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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 2025 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)


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: The application can be used in various educational fields and learning environments because micro-learning, motivation, and focus enhancement are universal needs.
It is also useful for students with disabilities, offering structured support, simplified content, and accessible learning formats. reading function for the visually impaired for easier learning
This makes the target group broader than university students alone

	DIGIEDUHACK SOLUTION CANVAS: Cogniteam
	Title of the solution: UniFlow
	Challenge addressed: procrastination, lack of motivation
	Challenge category: Well-being in Digital Education
	Others please specify: higher education students
	fill_7: Our solution is innovative because it integrates behavior-aware notifications, micro-learning, and automated note-generation into one unified system tailored specifically to university students.
Unlike most productivity apps, ours reacts to real behavioral patterns (e.g., excessive social media scrolling) and intervenes at the right moment.
It also offers push-based micro-learning, automated summaries, and knowledge checks, which help transfer information into long-term memory.
The social-media-based “nudge” system offers a unique, practical advantage over existing study apps.
	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: Our solution is a mobile application designed to address university students’ lack of motivation and tendency to procrastinate. The app helps students return to focused study by detecting when they spend too much time on social media and sending timely push notifications that nudge them back to learning.

The platform combines motivational reminders with micro-learning techniques to make studying easier and more effective. It transforms audio recordings and written notes into concise summaries and automatically generates short quizzes to reinforce understanding. Learning material is broken down into 5-minute segments, making it manageable and helping students store information in long-term memory.

This application enhances digital education by promoting healthier study habits, reducing distraction, and increasing learning consistency. Success can be measured through reduced time spent on distracting apps, increased study intervals, improved learning outcomes, and higher user satisfaction.
Required resourses: a programmer or a subscription to an ai app like figma or loveable.
	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: Our main target group is university students who struggle with concentration, motivation, and procrastination—specifically those who spend significant time on social media.
The app helps them stay focused, learn more efficiently, and develop healthier digital habits. We will reach this audience through university partnerships, student communities, and targeted online advertising.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: The solution can be applied across multiple educational fields because problems like distraction, procrastination, and difficulty staying focused affect learners in all disciplines. The app’s micro-learning modules, automated summaries, and motivational reminders can support students in any subject area.

It is also beneficial for learners with disabilities, as the short, structured learning segments and clear summaries make studying more accessible. This adaptability allows the solution to be used not only in higher education but also in schools, professional training, and lifelong learning environments.
	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: Future development includes integrating AI-driven personalization, expanding micro-learning modules, and strengthening partnerships with universities.
In the mid-term, the app can be scaled to other educational levels or professional training environments.
Long-term, the goal is to become a widely used digital companion that supports lifelong learning
	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: Currently, many students struggle with stress, procrastination, and digital distractions.
Our solution responds to the DigiEduHack 2025 theme by addressing mental barriers to learning and helping students build sustainable study habits.
It ensures students are not avoiding studying anymore and supports their well-being through balanced, manageable learning routines.
	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: The solution will catalyze positive change by helping students develop stronger focus and healthier study habits.
At the educational level, it encourages consistent learning, which improves student performance and reduces dropout rates.
By making learning more accessible and less overwhelming, the app empowers users to feel capable and motivated—leading to long-term academic and personal benefits.
	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: We are also university students we meet everyday with the target group, and we have a lot of ideas and knowledge from our teacher because learn science proved information and we are in a young age thats why we are creative
Together, we can develop, test, and refine a solution that meets students’ real needs.
We plan to continue working as a team beyond the hackathon to bring the app to full implementation.



