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Solution description Target group

Innovativeness  

Describe it in a tweet

Transferability

Context

Impact

Sustainability  

Team work  

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

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?

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

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?

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?

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?

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?

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?  

What is the current or future problem you’re trying to solve? How does your 
solution align with DigiEduHack 2024 annual theme?
How does your solution confront the challenge posed by the hackathon 
organiser and how does it address the challenge category?

Title of the solution:

Challenge addressed:

Team name:

Challenge category:

Background of the team: Higher Education Students Researchers Professionals

Teachers Primary School Students Secondary School Students

Others (please specify)
(multiple selections possible in case 
of mixed teams)


	Title of the solution: SkillVerse
	Challenge addressed: Learn & Prove Soft Skills by Doing
	Team name: SkillVersers
	Challenge category: Education 
	Solution description: SkillVerse is an immersive training platform that helps learners develop, practice, and assess communication and presentation skills in safe, realistic VR environments.



Users enter virtual scenarios, such as giving a talk to an audience or explaining an idea to teammates where their eye contact, voice clarity, posture, and engagement are tracked. After each session, they receive personalized feedback, reflection prompts, and a visible skill badge that represents measurable improvement.
	Target grop: University students and early-career professionals who need to improve public speaking and communication confidence.



Educators and trainers who want data-driven ways to assess learners' soft skills.



Learners gain confidence and awareness of their speaking patterns; educators gain measurable insight into skill progress and can integrate VR sessions into digital literacy or communication courses.
	Context: In today's digital education landscape, soft skills are increasingly critical — yet hard to teach, practice, and assess effectively. Traditional education emphasizes theoretical knowledge but offers few opportunities for experiential learning in areas such as:

-Job success (a Harvard University study found that 85% of job success comes from soft and people skills, with only 15% from technical skills);

-Communication and public speaking;

-Teamwork and collaboration;

-Leadership and adaptability;

-Problem-solving and critical thinking.



Students often graduate with strong technical knowledge but low interpersonal confidence, which directly affects employability and workplace readiness. At the same time, digital learning environments remain passive — focusing on content delivery rather than interaction, immersion, or human connection.
	Impact: SkillVerse VR shifts education from passive knowledge consumption to active, experiential learning. By integrating immersive simulations and AI feedback, it empowers students to learn by doing — practicing communication, leadership, and collaboration in realistic, consequence-free environments.



This transformation:

-Encourages competency-based learning rather than rote memorization;

-Provides data-driven insights into personal growth — something soft skills education currently lacks;

-Helps educators transition toward digital pedagogy that’s interactive, inclusive, and measurable.



University Classrooms:

A communication lecturer integrates VirtuSkill VR into oral presentation modules. Students practice speeches in simulated auditoriums; the AI analyzes voice tone, posture, and clarity, offering instant feedback. Over the semester, anxiety scores drop in students, and they gain confidence.
	Describe it in a tweet: Step into SkillVerse: the immersive lab where you practice, track, and master your communication and presentation skills through action, reflection, and real-based feedback.
	Innovativeness: SkillVerse introduces a new way to assess communication and presentation skills by combining immersive practice, behavioral analytics, and reflective learning.



Unlike traditional courses or VR tools that only simulate speaking, SkillVerse measures what learners actually do eye contact, tone, gestures, structure, turning soft-skill performance into visible learning data.



The assessment framework blends objective behavioral metrics (50%), self-reflection (30%), and a competency rubric (20%), creating a balanced, evidence-based evaluation of real communication behavior.



This hybrid model bridges the gap between knowing and doing, showing measurable growth rather than theoretical knowledge.



By linking VR sensor data with feedback, SkillVerse transforms soft-skills training into a data-driven, scalable, and human-centered learning experience, something not currently offered in existing solutions.
	Transferability: STEM Education:

Team-based problem-solving missions (e.g., engineering design challenges, virtual labs) build both technical and collaborative skills.



Business & Economics:

Simulated negotiations, leadership decision-making, and startup pitch competitions in VR.



Health & Medicine:

Practice empathy, teamwork, and communication in virtual patient-care scenarios.



Teacher Education:

Simulate classroom management, parent–teacher meetings, and inclusive teaching approaches.
	Sustainability: Validate learning impact and user experience.

(pilot studies, gathering data on learning outcomes).

Adapt and customize.

Partner with edtech platforms, universities, and companies to integrate SkillVerse.
	Team work: Our team consists of psychologists, designers, and developers. Thanks to this combination, we approach the development and implementation of ideas from both a methodological and a technical perspective. Our background allows us to design and validate scenarios, as well as to delve into technical details and possibilities.
	Higher Education Students: Sí
	Researchers: Off
	Professionals: Off
	Teachers: Off
	Primary School Students: Off
	Secondary School Students: Off
	Others: Off
	Other background: 


