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Title of the solution: JEIIWAEL

Ch a l le n g e ad d ress ed o Connecting digital simulations with real-life science tasks for engaging learning.

Team name: Moirai

Emerging Technologies for education

Challenge category:

Higher Education Students

Background of the team:

(multiple selections possible in case Teachers

Researchers Professionals

Primary School Students Secondary School Students

of mixed teams) Others (please specify)

A mixed team of higher education students and a teacher trainee.

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?

We are developing a gamified science-learning
app that turns scientific laws into interactive virtual
mini-labs. Students choose an experiment—using
simple, everyday household materials—and
complete an animated, step-by-step virtual version
before trying it safely in real life. They upload a
photo or video of their results to earn points and
track progress. Teachers receive ready-to-print
workshop sheets, experiment plans, and
classroom dashboards. The platform makes
practical science, even without a physical lab.

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?

Problem: Lack of functional labs, expensive equipment.

DigiEduHack 2025 Theme: Enhances digital, inclusive, and
gamified learning by bridging practical science and technology.

Hackathon Challenge: Provides safe, gamified experiments,
reduces educational inequality, builds science skills, and offers
analytics for teachers and parents.

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?
Target groups:
Students (Grades 5-9): Gain hands-on Science experience using simple household
materials or digital simulations, earn coins and streaks, and learn in a safe, engaging
environment.
Teachers (Science): worksheets, experiment guides, digital classroom management,
and real-time student progress tracking.
Parents: Monitor their child’s Science learning, receive progress updates, and engage in
their child’s education.

Relevance & Engagement:

Students: Gamified experiments, interactive models, simple instructions, achievement
sharing.

Teachers: Step-by-step guides, video resources, classroom dashboards, automated
assessment.

Parents: Clear dashboards, notifications, optional safety controls.

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?
Democratizes science education: High-quality experiments
accessible to everyone, regardless of lab resources.

Enhances teachers’ digital capacity: Ready-made resources
and automated tools reduce workload.

Boosts student engagement: Gamified, interactive
experiments increase curiosity and participation.

Strengthens home—school communication: Parents receive
real-time updates on progress.

Environmentally friendly: Uses safe household materials,
minimizing chemicals, special equipment, and waste.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
App that uses Gamification and students explore scientific
laws via virtual mini-labs, perform safe real experiments at
home, upload results, and earn points. Teachers get
ready-made worksheets, dashboards, and can create custom
classes.

Innovativeness

What makes your solution different and original? Are there similar solutions or
approaches currently available or implemented by education sector practitioners?
.. f s0.why and to what extentis your solutionbetter?.  _ _.. _....

Teacher support: Printable worksheets and dash
Evidence of learning: Students provide real proc
Low-resource schools friendly: No lab required.
Originality: Bridges digital and physical learning

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?
Hybrid learning loop: Simulate — perform — up
Teacher support: Printable worksheets and dash
Evidence of learning: Students provide real proc

Low-resource schools friendly: No lab required.

Originality: Bridges digital and physical 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?
STEAM integration: Expand content across subjects.

Dyslexia- and ADHD-friendly: Accessible texts, icons, instructions.
Community content: Teachers and students contribute experiments.

Impact tracking: Measure engagement, learning outcomes, and teacher satisfaction.

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 a multidisciplinary team combining science education, engineering, and technology—making us uniquely equipped to develop this solution.
Dea Melikishvili-Team member of the Natural Science Education Research Center (SALIS project) and is currently studying in the Primary Education
Teacher Preparation Program. Her experience in science education and curriculum design ensures that our experiments, instructions, and learning
pathways are pedagogically.

Tamar Lamparadze-Studying Computer Science, giving her the technical needed for app system i and digital
functionality. She provides the core technological expertise that turns our ideas into a working product

Anano Tskitishvili-Holds a Bachelor's degree in

i ing, bringing scientific probl lving skills, and i in
presenting and communicating complex ideas creatively.

Together, we combine: i Technical Scientific and creative expertise Future Collaboration

We plan to continue working as a team beyond. Our skill sets complement each other naturally, and we share the same passion for improving science
education through accessible, innovative digital tools. We believe that with our diverse strengths, we can bring the app from prototype to a fuily developed,
impactful learning platform.
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: App that uses Gamification and students explore scientific laws via virtual mini-labs, perform safe real experiments at home, upload results, and earn points. Teachers get ready-made worksheets, dashboards, and can create custom classes. 
	DIGIEDUHACK SOLUTION CANVAS: Moirai
	Title of the solution: sim2lab
	Challenge addressed: Connecting digital simulations with real-life science tasks for engaging learning.
	Challenge category: Emerging Technologies for education
	Others please specify: A mixed team of higher education students and a teacher trainee.
	fill_7: Combines virtual simulations + real-life experiments + gamification, missing in most educational tools. 

Comparison with existing tools: 
Khan Academy: Theory/videos only, no interactive experiments. 
virtualkidslab: Virtual experiments only, no real-life practice or uploads. 
PraxiLab: Virtual labs, lacks gamification and teacher resources. 
GoLab: Virtual interaction limited, not fully accessible for younger students. 

Why our app is better: 
Hybrid learning loop: Simulate → perform → upload → earn rewards. 
Teacher support: Printable worksheets and dashboards. 
Evidence of learning: Students provide real proof. 
Low-resource schools friendly: No lab required. 
Originality: Bridges digital and physical learning in a playful, engaging way. 

 
	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: We are developing a gamified science-learning app that turns scientific laws into interactive virtual mini-labs. Students choose an experiment—using simple, everyday household materials—and complete an animated, step-by-step virtual version before trying it safely in real life. They upload a photo or video of their results to earn points and track progress. Teachers receive ready-to-print workshop sheets, experiment plans, and classroom dashboards. The platform makes practical science, even without a physical lab.


	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: Target groups:
Students (Grades 5–9): Gain hands-on Science experience using simple household materials or digital simulations, earn coins and streaks, and learn in a safe, engaging environment. 
Teachers (Science): worksheets, experiment guides, digital classroom management, and real-time student progress tracking. 
Parents: Monitor their child’s Science learning, receive progress updates, and engage in their child’s education.

Relevance & Engagement: 
Students: Gamified experiments, interactive models, simple instructions, achievement sharing. 
Teachers: Step-by-step guides, video resources, classroom dashboards, automated assessment. 
Parents: Clear dashboards, notifications, optional safety controls. 


  
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Comparison with existing tools: 

Khan Academy: Theory/videos only, no interactive experiments. 
virtualkidslab: Virtual experiments only, no real-life practice or uploads. 
PraxiLab: Virtual labs, lacks gamification and teacher resources. 
GoLab: Virtual interaction limited, not fully accessible for younger students. 

Why our app is better: 

Hybrid learning loop: Simulate → perform → upload → earn rewards. 
Teacher support: Printable worksheets and dashboards. 
Evidence of learning: Students provide real proof. 
Low-resource schools friendly: No lab required. 

Originality: Bridges digital and physical learning in a playful, engaging way. 
	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: STEAM integration: Expand content across subjects. 

Dyslexia- and ADHD-friendly: Accessible texts, icons, instructions. 

Community content: Teachers and students contribute experiments. 

Impact tracking: Measure engagement, learning outcomes, and teacher satisfaction. 
	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: Problem: Lack of functional labs, expensive equipment.

DigiEduHack 2025 Theme: Enhances digital, inclusive, and gamified learning by bridging practical science and technology. 

Hackathon Challenge: Provides safe, gamified experiments, reduces educational inequality, builds science skills, and offers analytics for teachers and parents. 
	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: Democratizes science education: High-quality experiments accessible to everyone, regardless of lab resources. 

Enhances teachers’ digital capacity: Ready-made resources and automated tools reduce workload. 

Boosts student engagement: Gamified, interactive experiments increase curiosity and participation. 

Strengthens home–school communication: Parents receive real-time updates on progress. 

Environmentally friendly: Uses safe household materials, minimizing chemicals, special equipment, and waste. 
	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 a multidisciplinary team combining science education, engineering, and technology—making us uniquely equipped to develop this solution.

Dea Melikishvili-Team member of the Natural Science Education Research Center (SALIS project) and is currently studying in the Primary Education Teacher Preparation Program. Her experience in science education and curriculum design ensures that our experiments, instructions, and learning pathways are pedagogically.

Tamar Lamparadze-Studying Computer Science, giving her the technical background needed for app development, system architecture, and digital functionality. She provides the core technological expertise that turns our ideas into a working product
.
Anano Tskitishvili-Holds a Bachelor’s degree in Biomedical Engineering, bringing scientific understanding, problem-solving skills, and experience in presenting and communicating complex ideas creatively.

Together, we combine: Educational knowledge, Technical competency, Scientific and creative expertise Future Collaboration
We plan to continue working as a team beyond. Our skill sets complement each other naturally, and we share the same passion for improving science education through accessible, innovative digital tools. We believe that with our diverse strengths, we can bring the app from prototype to a fully developed, impactful learning platform.



