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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?
We developed a web platform that allows universities to publish
announcements requesting guest lectures on specific topics. Companies
can browse these announcements, respond, and deliver lectures, enabling
stronger cooperation with educational institutions.
Students can also post their own lecture proposals on topics they can teach.

Key features:

University announcements requesting lectures
Responses from companies and students
Student-generated lecture proposals
University profiles with contact details

Browsing and filtering of all announcements

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 modern education system often lacks direct access to
current industry expertise. Students need practical
knowledge; universities need expert lecturers; companies
need access to talent.

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?
Universities — access to industry experts and up-to-date
knowledge

Companies — employer branding, outreach, and talent
pipeline building

Students — opportunities to share knowledge, gain public
speaking skills, build portfolios

Engagement strategy:

Partnerships with university administrations, collaboration
with HR departments, social media outreach, integration with
existing educational platforms.

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?
Educational impact:

More practical, real-world lectures

Stronger integration of industry into education

Student empowerment in knowledge creation

Social impact:

Equal opportunities for students from different regions
Stronger connections between academia and the labor market

Example scenario:
A university publishes a request for a cybersecurity lecture. A tech company responds and delivers a

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
UnicConnect is a digital platform where universities publish
lecture requests, and companies or students can respond by
offering expertise. A simple and efficient way to bring
together academia, industry, and learners through
meaningful knowledge exchange.

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?
Unlike job platforms or event-management tools, UniConnect
focuses specifically on guest lecture matchmaking, connecting three
groups at once: universities, companies, and students.
Currently, no similar system provides such a structured three-way
collaboration model, making the solution unique and original.

Transferability

Can your solution partly or fully be used in other education/learning contexts or

disciplines? Could you provide any example?
The platform can easily be adapted to:

school education (inviting experts for high-school lectures)
professional courses and bootcamps
international academic programs

various disciplines (technical, business, humanities, etc.)

Its modular design enables use in multiple learning and educational contexts.

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 stage, we plan to:

introduce monetization options (premium accounts, institutional partnerships)
add Al-based matching between lecture requests and expert profiles
expand to international markets

In the mid- and long term, the platform can grow into a standard tool for bridging education and
industry.

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 consists of three motivated university students combining technical, analytical, and creative skills essential for building and scaling an
educational digital platform:

Kateryna Soldatova — responsible for U/UX and designing intuitive, user-friendly interfaces that make the platform accessible to all user groups.
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This aligns with the DigiEduHack 2025 theme: enhancing

digital education ecosystems through innovative solutions.
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Engagement strategy:

Partnerships with university administrations, collaboration with HR departments, social media outreach, integration with existing educational platforms.
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professional courses and bootcamps
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Its modular design enables use in multiple learning and educational contexts.
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In the mid- and long term, the platform can grow into a standard tool for bridging education and industry.
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More practical, real-world lectures
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Social impact:



Equal opportunities for students from different regions
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Example scenario:

A university publishes a request for a cybersecurity lecture. A tech company responds and delivers a session. Students gain practical insights, the university enriches its curriculum, and the company identifies potential future interns or employees.
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Kateryna Soldatova — responsible for UI/UX and designing intuitive, user-friendly interfaces that make the platform accessible to all user groups.



Viacheslav Shuliak — backend and system architecture developer, ensuring stable functionality, data management, and secure operations of the platform.
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Together, we form a balanced multidisciplinary team capable of delivering a complete end-to-end solution.
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