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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?
ProofMe is a web-based platform that empowers students to demonstrate their real learning progress
through Al-generated portfolios. Students can upload their projects, certificates, or any learning
evidence, and the built-in Gemini-based Al analyzes the content to identify key skills such as
teamwork, creativity, problem-solving, and leadership. The system automatically generates a digital
portfolio with skill badges, visual analytics, and a personalized Al advisor that suggests ways to
improve or develop new competencies.

The platform is developed using React and Tailwind for the front end, FastAPI for the back end, and
Firebase for data storage. The Al core is powered by Gemini for natural language processing and skill
recognition. Our implementation plan consists of four stages: (1) creating the prototype with upload
and analysis functions, (2) developing the MVP with a badge and dashboard system, (3) piloting the
platform in schools, and (4) scaling to national use. Potential challenges include ensuring data privacy
and maintaining fair Al evaluation. The success of the platform will be measured through user
engagement, number of analyzed projects, badges earned, and teacher feedback.

MVP detailed description ishere:
https://www.canva.com/design/DAG4LmAov7I/Ow_PA1KyR7QljmS8LXzmng/edit?
utm_content=DAG4LmAov7I&utm_campaign=designshare&utm_medium=link2&utm_source=sharebu
tton

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?
Today’ s education system often measures success through
grades, leaving out essential skills such as creativity, collaboration,
and initiative. ProofMe aligns perfectly with DigiEduHack 2025’ s
theme of demonstrating real learning and turning digital education
into verifiable progress. The project directly addresses the
challenge of how to make learning outcomes visible and
measurable. It transforms the invisible process of personal growth
into a transparent, data-supported proof of learning that teachers,
peers, and institutions can easily recognize.

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 main users are secondary and high school students who
need a way to demonstrate their real learning beyond
grades. Teachers, mentors, and universities will also benefit
from having clear, visual evidence of students’ soft and
digital skills. ProofMe helps students reflect on their learning,
build self-confidence, and present their growth in a
professional way. Teachers gain a tool for
competency-based assessment, while universities can
evaluate applicants by their proven skills, not only academic
results. To engage users, we plan to include gamified
challenges, monthly school competitions, and workshops
where students can learn how to use ProofMe effectively.

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?
ProofMe has the potential to redefine how learning
achievements are understood and valued. Educationally, it
motivates students to apply knowledge in real projects and
reflect on their learning journey. Socially, it encourages
recognition of skills gained through community service,
teamwork, and creativity. Environmentally, it replaces
traditional paper-based certificates with digital credentials,
promoting sustainability. For example, when a student
organizes a recycling campaign, ProofMe identifies
leadership and environmental awareness skills, awarding a
digital “ Eco-Leader” badge. Such recognition inspires
other students to engage in similar meaningful activities,
creating a ripple effect of positive change.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
ProofMe is an Al platform that turns students’
achievements into visible proof of learning. Upload your
project — Al analyzes it, identifies skills, and builds your
digital portfolio with badges, skill graphs, and personalized
learning advice.

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?
ProofMe stands out because it combines Al analysis, gamified progress
visualization, and digital credentialing in one platform. Unlike traditional
portfolios that rely on manual updates or simple file uploads, ProofMe
automatically transforms student work into measurable learning outcomes
using real Al evaluation. This combination of automation, personalization,
and transparency makes ProofMe an innovative step toward recognizing the
value of informal and experiential learning.

Transferability

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

disciplines? Could you provide any example?
The concept behind ProofMe can easily be adapted to different educational
levels and disciplines. In primary education, it can visualize the development
of fundamental skills. In secondary schools, it can track academic and
extracurricular achievements, while in higher education it can showcase
teamwork and research projects. ProofMe can also be integrated into online
learning platforms, hackathons, and volunteering programs to document and
verify digital learning outcomes across various 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?
Once the prototype is complete, ProofMe will continue to develop as an open-source platform
accessible to schools and educational communities. In the medium term, we plan to integrate it with
existing school learning management systems. In the long term, we envision ProofMe becoming a
national-level digital credential platform that allows students to carry verified skill records throughout
their academic and professional lives. To sustain growth, we will explore partnerships with educational
institutions and use a freemium model, where advanced analytics tools are offered to schools for a
small fee, ensuring continuous improvement and accessibility.

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, ProofMe, consists of three 9th-grade secondary school students from Nazarbayev Intellectual School who share a strong passion for
technology, education, and innovation. Bakhtiyar Ablaikhan is the team leader and Al developer, coordinating the project’ s direction and managing all
technical processes. Kalmukhan Amirlan is the data analyst, researcher, and our main speaker and motivator. He has deep expertise in the field of
learning and education, conducts thorough research, works exceptionally well with data, and inspires the team to stay focused and ambitious. Kalmukhan
Temirlan is a Full-Stack Developer with end-to-end responsibility for the project.He manages the backend logic and integration, building the core
architecture that connects the Al with the user interface. Furthermore, he serves as the UX/UI designer, dedicated to creating an intuitive and visually
appealing user experience, as well as leading the entire presentation design.

‘We are the perfect team because we combine coding, analytical, and creative skills with a shared goal of improving how students prove their learning
achievements. The project itself has become our own proof of learning, as each of us has gained new technical, design, and teamwork competencies
through the process. We plan to continue developing ProofMe after DigiEduHack to expand it across schools in Kazakhstan and share it with international
student communities interested in demonstrating real learning through technology.
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