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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
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Others (please specify)
(multiple selections possible in case 
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	Title of the solution: FinanceLab
	Challenge addressed:  lack of knowledge of financial literacy
	Team name: Skillset Juniors
	Challenge category: AI in Education
	Solution description: Our team created a web - application for young people to study about financial literacy . We created the app with a lot of necessary functions : 
1) There are many interesting and educational video-lessons in our application .
2) At the end of every lesson our users can play games and find out how much they understood the topic . Thanks for games our users  can remember the covered topic for a long time . 
3)Moreover ,in our application our users can ask their questions about financial literacy to our chat-bot assistant . What is interesting - our chat -bot responds only to messages related to finances . 
4)Also , our users can always know the current prices for the dollar, euro, and etc.
5)In our application it is possible to view various statistics , for example : statistic about cities with the highest average salary . 
6)Our users can easily track their expense due to “FinanceLab”.
Thanks to our application, young people will begin to know more about financial literacy and in adulthood they will be able to properly manage their money. This will also help them improve their critical thinking, they will be able to make decisions quickly and correctly. Moreover , they will also be able to count quickly, since financial literacy requires knowledge of mathematics .
	Target grop: Our target audience are students and teenagers. We conducted an analysis and it turned out that more than 81% of schools in Kazakhstan do not talk about financial literacy ( liter kz.) . Although, this topic is very relevant nowadays. Therefore, the younger generation need to know about financial literacy from childhood. We are sure that the understanding how to spend money correctly will help them in their future life and our application is the best way to learn about it. Why?How? Due to in our project, users are able to learn in engaging and useful way by watching video lessons and then playing different fascinating games that will help to consolidate knowledge.

	Context: “In Kazakh schools there are no lessons about financial literacy and it is not planned in the future" - said minister of Education Gani Beysembayev
It means that chidren
do not know about this topic well and they do not realise the importance ofit. As a consequence, it guides to growth of poverty Therefore, we purpose our solution to prevent this poser. Our solution, FinanceLab , directly addresses the DigiEduHack 2024 challenge by providing an innovative, digital solution to improve financial literacy. The app offers interactive, gamified lessons on budgeting, saving, investing, and understanding credit and debt, empowering children and young adults with essential skills for navigating today's economy. 
FinanceLab fills the gap left by the traditional education system, offering scalable, personalized learning experiences that make financial education fun and accessible to students across Kazakhstan. By equipping the next generation with the knowledge to make informed financial decisions, we aim to build a financially literate society, contributing to the long-term prosperity of the nation.
	Impact: We are sure that our app will have a positive impact on young society and prevent them from making financial mistakes in the future. They will learn how to manage their taxes correctly, where to invest, how to manage their expenses, make quick decisions, and much more. Additionally, 90% of teachers who teach global competencies (the lesson that replaced “financial literacy”) lack the necessary resources. Our app will provide them with easy access to the information they need, helping to increase the number of financially literate youth even more.
	Describe it in a tweet: Our web-application FinanceLab - is a digital platform to develop the knowledge of financial literacy among young generation. It includes: video-lessons, ChatBot assistant, quizzes.
	Innovativeness: Despite that there are some similar applications, our project differs: 
 1) ChatBot assistant: it was created so as to ask questions and get help from it. ChatBot responds only to messages that related to financial literacy. 
 2) Video lessons: convenient and easy in format lessons so everyone could understand. 
 3) Quizzes: quizzes on various topics in order to consolidate what was learned. 
 4) UX&UI: convenient UX&UI so as to ease usage of the application.
	Transferability: Yes, our solution can also be used in other education/learning contexts or disciplines. For example , many tasks in our app require users to sum, multiply, or divide, so  we can use our solution in a math context as well .Moreover, due to "FinanceLab" students and teenagers will improve their critical thinking skills - therefore it can also be used in global competencies way  .

	Sustainability: Once we have a prototype of FinanceLab, our plans for further development will focus on refining the user experience, expanding the content, and integrating feedback from early users. We will continuously improve the app based on user testing and analytics to ensure it remains engaging, educational, and effective. Key features we plan to add include more localized content (specific to different regions of Kazakhstan), additional financial topics (such as entrepreneurship and taxes), and a reward-based system to encourage learning. FinanceLab aims to become a sustainable and scalable solution that will have a long-term impact on financial education in the region and improve financial literacy for future generations.

	Team work: There are 4 members in our team
1)Ussina Amina - Team - leader, UX&Ul designer and analyst .
2)Kussanova Aimani - UX&UI designer and analyst.
3)Mussayev Damir - UX&Ul designer .
4)Sabyrkhan Darkhan - developer .
Our team is perfect because we combine all of the competencies needed for a good team: we listen to each other, trust each other, respect each other, being patient and the most important - work as a team. This is the perfect recipe for a great team which is passionate about contributing to a better society through their project.
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