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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)


	DIGIEDUHACK SOLUTION CANVAS: 16th Group – Conscious Consumer Innovators
	Title of the solution: Conscious Consumer 2.0 – Smart Choices in a Sustainable World
	Challenge addressed: 2025-İzmir DigiEduHack:Future Innovative Classrrooms Learning Scenarios
	Challenge category: Learning  Spaces  and Pedagogies
	Others please specify: Teachers
	Solution description: 
	 Please limit your response to 1: 
	500 characters: We propese a multi-stage technology-enhanced learning project including the main elements such as Virtual Museum (Artsteps), Interactive Video (Powtoon), E-Magazine (Emaze/Canva), Kahoot/Gimkit gamified assessments, Mentimeter/Slido reflections, My Learning Journal (self-assessment).

We plan to use Technologies such as EBA, Canva, Emaze, Powtoon, Artsteps, Kahoot, Gimkit, Padlet, Mentimeter, Slido and VR glasses.

We aim reach these objectives:
1. Using English for authentic and meaningful communication
2. Developing sustainable consumption awareness
3. Enhancing digital production skills

Implementation milestones can be listed in phases below:
1. Flipped Learning Stage: Students watch EBA videos & complete Slido pre-test
2. Research Phase: Groups investigate consumption topics
3. Production Phase: VR museum, interactive video, or e-magazine
4. Presentation Phase: Smart Consumer Exhibition
5. Evaluation Phase: Rubrics, peer feedback, learning journals

Potential barriers foreseen are:
1. Limited access to VR equipment
2. Varying levels of digital proficiency
3. Time management during group work

Our solution can be used to enhance digital education by integrating multiple Web 2.0 tools into a unified learning experience, promoting active creation rather than passive consumption of technology, supporting blended and flipped classroom models, encouraging safe and ethical digital practices and providing measurable learning outcomes through rubrics and online assessments.


	Context: 
	 Please limit your response to 1: 
	500 characters: The project responds to growing challenges related to excessive consumption, digital advertising pressure, fast fashion, and the lack of sustainability awareness among youth.
It aligns with DigiEduHack 2025’s theme by combining digital education, global citizenship, and sustainable living practices, empowering students to become informed and ethical consumers.


	Target group: 
	 Please limit your response to 1: 
	500 characters: Our target groups are high school students (Grades 10–12), English language learners,Young digital citizens and
Teachers seeking innovative sustainability-based lessons.

Our target groups will benefit from this solution by developing English skills through real-life, meaningful tasks, gaining awareness of sustainability, ethical purchasing, and environmental impact, strengthening 21st-century competencies: critical thinking, collaboration, creativity, digital literacy and participating actively through VR, digital storytelling, and gamification. 

We engage high school students, English learners, and young digital citizens by connecting sustainability topics to their daily digital habits and real consumption experiences. They actively create products such as VR museums, interactive videos, and e-magazines by using tools they enjoy, ensuring relevance and ownership. Teachers are engaged through ready-to-use, technology-rich lesson structures that support innovative practice. Continuous feedback via Kahoot, Slido, Padlet, and learning journals ensures all groups stay motivated, supported, and able to meet their specific learning needs.


	Impact How: 
	 Please limit your response to 1: 
	500 characters: In educational level, our solution will transform passive learning into active creation, support learner autonomy via Flipped Learning, and strengthen communication, creativity, and collaboration

In social level, it will encourage responsible consumption habits, promote ethical awareness in digital environments, and help students question advertising and social media pressure.

In environmental level, students will evaluate the ecological footprint of daily products, engage in challenges like “One Week Without Shopping”, and produce eco-themed digital content that raises awareness in the school community

Scenario Example:
A student who analyzes a T-shirt’s production journey becomes more mindful about fast fashion and chooses sustainable alternatives.


	Innovativeness: 
	 Please limit your response to 500 characters: Our solution integrates language education with sustainability awareness, a combination rarely addressed together, uses immersive technologies such as VR museums, interactive videos, digital magazines, employs Flipped Learning + Project-Based Learning + Digital Storytelling + Gamification all in one scenario, offers personalized learning journals and peer-feedback loops, and 
creates a bridge between daily consumption habits and global sustainability goals.


	Transferability: 
	 Please limit your response to 500 characters: Yes. The solution can be fully adapted to different grade levels (middle school, higher education), other subjects (Geography → sustainable cities, Science → carbon footprint, Social Studies → ethical production), non-formal learning (environmental clubs, digital literacy workshops)

Example:
The “Virtual Museum” model can be reused for topics like historical sites, ecosystems, or cultural heritage.

	Team work: 
	 Please limit your response to 500 characters: Our team consists of dedicated high school teachers experienced in English teaching, digital tools, and project-based learning. Because we work directly with students, we understand their language needs and digital habits, making us well-suited to design this solution. Each member contributes strengths in curriculum design, technology integration, and sustainability education. We plan to continue as a team to refine and expand the project, driven by a shared commitment to innovative learning.

	Sustainability: 
	 Please limit your response to 500 characters: Our solution is future-oriented and scalable. It can be repeated each year with new product themes. Materials are digital, reducing waste and extending longevity. Student-generated content (videos, VR museums, magazines) becomes a reusable resource bank. It encourages life-long sustainable behaviour beyond the classroom
In Long-term it expands into an international eTwinning project, integrates AI-based tools for personalized feedback, and scales to national sustainability campaigns in schools.

	Describe it in a tweet: 
	 Please limit your response to 280 characters: 
“A technology-driven learning journey where students explore conscious consumption through virtual museums, interactive videos, and e-magazines—transforming English learning into a sustainable lifestyle movement.”



