
DIGIEDUHACK SOLUTION CANVAS

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: A method to connect with the world. We leverage AI and haptics to overcome the barriers of deafblindness. Our system translates the world into tactile sensations, unlocking learning and significantly reducing cognitive delays. We turn isolation into inclusion.
	DIGIEDUHACK SOLUTION CANVAS: BrAIlink
	Title of the solution: EduBrAIlle
	Challenge addressed: AI and emerging technologies for Education
	Challenge category: Students and professors.
	Others please specify: University students
	fill_7: Our solution is original because it combines real-time voice transcription, automatic Braille conversion, and an intuitive dashboard into a single integrated system specifically designed for deafblind students. There are tools that only do transcription or only Braille conversion, but none offer a single, immediate workflow that can be used in the classroom without technical skills. Our platform improves accessibility, speed, and autonomy, like no other, allowing teachers to communicate directly and students to receive information in Braille almost instantly.
	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: The final product is an integrated system of already existing technologies with our AI, making the academic environment dynamic for deafblind people. The main product is AI, and the technologies used are already existing products for the communication and education of deafblind people.
The system captures speech through a microphone and processes it using a real-time speech-to-text engine. The goals are to break down learning and socialization barriers and to modernize existing technologies that are outdated, so they align with today's innovations.
the implementation plan include: 1-Development and Prototyping Phase (Months 1-6); 2- Testing and Validation Phase (Months 7-12), through which we can collect all the data, the issues that could arise through the prototype, such as the problems of integrating AI into existing hardware devices; 3- Pilot Implementation Phase (Months 13-18); 4-Phase of Scaling and Expansion (Months 19+). Our prototype is functional for today's education because it provides quick solutions and a highly personalized service for education. Success is based on three main criteria: 1- quality of education; 2- level of implementation; 3- independence in learning.
	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 target groups of EdubrAIlle are primarily deafblind students in academic settings and, strategically, educators and support institutions.
Our solution is relevant because our product can minimize the barriers related to learning and the social environment raised by deafblindness. We involve the target group by conducting in-depth user tests in specialized centers (Lega del Filo d'Oro, dedicated schools) in order to gather feedback.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Our product can also be integrated into other existing technologies and architectures. For example, the system could be incorporated into Ray-Ban Meta to provide blind people with immediate voice transcription directly on the glasses, or implemented in virtual and augmented reality environments to offer subtitles and visual assistance to deaf people. In this way, despite sensory and mobility limitations, students and users could access information, lessons, and training environments in real time, radically transforming both their academic experience and their independence in daily life.
	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 obtained, the further development and large-scale implementation of the solution will be structured in four distinct phases covering the medium and long term. Tactile Robustness (1-12 months): Intensive user testing in specialized centers to refine the prototype, focusing on the AI's accuracy in tactile translation, latency, and usability. Pilot Phase (13-18 months): Implementation in 3-5 pilot schools in Italy, focusing on the systematic integration of the technology into Individualized Education Plans (IEPs) and the training of educators. AI Enhancement (19-36 months): Improvement of the Artificial Intelligence to ensure full and autonomous participation of the student both in-person and in remote learning. Sustainability and Replication (Over 36 months): We're sure that the long-term solution will be a transformation into a standardized and open-source platform. The goal is integration with e-learning platforms (via API) and the recognition of hardware and AI as a standard, extendable to new contexts.
	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 problem that we're trying to solve is not only the intrinsic difficulty of deafblindness, but also the lack of dynamic and personalized educational tools that go beyond the exclusive reliance on human intermediaries or static materials (such as traditional Braille or tactile models), creating barriers to learning and social interaction.The solution is in line with the theme of Digieduhack 2025 because we leverage the use and performance of artificial intelligence to improve the school-social learning environment for people with deafblind disabilities. Our solution meets the challenge proposed by the hackathon as we have developed a new AI to be applied in the school environment, capable of removing difficulties and significantly improving it, thus also meeting this second criterion.
	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: The most significant benefit for social impact is the increase in the autonomy of the deafblind student, and active and instant communication with the academic and social environment. The digital and reusable use for accessing texts and lesson materials provided by EduBraille significantly reduces dependence on embossed Braille paper. The production and storage of these materials are costly and have an environmental impact. This improves the environmental impact. example: Luca (15 years old, deafblind) relies entirely on the Tactile LIS interpreter to follow the History lesson. If the interpreter gets sick or if the teacher speaks too quickly, Luca's access to information is blocked. Luca cannot take notes or review the lesson independently.
	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 of six university students in Business Administration is the ideal choice for this project, not so much for our purely technical skills (which we handle through partnerships). Our education provides us with essential skills to manage a complex project: our leader ensures proper management of the project and its milestones, and equally crucial are the roles in Economics and Business Management, which primarily demonstrate our ability to map, engage, and strategically manage stakeholders—they are not just investors or clients. Additionally, our knowledge of Marketing ensures that the solution is not only effective but also scalable and widely adopted, strategically applying the 4 Ps to achieve our goal.


