief Why is your solution relevant to them? how do you plan to engage these groups
implementation plan with some key overall milestones, resources required and so you fully meet their specific needs? Can your solution partly or fully be used in other education/learning contexts or
Ie,:'ventualldbarriers f?rsseeg? e eital educat vt The main target groups are 7-11 grade students, disciplines? Could you provide any example?
ow could your solution be used to enhance digital education nowadays? How . . . L
could its success be measured? teaCherS, and students that prepare for exams, Nextﬂlstory mamly fO(.)USGS Of:] hIStOI’y, Slgnlflcant
NextHistory is a two-part learning solution. The tests, UNT, olympiads, etc. historical events and time periods can be
main part is the simulated environment, which Additionally, our solution is also great for use in eXpe”enc'ed through the IenS?S of VR goggles.
immerses the student in a virtual world using VR museums, when walls of text just won’t do. However, it can also be used in other learning
goggles. Specifically, it touches on the tragedy of contexts. A good example would be geography:
AlZhIR, letting the pupil experience the time This is relevant because we provide information in
period and the harsh conditions the women went an accessible format, which will be useful for both .
through first hand. The second part of the solution teachers and students. We've also added tests y
is an online test platform, which allows the student and quizzes to test students' progress for their Once you have a prototype, what are your plans for a further development,
to reinforce what they learned and gives teachers convenience. We plan to inform them about our @;ﬁ;ﬁnn;elgtf;f:mudps;iﬁ:g {ifrl,ﬁa“m of the solution? How do you see it
instant feedback on their progress. After creating the prototype, we plan to expand the
It mainly relies on the unity engine, which creates number of environments, accessible to the user:
ender an goggles 1o bring the experience 1o T o ) o “ Additionally, we will add more tests to the website
ow will your solution catalyse changes in education and what impacts will it .
have at social and environmental level? Could you provide examples or scenarios fOf further relnforcement Of kn0W|edge' In the Iong
illustrating how such changes and impacts might unfold?
Context It increases students' interest in studying history, n ]
, . making lessons interactive and contemporary. "
What is the current or future problem you're trying to solve? How does your . . . . . .
solution align with DigiEduHack 2025 annual theme? SOCIa"y’ it unites students from different regions in Present the members of your team.
How does your solution confront the challenge posed by the hackathon a Singie dlgltal Space, developing communication. Why are you the perfect team to develop this work and what are the _
organiser and how does it address the challenge category? . . .. competencies you all bring in so the solution is developed successfully? What is
The current roblem iS that Iearnin hiStOf b It preserVeS hlStOfIC&' memOfy, pOPU|ar|Z|ng your expertise within the thematic field concerned? Are you planning to continue
reading or P tching vid N nlg d ymy h national figures and important events for culture. working as a team in the future? If so, why?
. ay e . . 1
tea} Ing O V\;ﬁ c i gw teo?hcat' only do ZO o uc Technologically, it introduces VR and digital tools, We're the perfect team because we work together
0 1mmerse the student in the time period. ur developing students' skills in working with modern as one and support each other along the way. We
proigct deepens their ’understandlng in an .excmng technology. Examples: also have a good distribution of tasks—everyone
and m_novatlvt(_-:;.vyay. tlrtls g. p:alrld new learning 1. VR lessons about “Alash Orda” and Stalin's does what they're best at. We plan to continue
experience uiizing the digrtal age S repressions, where students are "immersed" in working together, because in a short period of
advancements to improve history knowledge all time, we've become more than just colleagues:
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: Experience history with your very own eyes, and arms, and legs: our VR environment will seamlessly transport you to a time period of times gone by and lets you experience it like you’re there and then.
	DIGIEDUHACK SOLUTION CANVAS: SkillUp 
	Title of the solution: NextHistory
	Challenge addressed: Learning experience
	Challenge category: Beginner
	Others please specify: 
	fill_7: Our solution leverages VR technology to make learning exhilirating, an approach that hasn’t seen significant use in the XXI decade. It’s a learning experience that can’t be rivaled with, short for actual time travel, since it already feels like time travel without any of the consequences.
	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: NextHistory is a two-part learning solution. The main part is the simulated environment, which immerses the student in a virtual world using VR goggles. Specifically, it touches on the tragedy of AlZhIR, letting the pupil experience the time period and the harsh conditions the women went through first hand. The second part of the solution is an online test platform, which allows the student to reinforce what they learned and gives teachers instant feedback on their progress.
It mainly relies on the unity engine, which creates the virtual environment, with models created using blender and VR goggles to bring the experience to life.The website frontend utilizes javascript with React and Node.js, while the backend uses flask and firestore. (Note that the submitted .html file has the firestore functionality removed to make it usable for a long time after the contest has ended)
	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: The main target groups are 7-11 grade students, teachers, and students that prepare for exams, tests, UNT, olympiads, etc.
Additionally, our solution is also great for use in museums, when walls of text just won’t do.

This is relevant because we provide information in an accessible format, which will be useful for both teachers and students. We've also added tests and quizzes to test students' progress for their convenience. We plan to inform them about our services in a digestible manner, since it's likely that this specific group isn't up-to-date with innovative technology.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: NextHistory mainly focuses on history, significant historical events and time periods can be experienced through the lenses of VR goggles. However, it can also be used in other learning contexts. A good example would be geography: The student can investigate different biomes of the world in a safe environment. Alternatively, biology works as an option: The student could interact with simulated animal ecosystems. Allowing them to observe animal behaviors and habitats in a safe environment. Just by changing the simulated environment, it can match lots of learning contexts.

	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 creating the prototype, we plan to expand the number of environments, accessible to the user: add more time periods and more subjects. Additionally, we will add more tests to the website for further reinforcement of knowledge. In the long term, NextHistory could become a groundbreaking platform, used by schools ad museums all over the world by utilizing fresh forms of education.
	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 that learning history by reading or watching videos can only do so much to immerse the student in the time period. Our project deepens their understanding in an exciting and innovative way. It’s a brand new learning experience utilizing the digital age’s advancements to improve history knowledge all over Kazakhstan, or maybe even the entire world.
	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: It increases students' interest in studying history, making lessons interactive and contemporary. Socially, it unites students from different regions in a single digital space, developing communication. It preserves historical memory, popularizing national figures and important events for culture. Technologically, it introduces VR and digital tools, developing students' skills in working with modern technology. Examples:
1. VR lessons about “Alash Orda” and Stalin's repressions, where students are "immersed" in that era.
2. Developing online quizzes and challenges about the history of Kazakhstan between schools. 3.Organizing digital exhibitions and history marathons on social media, increasing interest in culture and heritage.
	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're the perfect team because we work together as one and support each other along the way. We also have a good distribution of tasks—everyone does what they're best at. We plan to continue working together, because in a short period of time, we've become more than just colleagues: we're a close-knit team ready to help each other at any time.


