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Secondary School Students

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 solution would be a platform mainly for young poeple to learn about
finances, learn more financial terms, help them manage their money
smarter... In conclusion, it would help make people more financialy literate. It
would have different courses/lessons for different fields in finance and the
courses would have levels with different kinds of information and questions
about that particular field. The lessons would be adapted to every user's
needs, which the user would explain upon entering the platform for the first
time.

You would get points based on how much questions you got right, and the
points would contribute to your overall level.

The platform would have a global and regional leaderboard to make users
more competitive and maybe more passionate about finance.

It would also have a chatbot that helps you make financial decisions, make
investments, manage your budget more efficiently...

All of that would be based off of a data base that is specialized for finance.

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?

The problem is that younger people nowadays
don't understand the value of money and they
often spend it on unnecessary things which later
backfires on them as they are left with no money
for important things.Our solution will help users
understand the value of money and change their
view on finance.

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 project can be used by anyone, but it would be
especially optimized for teenagers. They would
benefit from it because, seeing as they are still
young and they often make poor financial
decisions, our app can help them manage their
money more wisely and efficiently.It is also
important for them because as time passes in this
online world, more and more young people get to
manage and handle money. Seeing as they spend
a lot of time on social media, we could be active on
there so we attract even more of them.

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 project could make learning about finance
simpler, more engaging, and better suited for
younger people, which is especially important
because educating younger generations leads to a
better overall future.

Additionally, our project could adapt to any level of
financial knowledge, ranging from beginner to
professional,so it should be useful for everyone.

Describe it in a tweet

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

Meet Finansico — master money like a game! Track spendi

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?
It is different from other solutions because it would adapt to
every user's individual needs and it would be narrowly
specialized for financial education. It would have a data base
that is dedicated to finances, unlike other solutions which use
multiple sources which leads to more general answers that
are different every time.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?
It would be specialiezed for financial education, but it could be used
to help users make better financial decisions, better investments and
budget more effectively.

E.g. a user wants to start investing in something, but he doesn't
know much about that and he doesn't have experience in that field,
the app could help him.

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?

We would start as an app or site, but we plan to
expand as we increase our own knowledge in this
field. Once we do, we intend to offer online courses
or seminars.

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?

| believe we would be the perfect team to develop
this project because it's designed primarily to help
people our age, allowing them to feel more
confident knowing that someone with their level of
knowledge has come this far.
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