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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 2024 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)


	Title of the solution: Hızlı Okuma ve Algı Yönetimi
	Challenge addressed: Development of Mind and Perception
	Team name: Speed Mind
	Challenge category: Education
	Solution description: Digital education platform designed to improve individuals’ reading speed, attention skills, and visual perception capacity.

The system assigns personalized exercises based on each student’s individual level, analyzes their progress over time, and provides teachers with a unified dashboard to monitor and guide their development.



Thanks to this service, reading comprehension sections in university entrance exams will no longer be a nightmare for students.

They will enhance their abilities in both reading and comprehension.

For younger learners, reading will become an enjoyable habit, helping them reach a level where they can read fluently and truly understand what they read.



🎯 Key Educational Impact Areas

1. Improving Reading Speed



Students increase the number of words they can read per minute, enhancing fluency and efficiency.



2. Extending Attention Span



Eye-tracking and metronome-based exercises strengthen focus and visual coordination.



3. Enhancing Comprehension Skills



Modules such as Rapid View and Hidden Text improve comprehension by measuring how effectively students understand what they read.



4. Boosting Motivation



Daily goal tracking, point-based rewards, and animated encouragement messages promote engagement and long-term learning retention.



5. Ensuring Measurable Learning



Each student’s performance is converted into quantifiable data and visualized through progress charts, enabling measurable academic growth.



✨ In summary, transforms reading from a routine task into an interactive, measurable, and motivating experience, helping learners of all ages develop stronger cognitive and comprehension abilities for lifelong learning success.
	Target grop: Students Preparing for University Entrance Examinations



Individuals with Dyslexia or Reading Disorders



Students Between the Ages of 10 and 15
	Context: n the future, with the increasing influence of artificial intelligence, human cognitive and perceptual learning processes are expected to become significantly more challenging.

Therefore, through this project, we aim to help individuals remain mentally active and cognitively resilient in an age where attention and focus are increasingly difficult to sustain.
	Impact: 1. Improving Reading Speed



Students increase the number of words they can read per minute, enhancing fluency and efficiency.



2. Extending Attention Span



Eye-tracking and metronome-based exercises strengthen focus and visual coordination.



3. Enhancing Comprehension Skills



Modules such as Rapid View and Hidden Text improve comprehension by measuring how effectively students understand what they read.



4. Boosting Motivation



Daily goal tracking, point-based rewards, and animated encouragement messages promote engagement and long-term learning retention.



5. Ensuring Measurable Learning



Each student’s performance is converted into quantifiable data and visualized through progress charts, enabling measurable academic growth.


	Describe it in a tweet: An invention that ushered in a new era in education...
	Innovativeness: There is no direct global competitor for the project; however, there are indirect competitors such as Duolingo and similar platforms.

What distinguishes us is the originality and independence of our concept, which makes it truly unique and without direct competition in the market.
	Transferability: It is fully applicable in educational contexts. For instance, it can be effectively integrated into primary, secondary, and high school curricula, where its interactive and dynamic structure can play an active pedagogical role.
	Sustainability: Project is designed not merely as a short-term educational tool but as a long-term digital learning ecosystem. With its continuously improvable structure, modular architecture, and feedback-driven development process, the platform possesses a self-renewing capacity that ensures its relevance and adaptability over time.



The sustainability of the project rests on three fundamental pillars:



Technological Sustainability:

The platform is built on robust and future-oriented technologies such as .NET Core, Entity Framework, and modern JavaScript frameworks. This foundation allows for the seamless integration of new exercise modules, AI-assisted analytics, and gamification features, ensuring continuous innovation and scalability.



Educational Sustainability:

Zihin Işığı has been developed to accommodate learners of diverse ages and educational levels. With dedicated user roles for students, teachers, and parents, the system can be integrated into formal school curricula, transforming it into a lasting component of the educational process.



Economic and Social Sustainability:

The platform’s revenue model is based on institutional licensing, individual subscription packages, and custom module offerings for educational organizations. Additionally, as part of its social responsibility strategy, Zihin Işığı offers free access to students in disadvantaged regions, thereby contributing to educational equity.



In the long term, anonymized performance data collected from users will support educational research and continuous system improvement, ensuring the platform’s ongoing relevance and effectiveness. Through this structure, Zihin Işığı aims to become not only a product of today but also a sustainable, scalable, and socially impactful learning platform that shapes the learning habits of the future.
	Team work: Our team members;



Çağatay Albayrak - cagatay.albayrak01@gmail.com

Yasemin Ulu - ysmnulu1993@gmail.com

Ela Uruç - elauruc21@gmail.com



We possess an outstanding team that excels in detecting gaps, developing creative solutions, and transforming them into effective outcomes.
	Higher Education Students: Sí
	Researchers: Off
	Professionals: Sí
	Teachers: Sí
	Primary School Students: Off
	Secondary School Students: Off
	Others: Sí
	Other background: Developer


