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How would you describe your solution in a short catchy way with maximum 280
characters?

#EduKate is an Al-powered study app that helps students improve their study
habits, track progress, and access personalized quizzes & flashcards. Come jain
us for better learning!

Team name: | StudyBudy

Challenge category: I Emerging Technologies for education

D Higher Education Students
D Teachers

Background of the team:

(multiple selections pessible in case

D Researchers
D Primary School Students

D Professionals
|:| Secondary School Students

What makes your solution different and original? Are there similar solutions or
approaches currently available or implemented by education sector practitioners?
If s0, why and to what extent is your solution better?
Our app is designed with high school and university students in mind, offering
customizable features to suit different learning styles and preferences. While other apps
exist to help students stay focused, our app goes further by integrating proven study

of mixed teams) [ others (please specify) |

Solution description Target group

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

ould its success be measured?

Study ~focused app designed to enhance the eﬂ\clency and effectiveness of learning
sessions for students. This app i i proven study i such
as pomodoro, active recall, and Al-generated quizzes to offer a more halistic and
structured approach to studying. The app is gamified to increase motivation and
‘engagement, rewarding users with badges and achievements when they complete
multiple study sessions successfully.

Its main elements are scientifically proven study technigues that help students
maximize their learning potential and retain information more effectively.

Implementation: Develop database and core features: pamodoro timer, active recall
interface as flash cards, basic quiz generation, and one on one tutoring with Kate our
educative Al. An eventual barrier can be the prize of tokens when using Al.

Our app enhances digital education by providing tools for personalized, science-backed
study sessions that improve retention and engagement. The integration of Al adds a
unigue layer of adaptability and nat only supports academic performance but also
fosters self-dirested learning and autonomy, empowering students to take control of
their educational journey.

Track how many users actively use the app daily or weekly. Higher engagement
‘suggests that students find the app valuable and are integrating it into their study
routines.

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 categary?

Students are not achieving optimal educational outcomes because they rely on
ineffective study techniques, lack guidance in proven methads for learning, and
experience significant stress and anxiety around their studies. A survey showed
that B0% of students reported they had never been taught study techniques.

Our solution directly tackles the challenge posed by the hackathon by leveraging
disruptive, emerging technalogies to transform the way students approach
studying. By integrating Al-driven personalized quizzes, evidence-based study
techniques like pomadoro and active recall, our app provides a holistic and
structured approach to learning that enhances focus, retention, and engagement,

Who isfare 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
50 you fully meet their specific needs?

The target group for this learning app would primarily be students at various levels of
education, ranging from high scheol to university. It could alse extend to lifelong
learners seeking to acquire new skills o knowledge The app is highly relevant to
students because it provides a ized and i learning

tailored to individual needs. By offering tools like quizzes, flashcards, and chat
messaging, it helps students focus an areas where they need the most improvement,
making learning more efficient. The app encourages active learning through proven
techniques such as spaced repetition and active recall, which enhances retention
and understanding. With flexible, self-paced leaming, it fits into students’ busy
schedules and supports exam preparation by offering practice quizzes and progress
tracking, helping students gauge their readiness.

To engage these groups the app will i teedback
from users to adapt and improve over time. It will offer a variety of content types to
cater to different learning styles, and features like progress tracking, and gamification
will motivate students to stay engaged. Additionally, ensuring accessibility and
providing support for students with disabilities will ensure that the app is inclusive and
meets the diverse needs of all learers.

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?
‘Our app has the potential to catalyze si changes in education b
access to high-quality learning techiques and personalized support. By integrating Al-
driven study 1ools and real-time assistance, students can adopt more effective learning
strategies, which in turn can improve overall academic performance and reduce
educational inequalities. For example, students in underfunded schoels or rural areas,
where access 1o tutoring of study is limited, can benefit greatly
from an Al-powered app that is always accessible and adaptable to their needs. This
could help bridge the gap between privileged students with access to tutors and
resources, and thase without.

Socially, the app can confribute to greater inclusivity, particularly for neurodivergent
students or those with learning disabilities. By offering customizable study modes, such
as adjusting content difficulty, pace, or sensory engagement, the app ensures that every
student can learn in a way that suits them best. Envirenmental impacts could also be
seen as the app reduces the need for physical textbooks, paper-based materials, and in-
person tutoring, contributing to sustainability goals. A scenario where this could make a
difference might be in a school district where digital resources replace paper textbooks,
reducing both costs and environmental waste while improving the quality of education
through Al-driven personalized learning paths.

as well as an Al bot that is always ready to assist. This bot can provide
audll\onal axplanatlona answer questions, and help clal\fv canceme making learning
more and i It's also with

settings to help users, especially those with ADHD, maintain locus without
averstimulation, This inclusive design makes learning more accessible, interactive, and
effective for all students.

Transferability

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

Yes, our solution can be incorporated in educational institutions where teachers can
monitor students' study metrics, providing insights into learning patterns and progress,
This feature could support targeted interventions and psrsanallzed \eamlng strategies,
making it ACIO8S Various contexts and

stainability

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
waorking in the mid- and long term?

In the mid- to long-term, the app plans to scale by continuously enhancing features based
on user feedback and expanding its content library. We will introduce a freemium model,
pmvlamg essential mol.'; for free with non-intrusive ads, ensuring both accessibility and

L cloud logies and forming partnerships with educational
institutions wil facililate seamless scalabilty. To support sustainable growth, the app will
explore monetization strategies like premium subscriptions and educational partnerships,
ensuring it remains relevant and impactful in the evalving educational landscape.

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 concemed? Are you planning to continue
working as a team in the future? If so, why?

Our team is composed of skilled students: Maria, Maria Renée, Fernando, and
Fernanda. As students ourselves, we understand the challenges of effective studying
and are motivated to create a solution that truly helps others. Our firsthand experience
gives us unique insight into the problem, making us the ideal team to develop a tool that
can empower fellow students to succeed. As programmers, we are excited to continue
developing an application that ultimately seeks to enhance learning experiences and
support students in reaching their full potential,
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