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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?
Our project is called Antibet. It is a non-profit organization
meant to battle the rising number of gamblers among the
youngest population. The first step of the operation is to
create an Antibet website, which would be developed by
unpaid enthusiasts. The idea of the site is to have interactive
content that shows how slot machines, roulettes, and
blackjack tables work, and how the odds are stacked against
you. Developers would be able to sign up via emalil to the
organization. We project that developers would also come
up with new ideas to make the website better and add new
content. The next step would be to advertise the website and
start similar anti-gambling projects through government or
international funding. Our biggest barrier is that we have no
money, but we trust that there are enough people who
believe in our cause and would help. Our success will be
measured by the decrease in online gambling among young
people.

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?

Many young people tend to be financially
irresponsible. One of the biggest factors is
gambling (especially online). We aim to tackle the
negative trend of rising gambling addiction. Our
solution aligns with the theme of this year's
DigiEduHack and confronts the posed challenge.

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?

Our target group consists of secondary school
students and young people who are just receiving
their first income. Our solution aims to prevent
gambling addiction before it turns into financial
ruin. We want to make this education available
and interesting.

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?

Create a better understanding of the dangers of
gambling, greatly reducing the number of young
gamblers and the prevalence of gambling
addiction among young people, especially
secondary school students. We believe that early
education greatly reduces the chances of future
addiction.

Describe it in a tweet

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

Gambling is an illness, and we have the medicine.

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?

Gambling education is non-existent in our current
educational system and society. We hope to introduce it
through interactive content that would make a real impact on
the most endangered groups. We also wish to change the
well-developed gambling culture in our region and worldwide.

Transferability

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

Our website could be used in the regular school
curriculum in subjects that are meant to educate
students financially. It could also be advertised on
any platform mainly used by young people.

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?
Although in the beginning we would only have unpaid
enthusiasts, we would later secure funding for paid
professionals and quality equipment. Our strategy is to
expand our operation from a simple website to a large-scale,
anti-gambling educational non-profit organization.

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?
Aleksa Kozoder - Creative Designer (Interested in game development, with years of experience in
Adobe lllustrator and Adobe Photoshop)
Petar Radmanovic - Team Leader (Interested in software engineering, a creative problem-solver, with
basic knowledge in programming)
llija Milosavljevic - Lead Engineer (Interested in game development and computer hardware, with
advanced knowledge in computer science)
Jaksa Ivanovic - Idea Maker (Interested in database management, a creative thinker who brings the
team together)
Our strength lies in our teamwork. We have diverse interests and strengths but are also great friends
who enjoy working together and hope to continue doing so in the future.
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