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Describe it in a tweet

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

"Digi Campus is a revolutionary digital platform
transforming higher education by enhancing learning
experiences, promoting digital literacy, and fostering
collaboration between students and educators.
Empowering academics and students for the future of
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Background of the team:

(multiple selections possible in case

[] Researchers
|:| Primary School Students

[] professionals
|:| Secondary School Students

of mixed teams) |:| Others (please specify)

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?

Final Product/Service/Tool/Activity:

The final product is a digital platform called Digi Campus,
designed to enhance digital education in higher
education environments. It integrates a variety of
features that aim to improve the educational experience
for both students and academics, focusing on digital
tools, learning environments, and communication.

Website: https://digicampus.doktortaku.com/

MobilApp: Figma design
https://www.figma.com/proto/TOfIPFDgE9E30UNkaQOGo
s/App-Education-Ul-(Community)?
node-id=0-1155&node-type=canvas&t=xwnVzqZVTR2g7
egl-1&scaling=min-zoomé&content-scaling=fixed&page-id=
0%3A1

Context

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?

Current or Future Problem:

The problem we are addressing is the gap in digital
transformation within higher education. Despite the
increasing reliance on technology in education, many
academic institutions and instructors still struggle to fully
integrate digital tools and foster digital literacy in their
teaching and learning processes. Students and
educators alike need innovative solutions that enhance
the learninn axnerience imnrove commiinication and

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?

Target Groups:

1. Academics/Teachers (Faculty): Professors, instructors,
and academic staff involved in higher education who are
looking to integrate more digital tools into their teaching
methods.

2. Students: Undergraduate and graduate students who
seek interactive and engaging learning experiences,
improved communication with their professors, and better
access to educational content and resources.

3. Educational Institutions: Universities and colleges that
want to upgrade their digital infrastructure, improve
student-teacher interaction, and create a more effective
digital learning environment.

How They Will Benefit from the Solution

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?

What makes Digi Campus different and original?

1. Integrated, All-in-One Platform:

Digi Campus is unique in its comprehensive approach,
combining interactive learning materials, personalized
feedback, virtual classrooms, and real-time

communication tools within a single, easy-to-use platform.

Transferability

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

Can Digi Campus be used in other education/learning
contexts or disciplines?

Yes, Digi Campus is designed with flexibility and
scalability in mind, making it transferable across various
education and learning contexts. Its core features —
digital literacy tools, interactive learning materials,

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?

Catalysing Change in Education

Digi Campus aims to revolutionize the learning and
teaching environment in higher education by fostering a
more digital, interactive, and personalized educational
experience. The platform integrates multiple learning
tools into one centralized system, making it easier for
educators and students to connect, collaborate, and learn
effectively. Here’ s how it will catalyse change:

1. Enhanced Digital Literacy for Educators and Students:
o For Educators: Faculty members will become more
proficient in using digital tools for teaching, improving
their pedagogical practices and enabling them to reach a
broader audience in virtual and hybrid environments. The
platform encourages educators to adopt innovative
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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?

Further Development and Implementation Plans:

1. Prototype Testing and Feedback:

After the initial prototype is developed, we plan to run pilot
tests within selected academic institutions. During this
phase, we'll gather feedback from both students and
educators to refine and optimize the platform. This

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?

Team Members:

Omer Dogan: Led the project. Contributed to website
development, content creation, and presentation support.
Furkan Yilmaz: Designed and developed the website.
Talip Kurt: Created the Figma design for the mobile app.
Batuhan Dede: Assisted with design, content translation,
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