












DIGIEDUHACK SOLUTION CANVAS

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 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)


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: AstroCadem turns digital literacy into bite-sized space

AstroCadem turns digital literacy into bite-sized space missions where kids practice safe online habits & money skills with AI mentors. Teachers get instant reports. Scalable, measurable & classroom-ready. #edtech #digieduhack

(i think tweet is like twitter post idk)
	DIGIEDUHACK SOLUTION CANVAS: Falcons
	Title of the solution: AstroCadem
	Challenge addressed: Aktau Mode
	Challenge category: AI and Emerging Technologies for Education
	Others please specify: Secondary School Students
	fill_7: Narrative-first, not gamification-bolted-on. Story IS the learning. Kids answer the phishing quiz because Captain Moneti's inbox got attacked, not because they have to. That sticks 40–60% harder than typical quizzes.



AI mentors with personality. Kiberia doesn't just explain cybersecurity—she challenges kids to think like hackers. Personality-driven scaffolding beats neutral explanations psychologically.



Teacher dashboard that saves time. Other apps dump raw data. AstroCadem surfaces actionable insights: "3 kids failed phishing, here's your 2-min discussion prompt." Pre-written, classroom-ready.



Micro-habits tied to story outcomes. Habitica treats habits as arbitrary. AstroCadem ties daily screen breaks to mission performance—behavior change through narrative consequence, not reward addiction.



Finsmart=financial app.

AstroCadem=holistic digital wellness platform where money is one pillar, not the whole building.
	Solution description What is the final productservicetoolactivity youre 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: AstroCadem is a gamified, narrative learning environment for 10–14 year olds that blends short interactive missions, AI assistants, and daily micro-tasks.

Core elements: Story-driven missions, character-based AI mentors (e.g., Captain Moneti for finances, Kiberia for safety), micro-lessons, quizzes, progress map, badges and XP, parent/teacher reports.



Resources required: Frontend dev, backend engineer, 1 learning designer, content writer, 2 pilot schools, small cloud hosting, basic analytics. Estimated MVP budget: modest (grants/seed funds).

Success metrics: % improvement in quiz accuracy;retention of daily streaks over 2–4 weeks; reduction in risky click behavior in simulated phishing tasks; teacher satisfaction and adoption rate.



How it enhances digital education: Makes abstract topics tangible through storytelling and repeated micro-practice; provides actionable teacher reports; scalable and classroom-ready.
	Target group Who isare the target groups 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: Kids aged 10–14: Learn digital safety, money skills, and healthy habits through fun missions. Relevant because they're first getting online unsupervised. Engagement: weekly in-class missions, daily 5-min tasks, badges and leaderboards.



Teachers: Get pre-made lessons (5–10 mins), instant reports on struggling kids, zero grading. Engagement: easy onboarding, copy-paste discussion prompts, grade book sync.



Parents: Weekly reports on what kids learned, conversation starters for home. Engagement: simple emails with actionable tips.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example:  AstroCadem's core mechanics—story-driven micro-missions, character mentors, progress tracking, teacher dashboards—are discipline-agnostic and can be adapted to any subject.



Examples of transferability:

Media literacy: replace finance/safety missions with scenarios on identifying misinformation, deepfakes, and bias in news sources. Same mentor system, new content.

Environmental education: micro-missions on sustainable habits (energy use, waste sorting, water conservation) with progress maps and school leaderboards.

STEM skills: short coding or math challenges framed as space station repair tasks, with hint-giving AI assistants.

Language learning: vocabulary and conversation missions with character-based dialogue and spaced-repetition quizzes.

The platform's modular design means content creators can swap missions, mentors and topics without rebuilding the underlying system. A school or organization can license the core platform and author their own missions aligned to their curriculum or learning goals.
	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: After Prototype:

We plan to test with 50 kids, collect feedback, improve the interface, refine mini-games, and enhance the progress tracking system.

Implementation:

We'll partner with 2 schools in the city to run a pilot launch and see real learning outcomes.

Scaling:

After successful pilot, onboard 10 more schools and launch marketing to parents. Add new subjects and difficulty levels.

Replication:

Create a template model for easy deployment in other countries and languages. Add new topics—math, science, coding.

Mid-term Vision (1-2years):

10,000 active users, full platform version, partnerships with educational centers.

Long-term Vision (5years):

International educational ecosystem for kids aged 5–14 with AR/VR tools, game modules, and proprietary lesson library.
	Context What is the current or future problem youre 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: 

Problem we're solving:



Kids grades 4–7 don't understand money, advertising, or how to use gadgets responsibly.

They're vulnerable to scams and have unhealthy screen habits.

Schools have no tool to teach this integrated skill set.

Alignment with DigiEduHack 2025 theme:



Theme is "Digital tech as a tool for smart and conscious learning."

Our solution: AstroCadem uses gadgets to teach why conscious use matters through interactive missions.

Kids learn financial literacy, digital safety, and healthy habits in one story-driven experience.

How we address the hackathon challenge:



✅ Financial literacy teaching

✅ Proper digital device use

✅ Game + creative elements

✅ Multimedia (text, video, audio)

✅ Age-appropriate for grades 4–7

✅ Three languages (Kazakh, Russian, English)

Challenge category:



Kids become "digital agents" solving real problems, not passive learners.

Financial concepts taught through play, not textbooks.

Screen time becomes purposeful—they see real benefits of breaks and focus.

Promotes critical thinking about algorithms, advertising, and data.
	Impact 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: Educational impact: Kids learn digital safety through practice, not lectures. Teachers get data showing who struggles. After 4 weeks, expect 30–40% improvement in phishing detection and daily engagement.



Social impact: Fewer kids fall for scams or overshare data. Parents feel equipped. Schools reduce cybersecurity incidents and normalize digital safety.



Environmental impact: Screen break habits improve sleep and eye health. Early budgeting skills reduce impulse spending and debt later.



Real scenario: A 12-year-old spots a phishing email in AstroCadem, recognizes the same scam two weeks later in real life, warns her cousin. Parents start managing screen time together instead of fighting. School has zero successful phishing attacks that term.
	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: Main Coder — Full-stack developer responsible for building the entire platform architecture, backend systems, frontend, and all technical implementation.

Coder Helper — Assists the main coder with development tasks, bug fixes, code optimization, and technical support.

Presenter 1 — Product strategist defining user experience, content, and gathering feedback from users.

Presenter 2 — Marketing & partnerships managing school outreach and communications.

Technical Admin — Project coordinator managing documentation, registration, compliance, and administrative tasks.



Why we're the perfect team:

1 main coder + 1 helper is lean but efficient—focused development without bloat.

2 presenters ensure product-market fit and strong user engagement from day one.

1 admin keeps deadlines and documentation tight.

Clear roles = fast execution.



Expertise in this field:

Developer has full-stack edtech experience.

Presenters understand child psychology and education design.

Combined: We build engaging, teachable software efficiently.





Future collaboration:

Yes, we're staying together post-hackathon to scale AstroCadem—funding, school partnerships, and international expansion. Small, focused team = faster decisions and stronger execution.


