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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: Hi Cronos
	Challenge addressed: Digital Citizenship: Skills and knowledge for the common good
	Team name: Team 23
	Challenge category: Well - being in digital education
	Solution description: Product: HICRONOS is a time management and self-awareness app designed for higher education students.
- Elements and Technologies: Self-assessment questionnaires, goal planning, progress statistics, and personalized tips.
- Objective: To promote digital wellbeing and responsible engagement, preparing students for an ethical digital environment.

Implementation Plan:
  - Phase 1: Prototype with basic self-awareness functions.
  - Phase 2: Implementation of personalized feedback and usage statistics.
  - Phase 3: Expansion with AI modules for advanced personalization.
- Potential Barriers: Initial user mistrust and the need for continuous adaptation to their needs.

Success Measurement: Success will be measured by the number of active users, goal achievement levels, and user satisfaction as reflected in feedback surveys.
 
video: https://youtu.be/VDcg1a3noFY?si=NN0LDIPTy3qZdKw3
 
prototype: https://www.figma.com/design/YrBfhEDP1ev8Q1IXCmLRBg/Hi-Cronos?node-id=0-1&t=3QhdfxdO7scmNQvt-1
	Target grop: The target audience consists of higher education students who seek to improve their time management and develop self-awareness skills in a digital environment. This solution is relevant because it provides them with the necessary tools to manage their academic and personal activities in an ethical and efficient way. To engage them, the app uses an intuitive self-assessment process, personalized goals, and progress statistics, maintaining commitment and adapting to their specific needs.
	Context: HICRONOS redefines wellbeing in digital education, empowering students with tools that promote self-awareness and effective time management. This app not only facilitates organization but also encourages active reflection on habits and decisions, addressing current and future challenges such as digital overload and the lack of self-management skills. Additionally, HICRONOS generates a positive social impact by being inclusive and accessible to diverse communities, equipping students to engage ethically and consciously in the digital environment. With an innovative approach, it helps users plan and achieve their goals while fostering responsible education and a sense of personal wellbeing.
	Impact: HICRONOS aligns with the theme of Wellbeing in Digital Education by providing a tool that fosters self-awareness and time management among university students. The app has the potential to transform study and planning practices, promoting a more ethical and responsible digital education. In addition to enhancing the user’s personal experience, HICRONOS addresses emerging issues in digital education, such as information overload and the lack of self-management skills in virtual environments. On a social and environmental level, HICRONOS shapes ethical and responsible users, promoting inclusive and accessible practices for everyone, including vulnerable communities. Its adaptable design allows for personalized support that meets diverse needs, generating a positive impact both on the individual and on the social context, promoting a conscious and sustainable use of technology.
	Describe it in a tweet: Improves everyday only 1% #ConstantImprovement #DigitalWellbeing #TimeManagement
	Innovativeness: HICRONOS stands out from other productivity applications by integrating self-awareness with time management tools in a single platform aimed at higher education. Through a focus on ethical and responsible digital engagement, the app enables students not only to plan and achieve goals but also to deeply reflect on their personal progress and continuously adjust their strategies. Additionally, it personalizes each user’s experience through an initial self-assessment process and adaptive feedback, providing tailored recommendations based on individual work styles and priorities. This solution is unique because it not only optimizes time but also fosters holistic development by promoting self-management skills, digital ethics, and goal planning in the short, medium, and long term.
	Transferability: HICRONOS's functionality is adaptable to other educational contexts, such as professional training programs or even companies seeking to foster self-awareness and effective planning among their employees. It could also be implemented at the secondary level to prepare young people with time management skills and digital responsibility before entering higher education.
	Sustainability: Once the prototype is created, the plan is to implement periodic updates that include new self-awareness questions and more advanced progress analysis modules. In the medium term, the integration of AI tools will be evaluated to offer even more personalized recommendations. In the long term, the goal is to expand the platform to other educational levels and contexts, making it an essential tool in responsible and sustainable digital education.
	Team work: Our team combines complementary skills that ensure the success of HICRONOS. Maria Fernanda, Maria Paula and Bryan, software engineering students, bring technical expertise in development, design, and user experience, essential for creating a functional and engaging app. Tessy, a law student and economics graduate, contributes an ethical, legal, and economic perspective, ensuring accessibility and responsibility in the project. Sergio, as a mentor, provides experience and strategic vision, guiding us in the project’s feasibility and impact.

Our commitment and dedication have been reflected in constant communication and effective collaboration, allowing us to creatively tackle challenges and leverage our skills synergistically. We plan to continue working together, as this combination of talents and motivation enables us to develop innovative solutions with a high impact on digital education.
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