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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?

MetaClass invites students to design a virtual
classroom using metaverse platforms and English.
They create digital spaces, label objects,
collaborate and present their work with
StoryJumper, Padlet and video tools. The solution
enhances digital literacy, creativity and
communication. Success is measured by
engagement, quality of digital outputs and
improved language skills

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?

Traditional classrooms often fail to meet diverse
learning needs and lack interactive digital
elements. MetaClass addresses this by enabling
students to redesign learning environments
through technology. The solution aligns with
DigiEduHack 2025 themes of innovation, creativity
and digital transformation.

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 solution targets 5th grade students (ages 10—
11). They benefit by developing language skills,
digital competence, creativity and teamwork.
MetaClass engages them through hands-on
creation, allowing them to express needs and
ideas while learning English in meaningful, real-life
contexts.

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?

MetaClass increases engagement, digital literacy
and communication skills. It empowers students to
take ownership of learning, promotes teamwork
and builds confidence in English. Social impact
includes greater inclusion and collaboration;
educational impact includes improved
problem-solving and creativity.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
MetaClass enables students to design future-ready digital
classrooms using English, metaverse tools and Web 2.0 and
Al platforms. It boosts creativity, collaboration, and digital
literacy while turning learning into an immersive,
student-centered experience.

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?
MetaClass is unique in combining English learning,
metaverse design and digital storytelling. Students become
creators rather than consumers. The approach blends
immersive tools with Web 2.0 platforms, enabling authentic
communication and creative expression unmatched by
traditional methods.

Transferability

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

The approach can be applied to any subject: a virtual
“EcoLab” for Science, a historical world for Social
Studies, or a digital gallery for Art. The model is flexible,
tool-based, and skills-focused, making it adaptable
across grades, disciplines and international projects.

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?
MetaClass can be expanded yearly with new virtual spaces,
lessons and activities. The prototype can evolve into a
reusable metaverse environment and a long-term digital
learning model. It is scalable to other schools and projects,
supporting continuous innovation and improvement.

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 experienced teachers skilled in
digital tools, language teaching and innovative pedagogy.
We collaborated through shared task distribution,
brainstorming, and continuous feedback. Our
complementary expertise ensures strong implementation
and we plan to continue working together.
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