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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?
A powerful solution is a visual novel builder that enables
educators and students to design interactive STEM-related
games, where learning and testing scenarios can be
embedded into diverse contexts. Instead of relying on rigid
exams, this platform would let users create branching
storylines, problem-solving challenges, and simulations that
blend narrative engagement with practical STEM
applications. By turning assessments into immersive
experiences, learners could explore scientific concepts, test
hypotheses, and apply mathematical or technological
reasoning in dynamic, story-driven environments—making
education both exciting and effective while aligning with
STEM's emphasis on creativity, critical thinking, and
real-world problem solving.

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 with implementing STEM methodology in higher education is that it
demands a transformation of learning into a dynamic blend of practical application,
engaging experiences, and rational problem-solving, yet most current university
platforms—particularly standardized testing systems—fail to support this shift. Instead
of fostering creativity, collaboration, and hands-on exploration, these platforms often
reduce learning to rigid assessments that measure memorization rather than
innovation. As a result, students are left disconnected from the excitement of real-world
problem-solving, and the promise of STEM as a methodology that bridges theory with
practice remains largely unfulfilled in today’s academic environments.

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?
The target group for this solution includes tutors,
teachers, and students, who will benefit from a more
engaging and interactive approach to STEM education.
Tutors and teachers can use the visual novel builder to
design creative learning scenarios that go beyond
traditional testing, while students gain opportunities to
explore STEM concepts through immersive,
story-driven challenges. This group is directly impacted
because the platform makes learning more practical,
exciting, and adaptable to different contexts, fostering
deeper understanding and motivation.

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 impact of this solution is a significant improvement in
both studying and testing, as it transforms rigid assessments
into interactive, story-driven experiences that make STEM
learning more engaging and practical. By using the visual
novel builder, students can immerse themselves in
problem-solving scenarios that connect theory with real-world
applications, leading to deeper understanding and stronger
retention of knowledge. Teachers and tutors gain a flexible
tool to design creative assessments that measure critical
thinking and innovation rather than rote memorization.
Overall, the solution fosters motivation, enhances
comprehension, and creates a more sustainable and
adaptable model of education that aligns with the evolving
needs of STEM disciplines.

Describe it in a tweet

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

A powerful solution is a visual novel builder that enables
educators and students to design interactive
STEM-related games, where learning and testing
scenarios can be embedded into diverse contexts.

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?
This solution is innovative because it transforms traditional STEM education and testing into
interactive, narrative-driven experiences by using a visual novel builder. Unlike conventional platforms
that rely on rigid exams, it introduces a creative medium where learners actively participate in
branching storylines, simulations, and problem-solving challenges. The innovation lies in merging
game mechanics with educational assessment, making learning both engaging and practical while
allowing teachers to design flexible scenarios tailored to different contexts. By combining storytelling,
interactivity, and STEM content, the platform not only motivates students but also measures deeper
skills such as critical thinking, creativity, and application of knowledge—something current testing
systems cannot achieve.

Transferability

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

Yes, this solution can be fully applied across oth

A particularly exciting extension is its integratiol

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?
We already have an existing MVP which we expand in its use in universities and company Knowledge
Labs, where tutors, students, and children can experience more engaging and interactive classes. This
will allow us to refine the platform through real-world feedback and demonstrate its effectiveness in
diverse educational settings. In the mid-term, we aim to upscale implementation by integrating the tool
across multiple institutions, adding features for collaborative content creation, and enhancing loT
compatibility for interactive learning environments. In the long-term, the solution will evolve into a
widely adopted platform not only for education but also for the gaming industry, serving as a no-code
builder for visual novels. This dual application ensures sustainability, as it bridges academic learning
with commercial creative industries, making the platform versatile, scalable, and impactful across
different contexts.

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 is composed of highly motivated and complementary members who bring together strong technical expertise, analytical skills, and
human-centered values. **Sofia** is a results-driven business analytics i with a solid in nd data-d d

With an honors degree in Software Engineering and ongoing studies in Business Analytics Systems, she contributes advanced knowledge in web
development, educational technology, predictive modeling, and digital communication. Her ability to transform complex data into actionable insights
ensures that our solution is both technically sound and strategically impactful. **Yulia*, the winner of a hackathon in Economy and Al alongside Sofia, is a
passionate and reliable developer who combines technical skills with empathy and social responsibility. Her volunteer work with animals and people in
need reflects her commitment to making technology serve human well-being, positioning her as an ideal ambassador for our project.

Together, we form the perfect team to develop this solution: Sofia provides the analytical and technical backbone, while Yulia brings creativity, reliability,
and a strong sense of social impact. Our expertise in STEM, Al, and educational innovation ensures that the solution is developed successfully and
sustainably. We plan to continue working as a team in the future because our collaboration is built on shared values, complementary skills, and a common
vision of using technology to improve education and empower communities.
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