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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 2025 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)

Pınar Hapcı
Üzerini Çiz


	DIGIEDUHACK SOLUTION CANVAS: 14th Group
	Title of the solution: NaturERA
	Challenge addressed: 2025 İzmir DigiEduHack: Future Innovative Classrooms Learning Scenarios
	Challenge category: Learning Spaces and Pedagories
	Others please specify: Teachers
	Solution description: 
	 Please limit your response to 1: 
	500 characters: NaturEra is a Project-Based Learning solution,designed to develop language skills within the critical context of nature conservation and the environmental cost of our digital footprint.Students collaboratively research challenges like endangered species and transform their findings into highly engaging,public-facing digital products.Key outputs include a student-created Virtual Museum,an interactive Nature Protection Infographic and a multimedia Digital Footprint Awareness Campaign.The core methodology employs a Blended Learning approach to maximize active production within a Future Classroom Lab environment.Students are divided into three groups and use various Web 2.0 tools (Artsteps,Tinkercad,Canva,Trello) to foster deep collaboration and digital competence.The primary objectives are to simultaneously enhance English language proficiency and foster strong environmental awareness and digital citizenship.Implementation is structured over six 40-minute lessons (240 min.) with four key milestones(home preparation,research/collaboration,digital production and final presentation/evaluation).Resources required rely on free web tools.Potential technical barriers are mitigated through peer tutoring and low-tech backups.It enhances digital education by shifting students from content consumers to responsible digital creators.Success is measured through comprehensive rubrics and digital assessments that evaluate language gains,digital competence and increased environmental awareness.


	Context: 
	 Please limit your response to 1: 
	500 characters: The problem we are addressing is the growing disconnect between students, nature, and global awareness. NaturERA tackles challenges with the loss of environmental consciousness and the rapid increase in irresponsible digital habits that contribute to carbon footprint growth, and traditional language learning environment. Our solution, NaturERA, aligns directly with the DigiEduHack 2025 annual theme by combining sustainable digital practices, innovative pedagogy, and experiential learning—VR, AR, 3D modelling, digital storytelling, interactive quizzes, and AI‑supported tools which make students active researchers, creators, and digital problem‑solvers. By merging environmental literacy with digital citizenship and collaborative creation, NaturERA not only empowers students to become responsible global citizens but also addresses the hackathon challenge of transforming education through technology, creating a more inclusive, efficient, and well-being-conscious experience for students.


	Target group: 
	 Please limit your response to 1: 
	500 characters: The target group of my solution is high school students aged 15–18, who will benefit by gaining stronger environmental awareness, developing practical skills, and becoming more responsible in protecting nature. Our solution, NaturERA, aligns directly with the DigiEduHack 2025 annual theme by combining sustainable digital practices, innovative pedagogy, and experiential learning—VR, AR, 3D modelling, digital storytelling, interactive quizzes, and AI‑supported tools which make students active researchers, creators, and digital problem‑solvers.This solution is relevant to them because environmental issues directly affect their future, and they have the ability to take initiative, influence peers, and use digital tools effectively. To fully meet their needs, we plan to engage them through interactive workshops, student-led campaigns, group activities, and digital tasks while continuously gathering their feedback to keep the project relevant and student-centered.



	Impact How: 
	 Please limit your response to 1: 
	500 characters: NaturERA catalyses educational change by shifting students from passive receivers to active digital creators.By integrating problem-based learning, blended digital tools, and collaborative production, the solution strengthens language proficiency while promoting sustainable digital behaviour. It enhances digital education by embedding digital citizenship, responsible online practices, and 21st-century skills into the learning process. Its public-facing digital outputs encourage authentic, meaningful language use and increase student motivation. The project fosters a sense of responsibility and community engagement. Through virtual museums, infographics, and awareness campaigns, students act as environmental ambassadors, raising awareness among peers, families, and the wider community. NaturERA increases students’ understanding of nature conservation, endangered species, and the environmental cost of digital habits. By analysing  their own digital footprint, students develop sustainable behaviours that extend beyond the classroom. Students’Digital Footprint Campaign triggers a school-wide shift toward more mindful digital consumption.Virtual Museum inspires other classes to adopt similar ecological projects.Infographics shared on school platforms generate local community engagement and collaboration with environmental organisations.NaturERA promotes long-term ecological awareness, responsible digital behaviour, and a more sustainable, future-oriented learning culture.


	Innovativeness: 
	 Please limit your response to 500 characters: NaturEra’s originality is its triple-integration (English, Ecology, Tech). We uniquely embed Digital Footprint as a core theme, linking language fluency to digital impact—a highly relevant problem. Unlike drills, our Product-First Learning mandates complex outputs like the Virtual Wildlife Museum, ensuring mastery through authentic curation, not just consumption. This cohesive FCL/PBL framework offers structured digital integration superior to isolated tool use.

	Transferability: 
	 Please limit your response to 500 characters: The NaturEra solution is designed to be fhighly transferable across different disciplines. ts foundation,which relies on the Project-Based Learning framework and free Web 2.0 tools, can be easily detached from the English language content.he solution structure can be used in a Social Studies/History class.Students could research local historical events instead of endangered species.Their final product would then be a Virtual Historical Exhibit and digital storytelling.

	Team work: 
	 Please limit your response to 500 characters: We are 11 foreign language teachers who co-created an innovative English lesson template on endangered animals and environmental protection. Using Web 2.0 tools, we integrate speaking practice, critical thinking, and product-based, solution-oriented learning. Students create digital outputs while improving language skills. With our Erasmus+ and eTwinning experience, we value teamwork and creativity. We aim to keep developing sustainable, impactful educational projects together in the future.

	Sustainability: 
	 Please limit your response to 500 characters: Our mid-term plan is to develop a Turkish Teacher Toolkit and launch a 10-school pilot. Crucially, we will build a Public-Facing Digital Campaign Hub—our collective voice for nature—to amplify student advocacy and track its national reach. Long-term, we aim to transform this Hub into a national environmental advocacy platform that quantifies and publicizes the collective impact, forming the basis for international partnerships.

	Describe it in a tweet: 
	 Please limit your response to 280 characters: Speak Green, Code Clean. NaturEra transforms students into responsible digital creators. From Flipped Classroom to Artsteps Museum: learn language, protect the planet.



