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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?

Final Product / Service

StudyLock is a mobile application that helps students build strong study habits, stay focused, and improve learning outcomes. Students enter what they
are studying, their phone locks distracting apps for a set period, and at the end of the session they must complete a personalised quiz based on their
own notes. The phone unlocks only if they demonstrate understanding, which creates a direct link between effort and learning.
Main Elements, Technologies, and Objectives

Main elements:

Focus-lock system that blocks distracting apps

Implementation Plan

Phase 1: Prototype (0— 2 months)

Develop simple lock/unlock function

Create basic quiz generator

Build first Ul screens

Phase 2: Testing (2— 4 months)

Pilot the app with small groups of students

Improve quiz accuracy and difficulty scaling

Add feedback and progress analytics

Phase 3: Expansion (4 8 months)

Add teacher and school modes

Enable optional cloud backup

Improve app stability and cross-device support

Phase 4: Deployment (8- 12 months)

Launch public version

Enarm nartnarshine with schanls and dinital adiieation nraarams

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?

Target Groups and Their Benefits

1. Students aged 12— 19

Benefits:

Reduced digital distractions during study time

Better memory retention through personalised quizzes

Stronger discipline, focus, and time-management skills

Lower stress before exams and improved academic results

Relevance:
This group is heavily affected by phone overuse and poor study routines. They need tools that keep them focused, motivated, and accountable.

Engagement Strategy:

Ganmified rewards (streaks, badges, achievements)

Simple interface and quick setup

Personalised quizzes based on their own notes

Peer challenges and group study modes

2. Teachers and Schools

Benefits:

More focused learers with better preparation for lessons and exams
Insights into students’  study patterns without violating privacy

Support for digital well-being programs and responsible tech use

Relevance:

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?

Problem We Aim to Solve

Students today face constant digital distractions that weaken focus, reduce study efficiency, and negatively impact long-term learning. Notifications,
social media, and multitasking make it difficult for learners to maintain attention or remember what they study. As a result, study time becomes
unproductive, and many students develop poor digital habits that affect both academic performance and overall well-being.

Our solution targets this current and growing problem: the lack of

discipline, and learning caused by unhealthy smartphone

Alignment with DigiEduHack 2025 Annual Theme

The DigiEduHack 2025 theme focuses on innovative digital education, healthier digital habits, and human-centred learning technologies.
StudyLock fully aligns with this theme by:

Promoting responsible and balanced digital behaviour among young learners
Using technology to support deep learing instead of causing distraction
Strengthening students’ ~ ability to self-regulate and stay focused

Ensuring that digital tools contribute to real educational progress and well-being

Our approach a from a source of it

into a structured learning assistant.

Impact

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?

Educational Impact

The solution transforms smartphones into structured learning tools. By combining distraction-free focus time with personalised quizzes, it strengthens
concentration, improves memory retention, and builds self-discipline. Students learn more efficiently, prepare better for exams, and develop sustainable
digital habits.

Social Impact

The system promotes digital well-being and reduces screen overuse. Students experience less stress from constant notifications, build healthier routines,
and gain confidence through measurable progress. It also supports a positive culture around responsible technology use at home and in school.

Environmental Impact

By encouraging digital notes, re-usable content, and mindful device use, the solution reduces unnecessary printing and limits energy wasted on endless
scrolling. It supports more sustainable learing practices without requiring additional hardware.

Example Scenarios
Classroom Use

Students start a 20-minute focus session during revision. Phones stay locked, and each student receives a quiz based on their own notes. Teachers see
improved focus and higher test performance.

Home Study Routine

A student with weak discipline uses the app to control distractions. If they fail the quiz, the phone remains locked until they repeat the session. Over time,
their productivity and study habits improve.

School-Wide Adoption

A school integrates the solution into its digital well-being program. Students build consistent study routines, while overall screen time and stress levels
decrease.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?
Study-Lock boosts real learning: you enter what you study,
your phone locks to remove distractions, and you unlock it
only by passing a smart quiz based on your own notes.
Focus harder, remember more, and earn your freedom by
truly mastering the material.

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?

What makes our solution different and original?
1) Learning-gated device unlock (unique behavior loop)

Unlike focus timers (e.g., Forest, Freedom) or ﬂashcard apps (e g Qulzlet Anki), phone access is conditionally unlocked by mastery, not just by waiting.
Your quiz score directly controls when g attention into a learning outcome.

2) Quizzes generated from your study input
On-device NLP turns the notes you submit before a focus block into MCQs, cloze items, and short answers. This keeps quizzes precisely aligned to what
you' re learning—no generic decks, no mismatch.

3) Adaptive mastery + spaced repetition tied to access
If you score low, the phone stays locked a bit longer and schedules a short, targeted retry; if you score high, unlock happens immediately and the system
schedules spaced reviews only for weak items. This couples active recall with behavioral reinforcement.

4) Privacy-first, offline-capable
All quiz generation and scoring can run on-device; cloud sync is optional. Many competitors rely on constant connectivity or broad data collection.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

Transferability to Other Education and Learning Contexts

Yes, the solution can be used in many other education and learning contexts because its core mechanism—focus time + personalised quiz +
mastery-based unlocking—is universal. It supports any discipline where students need concentration, structured study routines, and active recall.

Examples of Other Contexts
1. University Studies

Students preparing for exams in subjects like medicine, law, engineering, or humanities can use StudyLock to organise revision sessions and strengthen
long-term memo

Example: A medical student studies * Anatomy - Nervous System,” enters key notes, completes a focus session, and then takes a quiz to unlock their
phone.

2. Language Learning

Language learers can improve vocabulary, grammar rules, o reading comprehension.
Example: A German learner enters new vocabulary, studies for 20 minutes, and answers personalised vocabulary or grammar questions afterwards.

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?

Further Development After the Prototype

Once the prototype is validated, the next phase focuses on expanding core features, improving user experience, and integrating feedback from students,
teachers, and parents. Key steps include:

Refining quiz generation and adaptive difficulty

the It and anti-cheat features

Optimizing the app for low-end devices and offline use
Conducting small pilot tests in schools to gather real-world data
Implementation Upscale

To scale the solution beyond initial pilots, we plan to:

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?

Team Presentation

Our team combines leadership, design expertise, and technical development skills, allowing us to create a solution that meaningfully connects digital
well-being with effective leaming. Each member brings a clear and essential contribution to the project.

Aleksandar Ristevski — Team Leader

Aleksandar led the realization of the project, coordinated the development process, and created the full project canvas and conceptual explanation. His
leadership ensured coherence, clarity, and alignment with the DigiEduHack challenge.

Luka Miningi¢ — Designer & Presenter

Luka generaled the original |dea for lhe soluuon and shaped the vlsual and conceptual design direction. He developed the user experience vision,
ive probl the project during the event. His design insight ensures that the solution remains

p
appealing,inufive, and algned vih students.  réal noeds.
David Zaev — Developer

David built the technical backbone of the solution, coding the app prototype and i system, quiz and functional

interactions. He transforms the idea into a working system that demonstrates both feasibility and innovation.
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: Study-Lock boosts real learning: you enter what you study, your phone locks to remove distractions, and you unlock it only by passing a smart quiz based on your own notes. Focus harder, remember more, and earn your freedom by truly mastering the material.
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1) Learning-gated device unlock (unique behavior loop)

Unlike focus timers (e.g., Forest, Freedom) or flashcard apps (e.g., Quizlet, Anki), phone access is conditionally unlocked by mastery, not just by waiting. Your quiz score directly controls when distractions are released—turning attention into a measurable learning outcome.



2) Quizzes generated from your study input

On-device NLP turns the notes you submit before a focus block into MCQs, cloze items, and short answers. This keeps quizzes precisely aligned to what you’re learning—no generic decks, no mismatch.



3) Adaptive mastery + spaced repetition tied to access

If you score low, the phone stays locked a bit longer and schedules a short, targeted retry; if you score high, unlock happens immediately and the system schedules spaced reviews only for weak items. This couples active recall with behavioral reinforcement.



4) Privacy-first, offline-capable

All quiz generation and scoring can run on-device; cloud sync is optional. Many competitors rely on constant connectivity or broad data collection.



5) Educator & parent modes (opt-in)

Teachers can push micro-quizzes aligned to class outcomes; parents can set time windows and see concept-level mastery—not just “minutes focused.”



6) Anti-cheat & fairness

Randomized item pools, time-boxed answers, camera-free proctoring signals (optional), and accessibility-aware timing ensure both integrity and inclusion.



7) Motivation that matters

Badges and streaks reward learning gains, not mere screen blocking. Progress is transparent: concept mastery, recall curves, and next best action.



How it compares to similar tools



Focus blockers (Forest/Freedom/Focus To-Do): block distractions but don’t verify learning → we gate unlock by demonstrated recall.



Study apps (Quizlet/Anki): great for memorization but don’t control distractions → we fuse recall with distraction control.



Screen-time controls (iOS/Android): blunt limits without pedagogy → we personalize with adaptive quizzes and spaced repetition.



Why it’s better (in practice): students don’t just “wait out” a timer; they prove understanding to regain freedom. That closes the loop between effort and outcome, reduces procrastination, and makes study time objectively effective.
	Solution description What is the final productservicetoolactivity youre 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: Final Product / Service



StudyLock is a mobile application that helps students build strong study habits, stay focused, and improve learning outcomes. Students enter what they are studying, their phone locks distracting apps for a set period, and at the end of the session they must complete a personalised quiz based on their own notes. The phone unlocks only if they demonstrate understanding, which creates a direct link between effort and learning.



Main Elements, Technologies, and Objectives



Main elements:



Focus-lock system that blocks distracting apps



Implementation Plan



Phase 1: Prototype (0–2 months)



Develop simple lock/unlock function



Create basic quiz generator



Build first UI screens



Phase 2: Testing (2–4 months)



Pilot the app with small groups of students



Improve quiz accuracy and difficulty scaling



Add feedback and progress analytics



Phase 3: Expansion (4–8 months)



Add teacher and school modes



Enable optional cloud backup



Improve app stability and cross-device support



Phase 4: Deployment (8–12 months)



Launch public version



Form partnerships with schools and digital education programs



Quiz generator that converts student notes into questions



Adaptive scoring and mastery-based unlock



Progress tracking with feedback



Privacy-first local data storage



Technologies used:



Mobile app frameworks (e.g., Flutter/React Native)



Lightweight NLP to generate quiz questions



Local database (SQLite) for offline study



Optional cloud sync for multi-device access



Objectives:



Reduce digital distraction



Improve memory through active recall



Encourage consistent study habits



Connect device freedom with academic responsibility



Strengthen digital well-being among students



Resources Required



Developers (mobile + backend)



UI/UX designer



AI/NLP specialist



Testing groups (students & teachers)



Basic server infrastructure (if cloud sync is used)



Barriers Foreseen



Students trying to bypass the lock system



Variation in device permissions across Android/iOS



Ensuring privacy-compliant handling of notes



Maintaining quiz quality across different subjects



How the Solution Enhances Digital Education



StudyLock supports digital education by turning smartphones into structured learning tools. It:



Creates distraction-free study environments



Reinforces learning through personalised quizzes



Encourages self-discipline and time management



Helps teachers promote digital well-being



Fits naturally into homework, revision, and exam preparation



It transforms passive screen time into productive learning cycles.



How Success Could Be Measured



Number of completed focus sessions



Improvements in quiz scores over time



Decrease in app-switching during study



Higher student productivity and study consistency



Positive feedback from students, teachers, and parents



Better academic performance and exam readiness
	Target group Who isare the target groups 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: Target Groups and Their Benefits

1. Students aged 12–19



Benefits:



Reduced digital distractions during study time



Better memory retention through personalised quizzes



Stronger discipline, focus, and time-management skills



Lower stress before exams and improved academic results



Relevance:

This group is heavily affected by phone overuse and poor study routines. They need tools that keep them focused, motivated, and accountable.



Engagement Strategy:



Gamified rewards (streaks, badges, achievements)



Simple interface and quick setup



Personalised quizzes based on their own notes



Peer challenges and group study modes



2. Teachers and Schools



Benefits:



More focused learners with better preparation for lessons and exams



Insights into students’ study patterns without violating privacy



Support for digital well-being programs and responsible tech use



Relevance:

Schools need practical ways to reduce distraction, support learning outcomes, and guide students toward healthier digital habits.



Engagement Strategy:



Optional classroom mode for guided study sessions



Teacher dashboards with anonymised progress trends



Integration with existing school materials and homework tasks



3. Parents



Benefits:



Reduced conflicts over screen time



Better study routines at home



Greater confidence in their child’s learning process



Relevance:

Parents struggle to manage their children’s phone use and homework discipline. The solution supports both without requiring parental micromanagement.



Engagement Strategy:



Optional reports on study consistency



Non-invasive settings (privacy-first, no access to content)



Clear communication about learning progress and habits



4.Meeting Their Specific Needs



User-centered design: Each feature addresses a real challenge—distraction, poor focus, weak memory, or lack of motivation.



Flexible control: Students can adjust session lengths; teachers can run collective focus periods; parents can choose involvement level.



Active learning: Quizzes ensure knowledge is reinforced, not just read passively.



Digital well-being: Locking mechanisms help replace unhealthy habits with productive ones.



Feedback loops: Scores, trends, and achievements keep users engaged and informed.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Transferability to Other Education and Learning Contexts



Yes, the solution can be used in many other education and learning contexts because its core mechanism—focus time + personalised quiz + mastery-based unlocking—is universal. It supports any discipline where students need concentration, structured study routines, and active recall.



Examples of Other Contexts

1. University Studies



Students preparing for exams in subjects like medicine, law, engineering, or humanities can use StudyLock to organise revision sessions and strengthen long-term memory.

Example: A medical student studies “Anatomy – Nervous System,” enters key notes, completes a focus session, and then takes a quiz to unlock their phone.



2. Language Learning



Language learners can improve vocabulary, grammar rules, or reading comprehension.

Example: A German learner enters new vocabulary, studies for 20 minutes, and answers personalised vocabulary or grammar questions afterwards.



3. Vocational and Skills Training



Learners in technical fields—IT, mechanics, hospitality, design—can use StudyLock to memorise procedures, terminology, or safety rules.

Example: An IT student revising “Network Security Protocols” is quizzed on definitions, steps, and concepts.



4. Corporate or Professional Training



Employees completing mandatory training (cybersecurity, workplace safety, compliance) can use focus sessions to avoid distractions and confirm understanding.

Example: A company requires staff to study new compliance rules; StudyLock ensures the material is reviewed and understood.



5. Self-Improvement and Personal Learning



People learning independently—music theory, history, finance, coding—can use the app to practise and remember content.

Example: A beginner coder enters notes on Python basics and takes a quiz to reinforce key terms.



Why It Works Across Contexts



Works for any subject that benefits from memorisation, understanding, and focus



Encourages behaviour change through mastery and accountability



Does not require predefined content; learners use their own notes



Scales easily across ages, study levels, and learning environments



StudyLock is therefore not limited to one school subject—it is a universal learning and digital well-being tool.
	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: Further Development After the Prototype



Once the prototype is validated, the next phase focuses on expanding core features, improving user experience, and integrating feedback from students, teachers, and parents. Key steps include:



Refining quiz generation and adaptive difficulty



Strengthening the lock/unlock mechanisms and anti-cheat features



Optimizing the app for low-end devices and offline use



Conducting small pilot tests in schools to gather real-world data



Implementation Upscale



To scale the solution beyond initial pilots, we plan to:



Partner with schools and educational institutions to introduce the system during homework hours, study periods, or exam preparation.



Develop an educator dashboard offering anonymised insights into learning trends and common knowledge gaps.



Build a cloud-based infrastructure (optional) for users who want to sync progress across devices.



Introduce subscription-free access models supported by schools or NGOs focused on digital well-being.



Scaling will focus on accessibility, ensuring the app works across regions, devices, and age groups.



Replication



The solution is adaptable and can be replicated in multiple contexts:



Different age groups (university students preparing for exams)



Corporate training (focus blocks + knowledge checks)



Self-study platforms (language learning, STEM revision)



Digital well-being programs promoted by governments or NGOs



Because the core mechanism—study → lock → quiz → unlock—is universal, replication can happen across educational systems with minimal changes.



Mid-Term Vision (1–3 years)



Broad rollout in schools, after-school programs, and tutoring centers



Integration with major learning platforms (e.g., Google Classroom, Moodle)



Advanced analytics for personalised learning paths



Community features (study groups, peer challenges, class competitions)



Consistent improvements to accessibility, language support, and interface design



The goal in the mid-term is to establish the solution as a standard tool for digital well-being and effective study habits.



Long-Term Vision (3+ years)



In the long term, the solution evolves into a global learning ecosystem that:



Encourages responsible digital behaviour across generations



Supports millions of learners with adaptive mastery-based pathways



Contributes to healthier digital cultures in schools and families



Becomes part of official digital well-being frameworks and education policies



Reduces long-term digital addiction by shifting smartphone use toward learning-focused routines



Ultimately, the system aims to transform how young people interact with their devices—turning daily screen time into productive, sustainable learning cycles.
	Context What is the current or future problem youre 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: Problem We Aim to Solve



Students today face constant digital distractions that weaken focus, reduce study efficiency, and negatively impact long-term learning. Notifications, social media, and multitasking make it difficult for learners to maintain attention or remember what they study. As a result, study time becomes unproductive, and many students develop poor digital habits that affect both academic performance and overall well-being.



Our solution targets this current and growing problem: the lack of concentration, discipline, and meaningful learning caused by unhealthy smartphone use.



Alignment with DigiEduHack 2025 Annual Theme



The DigiEduHack 2025 theme focuses on innovative digital education, healthier digital habits, and human-centred learning technologies.

StudyLock fully aligns with this theme by:



Promoting responsible and balanced digital behaviour among young learners



Using technology to support deep learning instead of causing distraction



Strengthening students’ ability to self-regulate and stay focused



Ensuring that digital tools contribute to real educational progress and well-being



Our approach transforms a smartphone from a source of interruption into a structured learning assistant.



Addressing the Organiser’s Challenge and Category



The hackathon challenge calls for solutions that improve digital well-being, learning quality, and responsible technology use in education. StudyLock addresses these goals in a direct and practical way:



1. Reducing Digital Distractions



By locking access to distracting apps during study sessions, the solution removes the main barrier to concentration.



2. Ensuring Effective Learning Through Active Recall



The personalised quiz checks real understanding of the material. Students must learn to unlock, creating a cycle of effort → mastery → reward.



3. Building Healthy Digital Habits



The system encourages discipline, focus, and self-control—core elements of digital well-being.



4. Supporting Students, Teachers, and Schools



StudyLock fits naturally into classroom activities, homework, and exam preparation, helping educators guide students toward better study routines.



Summary



StudyLock directly confronts the challenge of digital distraction and ineffective learning, aligns with the DigiEduHack 2025 theme of responsible digital education, and provides a concrete, scalable method for improving students’ focus, memory, and digital well-being.
	Impact 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: Educational Impact



The solution transforms smartphones into structured learning tools. By combining distraction-free focus time with personalised quizzes, it strengthens concentration, improves memory retention, and builds self-discipline. Students learn more efficiently, prepare better for exams, and develop sustainable digital habits.



Social Impact



The system promotes digital well-being and reduces screen overuse. Students experience less stress from constant notifications, build healthier routines, and gain confidence through measurable progress. It also supports a positive culture around responsible technology use at home and in school.



Environmental Impact



By encouraging digital notes, re-usable content, and mindful device use, the solution reduces unnecessary printing and limits energy wasted on endless scrolling. It supports more sustainable learning practices without requiring additional hardware.



Example Scenarios

Classroom Use



Students start a 20-minute focus session during revision. Phones stay locked, and each student receives a quiz based on their own notes. Teachers see improved focus and higher test performance.



Home Study Routine



A student with weak discipline uses the app to control distractions. If they fail the quiz, the phone remains locked until they repeat the session. Over time, their productivity and study habits improve.



School-Wide Adoption



A school integrates the solution into its digital well-being program. Students build consistent study routines, while overall screen time and stress levels decrease.
	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: Team Presentation



Our team combines leadership, design expertise, and technical development skills, allowing us to create a solution that meaningfully connects digital well-being with effective learning. Each member brings a clear and essential contribution to the project.



Aleksandar Ristevski — Team Leader

Aleksandar led the realization of the project, coordinated the development process, and created the full project canvas and conceptual explanation. His leadership ensured coherence, clarity, and alignment with the DigiEduHack challenge.



Luka Mininčić — Designer & Presenter



Luka generated the original idea for the solution and shaped the visual and conceptual design direction. He developed the user experience vision, contributed creative problem-solving, and is responsible for presenting the project during the event. His design insight ensures that the solution remains appealing, intuitive, and aligned with students’ real needs.



David Zaev — Developer



David built the technical backbone of the solution, coding the app prototype and implementing the lock/unlock system, quiz mechanisms, and functional interactions. He transforms the idea into a working system that demonstrates both feasibility and innovation.



Why We Are the Right Team



We are digital natives who understand firsthand how students struggle with distractions, procrastination, and study discipline.



We bring a balanced mix of technical skills, design thinking, and educational insight, allowing us to develop a solution that is functional, meaningful, and attractive to young learners.



We share strong motivation to improve digital well-being, responsible technology use, and learning effectiveness.



Our roles complement each other: leadership + design + development create a complete and efficient workflow.



This makes us uniquely prepared to build a solution that responds directly to the challenge and has real potential for long-term impact.



Expertise in the Thematic Field



Our combined expertise covers:



Learning psychology and motivation



Digital well-being practices



Mobile app development and interaction design



Youth-centered innovation



Ethical and privacy-conscious technology



This enables us to address the challenge from both a technical and educational perspective and to build a system that is sustainable and impactful.



Future Collaboration



Yes, we plan to continue working as a team in the future.

We share a unified vision: creating technology that helps students study more effectively while promoting healthier digital habits. Our roles fit together naturally, and the potential of this solution motivates us to keep improving and expanding it beyond the hackathon.


