DIGI r

EDU / F . Describe it in a tweet

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

Turn theory into action: SPARK lets students
experiment, decide, and learn by doing

D I G I E D U HACK S O LUTI O N CANVAS transforming management education into a

practical, job-ready experience.

Challenge addressed: Al and emerging technologies for Education Challenge category: S|MA What makes your solution different and original? Are there similar solutions or
approaches currently available or implemented by education sector practitioners?
_ iah 4 - q h Brofess| l If so, why and to what extent is your solution better?
Background of the team: Higher Education Students Researchers rofessionals SPARK is unique because it uses adaptive Al to
(multiple selections possible in case Teachers Primary School Students Secondary School Students create dynamic, personalized simulations with
of mixed teams) Others (please specify) instant feedback. Unlike static case studies, it
offers real decision-making practice, making
learning more practical, scalable, and relevant.
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
eventual barriers foreseen? The target group is Master’s Management disciplines? Could you provide any example?
How could your solution be used to enhance digital education nowadays? How . . L. ) . .
could its success be measured? students, who gain practical decision-making Yes. SPARK can be applied to any field that
SPARK is an Al-driven experiential learning skills, confidence, and real job readiness through involves deC|S|_on-mak|ng. _ _ .
platform that creates realistic management Al-based experiential learning. For exa.mple': fmanpe (portfo!lo ch'0|ces), marketing
simulations with real-time outcomes and instant SPARK is relevant because it fills their theory (Camp?a'gn simulations), engineering (resource
feedback. practice gap. allocation).
It uses generative Al and adaptive scenarios to Engagement happens through personalized Al
turn theory into practice. scenarios, instant feedback, gamified challenges, .
Implementation: prototype — pilot = evaluation and close collaboration with professors for course LY
— scale-up, requiring Al dev and LMS integration. integration- Once you have a prototype, what are your plans for a further development,
p, req g g
e : : implementation upscale and replication of the solution? How do you see it
It enhances digital education through agtlve working in the mick and long ter?
learning, measured by engagement, skill

After the prototype, we’ll pilot, refine, and scale

improvement, confidence, and course adoption. SPARK across courses and universities. Long

tool used across disciplines.
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?
Context SPARK shifts education from passive theory to n ]
active, experiential learning, improving skills, "
What is the current or future problem you're trying to solve? How does your . -
solution align with DigiEduHack 2025 annual theme? Confldence, and employabllltY' Present the members of your team.
How does your solution confront the challenge posed by the hackathon Socially, it makes |earning more accessible and Why are you the perfect team to develop this work and what are the
i d how does it add the chall t ? . . i competencies you all bring in so the solution is developed successfully? What is
V\;)regagz)elr\jne t;]we iﬁégr r(fs r;;iiéﬂege C;egc;:r;/]at Ieaves reduces the gap between UanerSlty and WOI’k, your expertise within the thematic field concerned? Are you planning to continue
yp 9ap : environmentally, it supports fully digital, low-impact working as a team in the future? If so, why?
with D_IglEdUHaCk 2025 by using Al to create For examp|e’ students can simulate a market communication skills. We've eXperienced this
ﬁdad;ﬁlrve, har:ﬂs-og Iﬁarr]mn% wurnin _ crisis, make decisions, and instantly see economic problem directly, making us motivated and aligned.
| adaress ?S e;lca Ie ge by l; II %pc?sts ve and human impacts learning safely without real- We plan to continue working together to further
earning Into practical, experiential eaucation. world consequences. develop SPARK.
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: Turn theory into action: SPARK lets students experiment, decide, and learn by doing transforming management education into a practical, job-ready experience.


	DIGIEDUHACK SOLUTION CANVAS: TOR VERGATA 1
	Title of the solution: SPARK
	Challenge addressed: AI and emerging technologies for Education
	Challenge category: SIMA
	Others please specify: 
	fill_7: SPARK is unique because it uses adaptive AI to create dynamic, personalized simulations with instant feedback. Unlike static case studies, it offers real decision-making practice, making learning more practical, scalable, and relevant.

	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: SPARK is an AI-driven experiential learning platform that creates realistic management simulations with real-time outcomes and instant feedback. 
It uses generative AI and adaptive scenarios to turn theory into practice. 
Implementation: prototype → pilot → evaluation → scale-up, requiring AI dev and LMS integration. 
It enhances digital education through active learning, measured by engagement, skill improvement, confidence, and course adoption.





	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 group is Master’s Management students, who gain practical decision-making skills, confidence, and real job readiness through AI-based experiential learning. 
SPARK is relevant because it fills their theory practice gap. 
Engagement happens through personalized AI scenarios, instant feedback, gamified challenges, and close collaboration with professors for course integration.

	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Yes. SPARK can be applied to any field that involves decision-making.
For example: finance (portfolio choices), marketing (campaign simulations), engineering (resource allocation).

	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, we’ll pilot, refine, and scale SPARK across courses and universities. Long term, it becomes a flexible, AI-powered learning tool used across disciplines.

	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: We solve the theory–practice gap that leaves students unprepared for real work. SPARK aligns with DigiEduHack 2025 by using AI to create adaptive, hands-on learning. 
It addresses the challenge by turning passive learning into practical, experiential 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: SPARK shifts education from passive theory to active, experiential learning, improving skills, confidence, and employability. 
Socially, it makes learning more accessible and reduces the gap between university and work; environmentally, it supports fully digital, low-impact training. 
For example, students can simulate a market crisis, make decisions, and instantly see economic and human impacts learning safely without real-world consequences.

	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 combines UX, research, AI, and communication skills. We’ve experienced this problem directly, making us motivated and aligned. We plan to continue working together to further develop SPARK.






