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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?

An interactive English lesson plan for Grade 5
aimed at learning vocabulary on the topic “My
Things” and developing skills in building simple
descriptive sentences. The solution combines
various digital tools (QR codes, Kahoot, an online
crossword, and a video) with elements of play and
speaking practice.

You can view our work by following this link:
https://drive.google.com/drive/folders/1IGQCRUQR
6AX0sYXBv-VughjgBTyUiw4Hg?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?
Our project "What's Mine is Yours" was developed by a team consisting of Anastasiia Shepetko,
Yevheniia Chernysh, Nastia Slobodeniuk, Kateryna Petruk, and Elizabeth Yarosheva. We are the
ideal team for this work because we combine deep subject-matter expertise in teaching English
(particularly grammar structures and vocabulary for middle school) with practical experience in
integrating educational technologies and gamification (using Kahoot!, Baamboozle, Educaplay). Our
expertise in the thematic area lies in designing communicative, learner-centered lessons that
effectively translate new knowledge (e.g., vocabulary about gadgets) into fluent speech (e.g., “ have
got” in interviews). We plan to continue working together as a team, as the successful pilot project
has demonstrated our ability to collaborate effectively and create innovative, highly engaging learning
materials—essential for the planned scaling of our methodology to other middle school grammar
topics.

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?

The main target group is 5th-grade students, as
the fast and effective acquisition of new
vocabulary through games (such as Kahoot and
crosswords), along with the development of
pronunciation skills and active speaking practice
(describing objects), makes the learning process
more engaging and relevant.

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?
This solution catalyzes educational change by transforming
the student's role from a passive consumer into an active
participant in the learning process, offering a personalized
approach through varied, engaging tasks that align with
modern students' digital literacy skills. The social impact is
achieved through the development of crucial teamwork and
collaboration skills, particularly during activities like "Pair up
and fill in the gaps", which enhances communication among
peers. Furthermore, the solution demonstrates a positive
environmental impact by prioritizing the use of an interactive
whiteboard and digital games (such as those accessed via
QR-codes ), thereby minimizing the need for printed
handouts and contributing to paper reduction and ecological
awareness.

Describe it in a tweet

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

Our 2-lesson project "What's Mine is Yours" turns English
learning into a game! First, we master vocabulary about
gadgets & sports, then dive into "have got" using
Baamboozle & Kahoot! Share what you've got! Learn, play,
speak. Your things, your success!

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?
Our project "What's Mine is Yours" is original due to its strategic combination of modern, relevant
vocabulary (gadgets, sports equipment) with the key grammatical structure ("have got") within a
gamified framework. While the use of interactive platforms (such as Kahoot!, Baamboozle, and
Educaplay) is common in education, our solution stands out with its sequential "controlled to free"
structure of speech practice. Students first repeat words from videos and match pictures, then practice
the grammar in quizzes, and finally, use it to describe their own possessions and interview
classmates. This approach ensures deep material absorption through high personalization (describing
their own things) and communicative value (pair work), making it significantly more effective than
traditional textbook exercises and maximizing the achievement of the goal—to teach students to use "
have got" correctly and talk about possession.

Transferability

Can your solution partly or fully be used in other education/learning contexts or

disciplines? Could you provide any example?
The innovative approach used in the project "What's Mine is Yours" is easily transferable to the
teaching of any subject that requires the learning of new terminology and its practical application. Our
strength lies in the integration of digital tools (Baamboozle, Kahoot!, videos, QR codes) not as an
add-on, but as the core for controlled and free practice. For instance, in Biology, instead of traditional
flashcards, students can learn terms for cell structure, play a matching game on Baamboozle, and
then in free practice "interview" each other using phrases like "Does the plant cell have got a cell
wall?". This approach focuses on encouraging oral communication and the active use of vocabulary in
context. This significantly increases engagement compared to passive note-taking. Thus, any learning
process that requires a transition from passive knowledge to the active use of material can
successfully adopt our model.

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 the successful pilot of our project "What's Mine is Yours" in 5th grade, the strategy for further
development includes digitizing all resources (all QR codes and links are already integrated), creating
a standardized teacher’ s guide, and distributing it via educational online platforms for replication in
other schools. In the medium term, we plan to scale up by developing similar gamified modules for
teaching other fundamental grammar structures and lexical topics, which will enable the creation of a
complete curriculum for middle school students that employs the time-tested
Presentation-Practice-Production framework and Web 2.0 tools. In the long term, our project will
evolve into an online library of interactive lessons that is continuously updated, where teachers can
select ready-made, practice-tested lesson plans with high engagement levels, ensuring both the
sustainability and relevance of our educational innovation.

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 project "What's Mine is Yours" was developed by a team consisting of Anastasiia Shepetko,
Yevheniia Chernysh, Nastia Slobodeniuk, Kateryna Petruk, and Elizabeth Yarosheva. We are the ideal
team for this work because we combine deep subject-matter expertise in teaching English (particularly
grammar structures and vocabulary for middle school) with practical experience in integrating
educational technologies and gamification (using Kahoot!, Baamboozle, Educaplay). Our expertise in
the thematic area lies in designing communicative, learner-centered lessons that effectively translate
new knowledge (e.g., vocabulary about gadgets) into fluent speech (e.g., “ have got” in interviews).
We plan to continue working together as a team, as the successful pilot project has demonstrated our
ability to collaborate effectively and create innovative, highly engaging learning materials—essential
for the planned scaling of our methodology to other middle school grammar topics.
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