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XakaToH epexeci
DigiEduHack: Aqtobe DigEduHack
2025

[Tono)xeHre XaKaToHOa
DigiEduHack: Agtobe DigEduHack 2025

Rules of Hackathon
DigiEduHack: Aqtobe DigEduHack
2025

1. XKananel MaxiMerTep

OTkizy kyni: 2025 xsUrEsl 14-15 Kapama
Orerin opusi: Aqtobe Hub

®opmarel: odraiiH (Kaxer 6omraH KaFfainia
OHINAiiH 3JIeMEHTTEPIMEH)
YiibimaacTeipymbl: Aqtobe Hub
Xanbikapaisik cepikrec: DigiEduHack
Global 2025

Makcarbl:

Binim 6epy yilbIMAAPHIHBIH HHGPIBIK
TpaHcdOpMALMACHIH aMbITYFa OaFbITTAFaH
MHHOBALMUIBLIK, IIeNTiMEp/ a3ipiey.
XakaTOHHBIH MaKcaThl — O111iM Oepy MeH
GacKapy IIpOLeCTEPiH XETULIPY,
KOMMYHHKAIXSHBI KYIIEHTY XKoHE THIMJIUTIKTL
apTTHIPY YILiH 3aMaHayH TEeXHONOTHsIap/bI
KOJIaHy.

Ic-1apa oKy mBLIAPAbI, CTYAeHTTep,
nexarorrapani xdHe IT canacbIHbIH
MaMaHaapbIH 6ip

1. O0mue cBeeHHUS

JlaTa nposenenus: 14-15 mos6ps 2025 rona
Mecro nposenenns: Agtobe Hub

dopmart: odiaiiH (C 3MEMEHTaMH OHJIAHH-
KOMMYHHKAIIKH [IPH HE06XO0TMMOCTH)
Opranusarop: Agtobe Hub nipn mOIepxKe
ro6amsroii nurrmatuekl DigiEduHack Global
2025

Ilens xaKaToHA:

Co3/1aHre MHHOBAIMOHHBIX IH(POBBIX PEIICHHH,
HANPaBJIEHHBIX Ha pa3BUTHE LU(POBOH
TpaHchopManun 0Gpa3oBaTENBHbIX YIPEN/ICHHH,
noBslende 3¢ PEKTHBHOCTH yIPaBICHHS,
KOMMYHHKAIMH H COBMECTHOH paboTHI B
00pa30BaHHH.

MepomnpusTHe 06LeJUHUT CTYCHTOB,
Tpeno/iaBaTeneii, CIeHATUCTOB H JHTY3HACTOB,
4TOOBI COBMECTHO pa3paboTaTh MPAaKTHYECKHE HICH
¥ IPOTOTHIIBL, CMOCOOCTBYIONIHE BHEPEHUIO
TeXHOJIOTHii B yUeOHBI! M aIMAHHCTPATHBHBIHA
npouecc.

1. General Information f

Date: November 14-15, 2025

Venue: Aqtobe Hub ,
Format: On-site (with possible online ,.
components)

Organizer: Aqtobe Hub

Global Partner: DigiEduHack Global 2025

Goal:

To develop innovative digital solutions that |
strengthen the digital transformation of
education, improve management efficiency, and
enhance collaboration and communication in
learning environments.

The hackathon will unite students, educators,
and professionals to co-create practical tools

and prototypes that drive meaningful change in
education.

2. KaTbicymbLiap

L

2. YYacCTHHKH

2. Participants
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KaTmcyra [IaKpIpbLIa/ibl:

OpTa MeKTel OKyuIbLIaphl (15 jxactan
Gacran);

KOJUIEK )KOHE YHUBEPCHUTET
CTYJEHTTEpI;

MyFajliMjiep, OKBITYIIbUIAp, EAArorrap;
seprreywinep MeH IT xone 6imim
cajlachlHbIH MAMaHIaphbl;

K pIIbIK TEXHOIOTHS MEH
WHHOBALMAFA KbI3BIFYIIBUIBIK TAHBITKAH

TyJIFanap.

Karbicy popmMarthbi:

KOMaH1a Kypamsl 3—-5 agamMHaH;

JeKe KAaTBICYLIBUIap /1a TipKee anajibl
(YBIMAACTHIPYIIBUIAP KOMAH/aFa
Gipixripeni).

Bargapnamanay Toxipuoeci Tanan
eTimMeiini.

Herisri maprrap — mbIFApMAMBLILIK,
KOMAH/IAJBIK KYMBIC 3KIHe MBbIHAHbI
6iim Gepy Macesenepin memnryre
bIHTA.

K y4acTHIO pHUIJAMAaroTCs:

o yyammecs cpeauux wko (15 et u crapiue);

e  CTYHEHTHI KOJUIEIDKEH H YHUBEPCHTETOB;

e  yuHTeNsd, IpenoJaBaTey, efarory;

e HCCIIEOBATENH H CIELHATHCTHI B 00/1aCTH
ob6pasosanus u IT;

e 3HTY3HACTHI LH(POBBIX TEXHOJIOTHHA K
HHHOBAIH# B 00pa3oBaHHH.

Bo3pacT y9acTHHKOB: OT 15 JieT.
®opmaT yJacrus:

e KOMaHIBI H3 3-S5 YeslOBeK;

e  JIONYCKAeTCs PETHCTPAlMA HHIUBHIYTbHBIX
yYaCTHHKOB (OpraHM3aTOpPEI IOMOTYT
chopMHpOBATH KOMAHIEI).

TpeboBanus:

OMNBIT IPOrpaMMHpPOBaHHUS He 00s3aTeNeH.
OCHOBHBIE KDHTEPHH — KPEaTHBHOCTb,
KOMaHHasi pa6oTa H MOTHBAIUs pemaTh
peanbHble 00pa3oBaTelbHbIE 3aaYH.

Eligible participants:

« Secondary school students (15+);

« College and university students;

« Teachers, educators, lecturers;

o Researchers and IT or education
professionals;

« Digital innovation enthusiasts.

Teams: 3—5 members.

Individual participants may register and will be

matched into teams.

No coding experience required.

Key factors: creativity, teamwork, and
motivation to solve real educational
challenges.

3. TaxpIpblI j3He OaFbITTAP

3. TemaTHka H HanpaBJIeHHS XaKaTOHA

3. Challenge Theme and Tracks
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Heri3ri TakpIpbIm:
@& «binim 6epydezi yugppnvix
mpancgopmayusnbl Kyuieuny»

Mywmkin G6arbitTap (bipeyid Hemece GipHemeyiH
6ipikTipyre 6onazpl):

1. OKbITYaaFBI XKacaHIbl HHTELIEKT (Al
for Learning) — BHpTyanael
TBHIOTOpJIAP, aKBUIIbI KOMEKIILIED,
OeiliMIeNTeH TeCTiey Hemece
JiepOecTeHAipiIreH OKy.

2. Ilemarorrapfa apHajiraH HHQPJIBIK
Kypasngap — cabaKrap/pl xocnapiay,
aBTOMATTaH/IBIPY JXoHE Kepi GaiinaHbIc
xyitenepi.

3. OKymbLIapIBIH JI-ayKaThl — OKY
HpoLECiHIE IMOLHOHAIPBIK,
(GHU3UKATBIK XoHE AIEYMETTIK
TeHrepimMai apTTHIPATHIH IMeNiMAED.

4. Oiipin apKbUIBI OKLITY (Game-based
learning) — OMBIH 37EMEHTTEPi MEH
AR/VR TexXHONOTHIapE! aPKBUIBI
OKY/IbI KBI3BIKTHI €TY.

5. DKOJOrHsaIbIK OLTIM jkIHE TYPaKThI
AaMy — GLTiMAI TYpaKTel JaMmy
MaKcaTTapbIMeH OaiaHBICTHIPATHIH
TEXHOJIOTHSUIBIK IIEIIiMIED.

OcHoBHas TeMa:

@& «Vcunenue yugposoii mpancopmayuu 6
obpazosanuuy

Bo3MoxHBIe HanpaBlIeHHsA pa3paboTKu (MOXHO
BHIOpATh OJHO WM OOBEXHHATE HECKOIIBKO):

1. UM pnst 00ydeHnss — BUPTyalbHEIE
TBHIOTOPHI, YMHBIE IOMOIIHUKH, aJallTHBHOE
TECTHPOBAHHE K IEPCOHATH3HPOBAHHOE
obyueHHe.

2. IudpoBbie HHCTPYMEHTHI IS
npenofaBaTeieii — aBTOMaTH3aIHsA
NPOLECCOB, IPOEKTHPOBAHHE YPOKOB,
CHCTeMbI 0OpaTHOM CBSI3H M aHATHTHKH.

3. BaaromnoJy4He yJamHXxcs — PEIICHH,
HaIpaBJICHHbIE Ha [IOBBIIICHAE
3MOLMOHAIBHOT0, QU3HIECKOrO U
COLMATBHOrO 6aronoydus B yueOHoH
cpere.

4. Hrposoe o6ygenne (Game-based learning)
— KCIOJIF30BaHHE HIPOBBIX MEXAHHK,

AR/VR uH reiiMu¢uKanuy 11s HOBEIIICHHS
BOBJICYEHHOCTH.

5. Jko-00pa3loBaHHe H YCTOHYHBOE PA3BHTHE
— TEXHOJIOTHYECKHE PEINEHHS,
CBSI3BIBAIOIIME 00pPa30BaHHE C LENAMH
ycroitunBoro pa3sutus (SDGs).

Main theme:
@& “Empowering Digital Transformation in
Education”

Possible directions (choose one or combine
several):

1. Al for Learning — virtual tutors, smart
assistants, adaptive testing, or
personalized learning.

2. Digital Tools for Teachers — lesson
automation, feedback systems, planning
dashboards.

3. Student Well-being — digital solutions
for emotional, physical, and social well-

being.

4. Game-based Learning — using
gamification or AR/VR to boost
engagement.

5. Eco-Education and Sustainability —
connecting education with UN
Sustainable Development Goals.

4. XKobGanapra KOHBLIATHIH TajanTap

4. ®opmart 1 TPeOOBAHHA K NMPOEKTAM

4. Project Requirements




«MHHOBALMSLIBIK TEXHONOrHANAP NAPKi»
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®uanan ABTOHOMHOr0 KaacTepHoro ¢onaa
«[MapKk HHHOBAUHOHHBIX TeXHOJ0THi» Mo ropoay
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Op KOMaH/1a KeNeCiHi YChIHYBI KaXkeT:

1. 7Ko6a Tyxkbipsivaamacel (1-2 6er):
o MaceJleHiH CHIIaTTaMachl,
o YCHIHBUIFaH LICIIIM;
o MaKcaTThl ayJUTOpHS,
o KYTLUIETIH HOTHXXE MCH 9Cep.
2. IlporoTun Hemece J1eMO-HYCKa
(Kanaypl OOMBIHILA):
0 HWHTEPaKTHBTI MAKET,
JIeMOHCTpAIMSUIBIK 6aFaapnamMa
HeMece BH3yalIbl MOJEIb.
3. JKo6Gausnt Taupicroipy (Pitch):

Kaxaast KOMaH/a JOJDKHA ITOATOTOBHTh H
Npe/ICTaBHTh:

1. Koumenuuio npoekra (1—2 CTpaHULEL),
BKJTIOYAIOINYIO:
ONHCaHHE MPOOJIEMBL,
penJiaracMoe pelieHUE;
LIEJIEBYIO aYJUTOPHIO;
oxuaaemslit 93¢ ek (BIUsHEE HA
06pa3oBaTeNbHBIH MPOLECE).
2. TIpoToTHN HiIH XeMO-BepcHIo (1O
BO3MOXHOCTH):
0 MakKeT, HHTepPaKTHBHEIA POTOTHII,

o
(o]
o
o

Each team should prepare:

1. Project concept (1-2 pages):
o Problem description;
o Proposed solution;
o Target audience;
o Expected impact.
2. Prototype or demo (optional but

encouraged):
o Mock-up, interactive prototype,
demo app, or visual model.

3. Final presentation (Pitch):
o Up to 5 minutes, followed by

o Kasax, opeIC %oHe aFbUIIIBIH TiIEPi.

o KatsiCymmBUIap e3iHe BIHFAMEI TiIe
MYMBIC icTeH amajbl.

o COHFBI HYCKACHI aFbLIIIBIH TLTiHAE
digieduhack.com nar$popmaceiHa

KYKTelyi THiC.

o Pa6oune A3BIKHM XaKaTOHA: KA3aXCKHIA,
PYCCKHii, aHTIAHCKHI.

« Komanms! MoryT paboTarh Ha JOGOM K3
BBHIOpaHHBIX SA3BIKOB.

o (duHamLHAdA BEPCHS POEKTA H OIUCAHHE,
3arpyxaeMble Ha IaTdpopmy
digieduhack.com, TOJDKHBI OBITH Ha
AHTJIHHCKOM fA3bIKE.

o Y3aKTHIFB 5 MHHYTKa JeifiH, JIEMOHCTPAIHOHHOE MPHIOKEHAE HIIH Q&A with the jury.
COJiaH KeiiiH cypaK-xayarn BH3yaIbHaA MOJIENb.
CeCCHSACHI. 3. Ilpesentamuio npoekta (Pitch) — no 5
MuHYT + Q&A ¢ XIOpH.
o Kpartkoe, ybequTEIbHOE U BU3YalIbHO
0(OopMIICHHOE BBICTYILICHHE.
5. AKymblic Tigepi 5. SI3bikH paboThI 5. Working Languages

« Kazakh, Russian, and English.

e Teams may work in any chosen
language.

o Final project submission on
digieduhack.com must be in English.




PR NN SRR IS CERRRET TR 5 NIRRT

«MHHOBALUMAABIK TEXHOJOrHsAIap NapKi»
aepGec KiacTepik KOpbIHbIH AKTeGe
KajacbiHaarbl puanansl
Ka3zakcran Pecny6aukacer, Akto6e obabIChI,

Puanan ABTOHOMHOro KnactepHoro gpoxaa
«ITapK HHHOBALHOHHBIX TEXHOJNOrHi» MO ropoay
AkTobe

Pecnybauka Kasaxcran, AKTio6uHCKan 061aCThb,

AkTebe Kanachl,
O0inKaiibIp XaH AaHFBLILI, 522
aqtobe_ithub@astanahub.com

ropoa AkTobe,

npocnekT AOMAKaHBIP XaHa, 52a

aqgtobe hub

aqtobe_ithub@astanahub.com

6. baranay kpuTepuiinepi

JKobanap keneci kepcerkimrep 60ibHIIa
Oarananaer:

o TakbIpbinka caiikectik — Ginim
Oepyneri uupIBIK TpaHCHOpMALHS
HJesCbIMeH GaiIaHBICHL;

¢ HHHOBauMA — HIEAHBIH
YKaHAIIBUIIBIFBI MEH IIBIFAPMALIBLUIBIK
Ke3Kapac;

* Icke acbipy Mymkinagiri — memiMHig
HaKTHI eMip/ie KOJIIaHyFa
’KapaMIbUIBIFbI;

* Jcep (Impact) — xobaHbIH 6inim Gepy
YAepiciHe XoHe KaThICyIbLIapFa
mai Jackwl;

o KomaHaanbIK )KyMbIc xaHe
TAHBICTBIPY canachbl — KOMaH/IaHbIH
YHIIeCIMILIIIri MEH KopFay Imebepitiri.

6. Kpurepuu ouenku

nﬁOmmﬂ,E Y4aCTHHKOB OLICHUBAKOTCA IO CICTYFOIUM
HalTpaBJICHUASIM:

CooteercrBue TeMe. Hackonbko mpoekt
OTpakaeT H/Ier0 LupoBo TpaHCchopMaHK B
06pa3zoBaHHH.

HMunoBaumonnocts. HoBu3sHa 1
OPHTHHAJIBHOCTE pEINeHHs, KpeaTHBHEIH
IIO/IXOJ K 3aj1aye.

Peanusyemocts. [Ipakrayeckas
[IPUMEHHUMOCTH H BO3MOXKHOCTH BHEJ[DEHHS B
06pa3oBaTeNbHYIO Cpefy.

Biusiane (Impact). IToteHunansaas noms3a
IUISL yYaIIUXCs, Iearoros U
00pa3oBaTeNbHBIX OpraHHU3alIMii.
KomaHaHas pa6oTa u npesenTanus.
CnaxeHHOCTb, ICHOCTB H3JIOKEHHS H
yOEIUTEIBHOCTD BBICTYTUICHHS KOMAH/IBI.

6. Evaluation Criteria
Projects will be evaluated according to:

e Relevance: how well the project aligns
with the theme of digital transformation
in education;

» Innovation: originality and creativity of
the solution;

» Feasibility: practical applicability and
potential implementation;

+ Impact: educational and social benefits
of the project;

¢ Teamwork and Presentation:
collaboration, clarity, and persuasiveness
of delivery.

7. ¥YiibIMAACTBIPY TIPTiOi

e Y3aKTheirel: 48 carar
o KarsicymsuiapMeH Taxkipnoerti
MEHTOPJIap XYMEIC icTeiii.
o barnapnamana:
o MacTep-KIacTap;
o xo6anapas! Kopray (Pitching);

7. Yc/10BHS M OpraHu3amnus

ITpomomkuTensHOCT: 48 waca (BKIIOYas
NIOATOTOBKY H pHHANBHYO 3aIMUTY).
Komanzp! paboTaroT mo pykoBoJCTBOM
meHnTopoB u3 coep IT, oGpasosanus u
OuzHeca.
B nmporpamMme npeycMOTpeHBI:

o MacTep-KJIacChl H KOHCYIIBTALHH;

7. Format and Organization

e Duration: 48 hours
 Mentors from IT, education, and business
fields will support participants.
¢ Program includes:
o Workshops and mentoring;
o Pitch session before the Jjury;
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o JKeHIMIIa3[ap/ibl Mapanarray.

0 TMTYHHT OPOEKTOB Nepe XKIOPH;
o HarpaxueHue nobenutencH.

o Awards ceremony.

8. HoTHokeiep MeH MapanaTrap

JKeniMmnasaap aHBIKTAIBII, ONapABLIH
xo6anapel DigiEduHack Global
JIeHreHiHae YCHHBUIAMBI;

Bapneik kateicymsuiapra DigiEduHack
cepTHUKATTapBI Oepinen;

EH y3IiK KOMaHIanapra MeHTOPJIBIK
JKIHe CepIKTeCTiK KoJIay KepceTine/.

8. PesynbTaThl H MOOLUIPEHHE

[To uToram xakaToHa:

GymyT ONpeneeHb! nobe HTeH, YbU
npoekTsl npeacTaBaT Aqtobe Hub xa
rnobamsHoM yposHe DigiEduHack;
BCEM YYaCTHHKaM OyIyT BbLIaHBI
cepruduxarsl DigiEduHack;
JydIIKe UAEH MOydaT MEHTOPCKYI0 H
NAPTHEPCKYIO MOMIEPHKKY IS
JanbHEHINEero pasBUTHA.

8. Results and Recognition f

Winning teams will represent Aqtobe
Hub at the DigiEduHack Global level;
All participants receive official
DigiEduHack Certificates;

The best ideas may receive mentorship
and partnership support for further
development.

Axte6e xanackl 6oipmma JJKK «ATID»
(GHIHANTBIHBIH JHPEKTOPEI

Acanosa 3.X.
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