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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: A “three-in-one” app for financial literacy: learn theory through gamified lessons, practice with in-course tests, and apply skills in daily financial challenges. Build confident, responsible money habits step by step.
	DIGIEDUHACK SOLUTION CANVAS: NUAR team
	Title of the solution: Moneylytic
	Challenge addressed: Financial literacy
	Challenge category: Individual competences
	Others please specify: 
	fill_7: The main innovation our solution brings is the combination of theoretical education with practices resembling real-life scenarios, providing users with a pseudo-experience in real investing while avoiding the risks of losing actual money. While others focus solely on theory or merely help people track their expenses, we provide skills that can be applied in real scenarios and also emphasize the importance of mental health and staying calm during stressful situations. Our approach offers a more engaging experience and constant practice so that users never fall out of the habit of money management, rational spending, and remaining calm during financial crises.
	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: We propose an idea for a mobile application that promotes financial literacy and responsibility through interactive learning and real-world simulations.



It will feature the following elements:

Interactive learning modules covering financial fundamentals, advanced investment strategies, and applied mathematics, using gamified content and adaptive learning algorithms. These modules will also include lessons in psychology, providing insight into the importance of staying calm during stressful financial situations.

A simulation engine allowing users to practice budgeting, investing, and decision-making in realistic financial scenarios while offering them awards, levels and an overall progression system.



Our objective is to improve people's financial literacy and confidence, teach them how to make responsible financial decisions, and help them remain calm in stressful situations.



The implementation plan would consist of four phases:

1. Building the course and educational curriculum

2. Designing the UI/UX for the application

3. Releasing a beta version and collecting user feedback

4. Final polishing before the full release



Resources required would include:

A diverse development team for backend development and UI/UX design

Financial experts for creating the course and exercises

Experts in psychology

Servers and cloud infrastructure for storage and progress tracking

Users for beta testing



Some potential barriers could be:

Balancing the course content and practical exercises

Earning users' trust in psychological advice and therapy-like support features



This application will provide a solid foundation for people to engage with financial education and serves as a great introduction to the basics of investing. Its main goal is to give people confidence to start thinking about their savings and prepare them for the future needs of money management.



The application's success can be measured through user engagement, progress in courses and exercises, and potentially by tracking investment rates on a global scale.
	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: The main target groups are high school students and young adults in their twenties, but it can also be used by children and older adults.

High schoolers need to prepare for a world with an ever-growing need for financial skills, build confidence in handling their money, and learn how to invest and think about their future.



The primary way to engage users is through a gamified experience that turns education from a chore into a fun activity. A rewards and progression system will help motivate them to complete tasks and practice their money management skills while progressing through the courses.



A combination of educational lessons and regular practice is the ideal way to prepare young people for a world filled with financial challenges and money-induced stress.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Our solution is highly transferable because its core elements — gamified lessons, in-course tests, and daily decision-making challenges — can be applied to other educational fields. For example, the same structure could teach small business budgeting, project management, or sustainable resource use by simulating real-world scenarios and allowing learners to practice decisions in a safe, engaging environment. This approach makes learning interactive, practical, and adaptable to different subjects.
	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 we have a prototype, we plan to refine it through user feedback and expand the educational content. By collaborating with banks to integrate their APIs, users will be able to securely sync their transactions for accurate expense tracking and personalized AI-driven recommendations. In the mid-term, we plan to develop a full financial literacy course and design a semi-automated system for generating daily financial challenges, making learning dynamic and continuously relevant. Our solution promotes sustainability by encouraging responsible financial habits, reducing unnecessary consumption, and fostering long-term financial stability. Through continuous AI improvements, localization, and partnerships with educational and financial institutions, we aim to ensure the platform’s adaptability, impact, and lasting relevance.
	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 current problem we are facing is the lack of interest and effort people put into financial education compared to its importance in the modern world, especially among young adults. Many people today lack the confidence to dive into investing and money management, which can be improved by exposing them to real-life scenarios without the risk of losing real money.



Our solution is to introduce financial education through digital courses and gamified exercises. It serves as an educational tool with the primary goal of introducing users to the world of finance, providing all the knowledge and practices needed to build confidence in people around the world.
	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 application will normalize financial education and demonstrate the importance of investing. It will make these skills more accessible and raise awareness, which could help evolve education systems to incorporate some of this knowledge into standard educational programs.



Improving worldwide investing skills will help reduce poverty and encourage people to spend their money wisely and rationally. This will lead to more mindful spending and less excessive consumption. For example, a person who learns to manage their money with confidence may naturally lean toward eco-friendly options and avoid unnecessary purchases.



In the end, we expect to instill better habits into people's everyday lives, which will, in turn, contribute to a healthier community.
	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: Our team consists of young developers who belong to the same age group that our solution is designed for. We understand firsthand the financial challenges faced by our peers and aim to build a tool that genuinely helps us, our friends, and our generation develop better financial habits. Each of us is actively learning software development and continuously expanding our skills through real projects and competitions. While we are still growing as developers, we are highly motivated, fast learners, and ready to put in the effort to bring this idea to life. We plan to continue working together beyond this project because we share a common vision, complement each other’s strengths, and truly believe in the long-term potential of our solution. 


