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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: DreamSaver Kids is an interactive app that teaches children smart money habits by connecting their financial decisions with the growth of their dream item. The better they save, the brighter their dream becomes, making financial education fun, visual, and rewarding.
	DIGIEDUHACK SOLUTION CANVAS: INS
	Title of the solution: DreamSaver Kids
	Challenge addressed: FinSmart – Rethinking Financial Literacy for the Next Generation
	Challenge category: Social Impact
	Others please specify: Secondary School Students
	fill_7: We have a unique feature. When user makes financially correct decision the image of his dream item becomes brighter and more beautiful. It helps to visualize the connection between financial decisions and its outcomes.
	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: Application that teaches children financial literacy. In the beginning user chooses a dream item and when saving money for it learns different aspects of financial education. 
	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: Grades 4-7. Our target group is children and teenagers.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Not fully, only as addtional educational application.
	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: Once the prototype is ready, we plan to:



Expand the app with new levels, real-life saving simulations, and seasonal challenges.



Add multiple languages (Kazakh, English, Russian) to increase accessibility.



Partner with schools to integrate the app into financial literacy classes.



Introduce optional premium features to ensure financial sustainability without limiting the free educational content.



Long term, DreamSaver Kids will evolve into a full ecosystem of financial learning for children, with advanced modules for older students.
	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: The problem we aim to solve is the growing lack of financial literacy among children and teenagers. Many students reach adulthood without understanding basic money concepts such as saving, budgeting, or responsible spending. This leads to poor financial decisions later in life, increased debt, and limited ability to plan for the future. Schools often lack engaging tools to teach these skills effectively.



Our solution aligns with the DigiEduHack 2025 annual theme by promoting digital innovation in education. DreamSaver Kids uses interactive gamification and visual feedback to make financial learning accessible, enjoyable, and meaningful for young learners. It transforms financial education into an engaging digital experience that encourages long-term behavioural change.



The challenge category is Social Impact, and our solution directly addresses it by helping children develop essential lifelong skills. By connecting financial decisions with the growth of a “dream item,” the app teaches responsibility, delayed gratification, and goal-oriented thinking. This contributes to better financial well-being for future generations and supports the organiser’s goal of creating impactful, inclusive educational solutions.
	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: Our solution encourages positive financial behaviour from an early age.

Impact on education:



Students develop real-world financial literacy through gamified scenarios.



Teachers and parents gain a structured tool to introduce financial concepts.



Long-term retention improves because learning is tied to personal goals.



Social impact:



Children learn delayed gratification, responsible spending, and long-term planning.



Families may experience reduced financial stress as children adopt healthier money habits.



A generation of financially responsible young adults contributes positively to society.



Example scenario:

A 10-year-old chooses a “dream bike” in the app. Over several weeks, she completes tasks such as separating needs from wants, planning budgets, and avoiding unnecessary expenses. As she succeeds, her dream bike becomes clearer and more colourful, reinforcing positive behaviour.
	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 leader: Inzhu Nurlybekkyzy

Team member: Symbat Sultangali 

Team member: Neila Taganiyaz


