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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: FOCUSLAND
	Challenge addressed: The student's attention level cannot be monitored in real-time; therefore, the learning process cannot be controlled.
	Team name: LUMOS
	Challenge category: Education
	Solution description: FocusLand is a digital education platform that measures students' attention levels using AI-supported camera analysis and suggests personalized learning paths based on this data.

The system allows teachers to monitor students' progress and attention statuses via a dashboard.

Brief implementation plan:

Phase 1: Prototype development (student module + teacher dashboard)

Phase 2: Pilot application (testing with primary school students)

Phase 3: Corporate licensing and scaling

Potential barriers: Data privacy, device access, and internet connectivity constraints.
	Target grop: Primary school students Additionally, teachers will be able to adapt their lessons by using this tool to measure student performance.
	Context: Nowadays, screen time and environmental stimuli are reducing attention spans at the primary school level. Aligning with the DigiEduHack 2024 theme, FocusLand makes learning more measurable, accessible, and personalizable through digital tools.
	Impact: Learning experiences adapted according to students' attention levels

Enabling teachers to conduct data-driven educational planning

Increasing equality of opportunity in education

Long-term social benefit: Reducing the impact of attention deficits on academic success
	Describe it in a tweet: “FocusLand — a digital education platform that measures students' attention levels with AI and offers personalized learning paths.”
	Innovativeness: FocusLand differs from traditional educational software by offering real-time attention tracking and AI-based personalization. While existing solutions are generally based on tests or surveys, FocusLand directly analyzes behavioral data.
	Transferability: It is usable. It can also be adapted to other different courses and fields of study, as well as to different learning levels (High School, Middle School).
	Sustainability: After the project prototype phase, collaborations with schools and educational institutions are planned.
Financial sustainability will be ensured through partnerships and subscription models.
In the long term, FocusLand will operate as a cloud-based system that continuously improves its AI modules, supporting students with attention deficit and dyscalculia.
	Team work: Kübra Mete (Captain): Project Manager

Bilal Gültekin (Member): Artificial Intelligence Developer

Eyyüp Tazecan (Member): Mobile Application Developer

Betül Kaya (Member): Website Developer

As a team, we plan to continue developing FocusLand’s prototype after the hackathon.
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