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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?
Eng Arena is a fun online game where people learn English
by competing against each other. Instead of just studying
quietly, players go into quick matches called duels, where
they try to do language tasks like writing or translating. The
game makes these challenges just right for each person, so
they are neither too easy nor too hard. The idea is to make
learning feel more exciting and like a sport. When you play,
you get better at English and see your scores improve. The
more you play and win duels, the more you learn and grow,
which makes learning fun and keeps people motivated to
keep practicing. There are special computer tools that help
run this game. One tool creates new challenges and gives
scores and helpful tips based on how well you do. Another
tool keeps track of who is winning and makes sure
everyone’s game is fair and real-time, like a live competition.

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?
The core problem Eng Arena solves is the dual of low user er 1t and ineffective feedback loops within
traditional digital language learning environments. Passive consumption and slow, subjective grading of vital open-ended
tasks—such as essay writing or translation—significantly hinder skill acquisition and motivation.
Eng Arena solves this by establishing a high-stakes competitive model where English practice is performed via 1v1 duels
using a public Elo rating system. This format directly confronts the hackathon's to enhance 1t by
transforming routine practice into a motivating, sports-like competition.
The solution aligns perfectly with themes of Al and Gamification in Education. The Gemini API is central to this alignment,
functioning as an indispensable tool for both adaptive content generation and, crucially, objective, instantaneous scoring of
complex responses. By providing immediate, structured JSON feedback—including a score (0-100) and suggested
improvements—the platform eliminates the typical delay in assessment, dramatically accelerating the learning cycle.
Success will be measured by high volumes of Duels Completed and measurable Elo Rating Gains, proving the
effectiveness of the competitive, Al-driven methodology.

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?
Eng Arena targets competitive students and young digital
learners (ages 14-17, A2-B2) who are motivated by gaming
mechanics. The solution is highly relevant as it replaces
passive study with high-stakes 1v1 duels. Users benefit from
the Gemini API's capacity to deliver instant, objective
feedback on complex tasks (like essays and translations),
fundamentally accelerating their learning loop. Engagement is
ensured by meeting their need for social validation: the
public Elo rating system provides a clear, competitive
measure of skill, while adaptive content guarantees the
challenge remains high, transforming practice into a
measurable and addictive competitive journey.

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?
Eng Arena will catalyze a significant shift in education toward an active,
competitive, and Al-driven model. The primary change is the acceleration to
instant mastery. By leveraging the Gemini API for objective, real-time scoring
of complex tasks like essays and translations, the platform replaces days of
grading wait time with seconds of feedback. This transforms the teacher's
role into that of a data analyst and mentor, focusing on high-impact,
personalized intervention.
Socially, Eng Arena promotes educational equity. It provides all users,
regardless of geography, access to high-quality, personalized practice. The
public Elo rating system creates a global, transparent meritocracy where skill
Is the sole measure of success, fostering global digital engagement.
Environmentally, as a purely cloud-based digital service, it eliminates the
annual need for printing and distributing thousands of pages of mock exams
?nd worksheets, directly reducing paper waste and the associated carbon
ootprint.

Describe it in a tweet

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

Eng Arena: Al-powered 1v1 duels. Instant,
objective scoring (0-100) on essays/translations by
Gemini. Master English through competitive,
adaptive, real-time feedback

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?

Eng Arena: A New Skill Acquisition Loop
Eng Arena’s originality is rooted in its unique fu

This creates a superior learning environment by

Transferability

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

disciplines? Could you provide any example?
Eng Arena’s competitive methodology is fully scalable to other disciplines requiring active, structured
production rather than simple recognition. The core innovation—the fusion of real-time 1v1 duels with
Al-driven objective grading of complex input—is universally applicable across STEM and humanities.
For instance, the platform can be adapted for advanced mathematics or coding. Two students could
engage in a duel to solve a calculus problem or write a Python function. The Gemini API would
immediately grade the submitted code or symbolic answer for correctness, efficiency, and adherence
to constraints, providing instant score and feedback. This transforms rote practice into a high-stakes,
competitive challenge, maximizing engagement and ensuring the rapid acquisition of skills in any
subject where measurable, open-ended responses are required.

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?
The plan following the prototype focuses immediately on implementation upscale. In the mid-term (6-18 months), we will
complete the full Al feedback loop, utilizing the Gemini API's detailed structured JSON output to drive adaptive content
generation. This transition requires rigorous optimization of Firestore’s real-time synchronization to ensure the Elo rating
system scales reliably under high traffic, which is vital for sustaining engagement. We will also expand content beyond text
to include speaking and listening challenges, using Al for real-time grading.
The long-term vision (18+ months) is replication and ecosystem creation. Drawing from the solution’s proven universality
(as seen in the Math/Coding Arena example), the competitive methodology will be applied to diverse subjects like advanced
mathematics and computer science. This involves standardizing the core competitive mechani the real-time duel
paired with Al objective grading—to become a universal, measurable framework for skill acquisition across all disciplines.
This expansion establishes the Elo rating as a reliable, cross-curricular proficiency metric, promoting global educational
equity.

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?
The Eng Arena solution is driven by a multidisciplinary team perfectly suited for competitive Al EdTech.
Azamat (Pitcher/Visionary) defined the core 1v1 competitive strategy. Shyngys (Backend Developer)
ensured the reliability of the real-time Firestore synchronization, crucial for duel integrity. Kadyrzhan
(Frontend Developer) guaranteed the highly responsive mobile experience necessary for on-the-go
duels. Critically, Akarys (Designer/Al Engineer) bridged the gap, designing the engaging UX while
intﬁ_grating the Gemini API for objective scoring and adaptive content generation—the project's unique
selling point.
This combination of Al innovation, robust real-time execution, and strong design makes us the ideal
group for this thematic field (Gamification and Al in Education). While we didn't achieve a win in this
competition, our collective expertise confirms our path is sound. We are committed to continuing as a
team to fully execute our vision, scale Eng Arena, and replicate its success across other learning
disciplines to achieve the excellence we know this solution promises.
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Eng Arena’s originality is rooted in its unique fusion of real-time competitive gaming and AI-driven objective grading. While similar solutions offer gamified, static quizzes (like Duolingo) or rely on slow, subjective human feedback (online tutors), Eng Arena leverages the Gemini API and Firestore to provide instant, granular scores (0-100) and detailed linguistic feedback on complex open-ended tasks like essays and translations.

This creates a superior learning environment by activating a rapid Skill Acquisition Loop—a cycle critical for cognitive growth. The immediate feedback, coupled with the pressure of 1v1 duels and the tracking of the Elo rating system, dramatically increases active recall and long-term memory retention. The constant cycle of Challenge → Production → Instant Feedback → Adaptation ensures learners are always pushing past simple recognition to achieve genuine mastery, making Eng Arena the most dynamic and measurable path to language fluency.
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	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: Eng Arena targets competitive students and young digital learners (ages 14–17, A2–B2) who are motivated by gaming mechanics. The solution is highly relevant as it replaces passive study with high-stakes 1v1 duels. Users benefit from the Gemini API's capacity to deliver instant, objective feedback on complex tasks (like essays and translations), fundamentally accelerating their learning loop. Engagement is ensured by meeting their need for social validation: the public Elo rating system provides a clear, competitive measure of skill, while adaptive content guarantees the challenge remains high, transforming practice into a measurable and addictive competitive journey.
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For instance, the platform can be adapted for advanced mathematics or coding. Two students could engage in a duel to solve a calculus problem or write a Python function. The Gemini API would immediately grade the submitted code or symbolic answer for correctness, efficiency, and adherence to constraints, providing instant score and feedback. This transforms rote practice into a high-stakes, competitive challenge, maximizing engagement and ensuring the rapid acquisition of skills in any subject where measurable, open-ended responses are required.
	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: The plan following the prototype focuses immediately on implementation upscale. In the mid-term (6–18 months), we will complete the full AI feedback loop, utilizing the Gemini API’s detailed structured JSON output to drive adaptive content generation. This transition requires rigorous optimization of Firestore’s real-time synchronization to ensure the Elo rating system scales reliably under high traffic, which is vital for sustaining engagement. We will also expand content beyond text to include speaking and listening challenges, using AI for real-time grading.
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