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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?
Skillup is online platform with real online battles where users compete in 4 skills. This replaces
passive learning with active and adaptive Al provides instant feedback. Battle rooms will created for
friends to play against each other or to duel against random participants.Tasks built based on IELTS
format: listening, reading exercises correspond to conditions of real exam, Speaking is implemented
as interactive situations - from dialogues at the airport to everyday scenarios designed as mini-games,
and writing tasks are done through step-by-step system: from fill-in-the-gaps to full essay with
decreasing prompts. Interactive tasks using Google Maps allow users to complete listening in virtual
real locations, developing practical skills of listening comprehension and navigation.

After each match, Al mentor gives an analysis, with precise report - which were incorrect, what should
you do differently, how to fix. Also, after matches you receive points based on your rating. High rating -
high points. There are 4 levels - bronze, silver, gold, master. The people who first to reaches master

will receive discount for taking the IELTS exam.

Skillup has technological; social value. Use of artificial intelligence helps to analyze speech, answers,
offering feedback that previously was available only through individual work with teacher. From social
perspective, platform reduces barriers in learning: practices are free, which is important for students,
rural learners and those who do not have access to courses. Project has scaling potential: new types
of bl?ttles, expanded level system, integrations with educational services and the creation of a global
ranking.

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?
SkillUp democratizes test prep by making it free, engaging through
gamification, and personalized through Al. It transforms isolated study into
social competition, passive consumption into active skill-building, and
generic practice into adaptive learning with instant feedback.

If the theme relates to Al in education, accessibility, engagement, or equity,
this positions you strongly. But give me the actual theme and challenge
details, and I'll tailor this precisely to what the judges are looking for.

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?
High-school students, those who want to improve
their language skill.

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?
SkillUp fundamentally shifts learning from passive consumption to
active competition. Right now, a student in rural Kazakhstan
preparing for IELTS watches YouTube videos alone, maybe pays
$30-50 per hour for a tutor if they can afford it. With SkillUp, they
battle peers globally for free, getting instant Al feedback that rivals
human tutors. This democratizes access—suddenly geographic
isolation doesn't determine educational opportunity.

The competitive element also solves motivation. Traditional
e-learning has 90%-+ dropout rates because it's boring and isolated.
When you're racing against someone in real-time, losing points for
mistakes, climbing rankings—you stay engaged. Learning becomes
a sport, not a chore.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
SkillUp turns IELTS prep into competitive battles. Challenge friends
or random players across listening, reading, speaking & writing—get
instant Al feedback after each match. Climb from Bronze to Master,
earn exam discounts. Free practice that replaces expensive tutors.
Game-changing for rural & underserved learners

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?

Implementation of Al, Audio chat with Al Speaking
examiner, Battles with random people based on
their level and in 4 different sections.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

Absolutely. The core mechanics of
SkillUp—competitive battles, Al feedback, adaptive
difficulty, and gamified progression—can transfer
to virtually any skill-based learning.

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?

Firstly, we want to take author rights on this project
and then host it as an app.

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 are the perfect team, because we did an amazing job in 24 hours of

hackathon.

Asset Kdyr - Backend developer of project

Bibinur Boshman - Team manager

Moldir Imangazy - Researcher

Definitely, we are about to work together, and maybe find a new teammate!
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