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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?
“ Inside my english home” is a series of lessons where children learn English through familiar things
from their own lives — rooms, furniture, and personal space. They watch short videos, scan QR
codes, play interactive games, and create small projects like “* My Room” or“ My Flat.” This
format helps them not only remember words but also truly understand their meaning — not just “
kitchen” as a word, but “ the place where | have breakfast.”
Students start speaking in simple sentences and feel confident about their progress. They develop
not only language skills but also digital literacy by using QR codes, Padlet, and Miro. Through cultural
differences such as * flat” inthe UK and“ apartment” inthe USA, children discover the diversity
of the world.
The implementation is simple: first a video, then an interactive task, followed by a creative activity and
a short reflection. If someone doesn’ t have a phone or the internet, they can work in pairs or use
printed cards. The lesson is flexible and friendly to everyone.
The results are visible right away: students easily name rooms, make sentences, actively participate
in projects, and leave more “ | liked it!" stickers on the feedback board.
This idea is human-centered because it focuses not only on language but on the child. It creates an
atmosphere where learning feels natural, engaging, and sincere — where home becomes a place for
English, and English becomes a part of home.

https://drive.google.com/drive/folders/19FTaYztJCaWLUOaDX13AJr3AFAyfcY4S?usp=sharing

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 main problem is the lack of engaging, technology-enhanced, and contextually
meaningful English lessons for young learners, especially in early stages of language
acquisition.

Many students still learn vocabulary and grammar through memorization, without
enough interaction, exposure, or opportunities for creativity. Additionally, teachers often
struggle to integrate digital tools effectively into language lessons in ways that are
pedagogically purposeful and age-appropriate. Our solution includes: using digital tools,
encouraging digital literacy and promoting learner autonomy and motivation. Our
solution confronts:integration digital and traditional methods to support visuality and
auditory, ensuring inclusivity and encouraging teacher digital empowerment.

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?
Primary school learners. English teachers seeking interactive, digitally
enhanced lesson plans. Benefits for students: Active participation and
engagement through multimedia learning;Improving vocabulary and grammar
through context and interactive practice;Greater motivation and creativity.
Development of digital skills and critical thinking. The lessons are relevant
because they reflect real-life classroom challenges and provide a sustainable
digital learning model. They make vocabulary and grammar practice
authentic, fun, and meaningful while keeping technology use simple and
pedagogically sound. Engagement Strategy:Gamified learning: QR codes,
interactive videos, Al storytelling; Collaborative projects: learners describe or
draw their own homes and present them; Showing how to adapt and expand
the lessons for different age groups or digital platforms; Feedback loops:
both teachers and learners reflect on what digital tools helped them most.

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?

" Inside my english home " changes education
Socially, the project helps children cooperate, st
Environmentally, the project encourages digital
In this way, "Inside my english home " makes le:

Describe it in a tweet

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

“Inside my english home” isn't just a topic — it's a
digital journey!

Students explore rooms and furniture through
Padlet walls, Miro maps, interactive Wordwall and
LearningApps games, and a YouTube video story

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?

This project reimagines a classic ESL topic
through a fully digital approach. Instead of
traditional worksheets, students build their own
knowledge space using Padlet, Miro, Wordwall,
and LearningApps. Each tool supports a different
learnina stvle — visual kinesthetic collahaorative

Transferability

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

For example, in science, students can learn body

This approach is flexible and fun — it makes learr

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?

Once we have a working prototype, we plan to test it and make improvements based on what we learn from users. After
that, we want to expand it so more schools or communities can use it, and we'll create clear instructions so other teams can
replicate it easily.

In the mid-term, we hope it will be widely used and help improve learning experiences for students. In the long-term, we see
it becoming a reliable tool that can be adapted for different projects and updated with new ideas and technology.

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 Alina Melnyk, Alina Huravska, Alina Shkolnyk, Evgeniya Pervushina, and
Katherine Baryluik. Alina Melnyk organizes all types of work and leads discussions, while Alina
Huravska has excellent problem-solving and creative skills. Alina Shkolnyk engages the whole team
and combines all tasks into one complete project. Evgeniya Pervushina has strong writing skills and
pays attention to detail, and Katherine Baryluik is excellent at finding reliable information and focuses
on research. Together, we combine responsibility, creativity, and teamwork to develop successful
solutions, and we plan to continue working as a team in the future because we enjoy collaborating and
trust each other.
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