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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: Focusy
	Challenge addressed: Digital Citizenship: Skills and Knowledge for the Common Good
	Team name: Focusy
	Challenge category: Well - being in digital education
	Solution description: Description:
Focusy is a mobile application that promotes digital well-being in the classroom, addressing three key issues: unscheduled breaks, fear of asking questions, and irresponsible technology use.

Elements and Technologies:

@Controlled break system
@Anonymous question functionality and verification
@Technology usage monitoring
@Reward system

Strategic Plan:
  -Define objectives, scope, and adoption strategies.

App Development:
   -Develop, design, and conduct internal testing of key features.

Pilot:
   -Implement in a small group of schools, gather feedback,  and make adjustments.

Scalability:
   -Integrate improvements and expand deployment to more educational institutions, with ongoing support.

Resources: Design, development, and testing teams.

Barriers: Resistance to change, integration with existing platforms.

Improvement in Digital Education: Focusy reduces distractions, increases participation, and promotes responsible digital habits.

Measuring Success: Through quantitative metrics that show improvements in participation, academic performance, and user satisfaction.
	Target grop: Focusy is aimed at students and teachers. Students will improve focus, ask questions anonymously, and have scheduled breaks for responsible tech use. Teachers can encourage more participation and manage tech usage in the classroom.

It's relevant because it addresses issues like fear of asking questions, lack of breaks, and tech misuse. It engages groups through surveys, training, and gamification to meet their needs.
	Context: The problem we aim to solve is the lack of adequate time management and digital distractions in the classroom, which impact students concentration, participation, and digital well-being.

Focusy aligns with the DigiEduHack 2024 theme, "Transforming Digital Education," by promoting responsible technology use, optimizing learning time with controlled breaks, and reducing student anxiety through anonymous questions.

The solution addresses the hackathon challenge by fostering digital well-being, balancing technology use with learning, and creating a more participative and healthy classroom environment, fitting perfectly within the "Inclusive and Accessible Education" category.
	Impact: Focusy catalyzes change in education by fostering digital awareness, helping students use technology in a more responsible and balanced way.

Social Impacts:

-Promotes responsible technology use, reducing distractions and device overuse.

-Enhances digital health by encouraging scheduled breaks and mindful tech usage.

Example: Students learn to manage their online time, balancing study and rest while becoming more aware of how technology impacts their well-being.
	Describe it in a tweet: "With Focusy, keep your classroom focused! 🎯 Manage breaks, encourage anonymous questions, and fight distractions. 💻💡 More responsible, efficient, and fun digital education. Develop healthy habits for uninterrupted learning! 🌟📲"
	Innovativeness: Focusy stands out for its comprehensive approach to digital education. Unlike apps like Forest, which only promote focus, or Classcraft, which gamifies learning, Focusy combines controlled breaks, anonymous questions, passive monitoring, and rewards all in one platform. This enables not only optimized study time but also reduces anxiety and encourages responsible tech use, providing a more complete and personalized classroom solution.
	Transferability: Yes, Focusy can be adapted for university education, professional training, and online courses, helping to manage time, reduce distractions, and encourage active participation, improving focus and digital well-being across various disciplines.







	Sustainability: As virtual education and online classes continue to grow, Focusy adapts to these trends, evolving to integrate more seamlessly with digital platforms and online learning tools. With each advancement in virtual learning, Focusy will offer new features to enhance time management, digital well-being, and engagement in virtual educational environments. This evolution ensures that the solution remains relevant and effective now and into the future, supporting students as they transition to increasingly digitalized learning.







	Team work: We are two Business Management Engineers and one Software Engineer, combining technical and strategic skills to develop and position the app. We believe 100% in the idea and are the perfect team thanks to our passion for this innovative solution.
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