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Abstract. This paper highlights the didactic potential of an educational hackathon
as an innovative form of organizing learning interaction within the context of
digital transformation 1in education. The role of the hackathon “EduVision:
Infographics That Teach” is substantiated as an educational and innovative
platform for fostering visual thinking, information literacy, and skills in
educational content creation. The organizational model of the event, which
integrates project-based, research-oriented, and collaborative activities and
promotes the development of learners’ analytical, communicative, and creative
competences, 1s examined. Particular attention is paid to the career guidance
potential of the hackathon and its significance for strengthening educational
partnerships among general secondary, professional pre-tertiary, and higher
education institutions within a stakeholder-oriented approach. The role of digital
tools in creating an integrated educational environment and in modernizing the
educational process is also emphasized.
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In the context of the digital transformation of education,
developing learners’ ability to work with large volumes of
information, critically analyze 1it, and present it in a
structured and visually accessible form becomes increasingly
important. In this regard, educational hackathons represent
an effective and innovative format of educational interaction
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that integrates project-based, research-oriented, and
collaborative learning activities.

Hackathons are considered one of the most effective and
engaging formats of educational events that foster the
development of project and research competences among school
pupils, students, and educators within contemporary
educational environments. As an innovative form of organizing
the educational process, a hackathon encourages the search
for new pedagogical approaches, enhances communication among
participants, and contributes to the expansion of educational
partnerships in the implementation of project initiatives
(Nehrub, Bonchuk, Nehrub, 2025).

The educational hackathon «EduVision: Infographics That
Teach» implemented within the framework of the «Winter School
of Educational Consulting» of the Department of Pedagogical
Skills and Management named after I. A. Ziaziun at
V. G. Korolenko Poltava National Pedagogical University, 1is
primarily aimed at developing visual thinking, information
literacy, and educational content creation skills among 1lth-
grade students and students of professional pre-tertiary
education institutions.

The content component of the hackathon involves training
participants in methods of transforming complex educational
topics into visual models (infographics, diagrams, charts,
mind maps), which contributes to a deeper understanding of
the material, systematization of knowledge, and the
development of analytical thinking. The organizational model
of the hackathon is based on teamwork, <fostering the
development of communication skills, the ability to
collaborate, distribute roles, make Jjoint decisions, and
assume responsibility for the final outcome. At the same time,
participants’ engagement in creating educational infographics
promotes the integration of analytical, design, and creative
competences, forming an interdisciplinary approach to working
with information in a digital environment.

In general, from a didactic point of view, the educational
hackathon «EduVision: Infographics that Teach» should be
considered an innovative pedagogical technology that combines
elements of emotional and creative education, project-based
learning, and visual analytics, contributing to the
modernization of the educational process and increasing the
motivation of students to learn.

Experience shows that the educational hackathon
“EduVision: Infographics that Teach” held on February 3, 2026,
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took on an inter-level and inter-subject character, as it
brought together — the Padlet virtual board and Zoom wvideo
room — schoolchildren, college students, and teachers
(Figs. 1, 2). This format of interaction contributed to the
creation of an integrated educational environment in which
the experience, knowledge, and professional positions of the
participants complemented each other.
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Figure 1
Virtual hackathon board

The hackathon included elements of educational
consulting: teachers and lecturers provided methodological
support to school and university students, helping them
develop their project, analytical, and presentation skills.
At the same time, students had the opportunity to receive
feedback on their ideas, which improved the quality of their
educational products.
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Figure 2
Zoom video room for the hackathon
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The event stimulated the development of partnerships
between general secondary and pre-higher vocational education
institutions, as well as Dbetween educators at different
levels, which created the conditions for further cooperation
within Jjoint educational projects. At the same time, the
hackathon served an important career guidance function, as
participants had the opportunity to learn about possible areas
of study and professional activities related to design,
analytics, pedagogy, and digital technologies in education.

It should be emphasized that the organization of the event
reflected the implementation of a stakeholder approach in
education, as key stakeholders were involved in the
interaction: universities, colleges, schools, and the
pedagogical community. This contributed to the coordination
of educational needs, expectations, and resources of various
actors in the educational process.
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