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DIGIEDUHACK SOLUTION CANVAS

Challenge addressed:

Describe it in a tweet

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

Monetary turns allowances into life lessons.
Parents set tasks, kids earn virtual money, and
learn to budget by allocating funds to 'Spending,’
'Saving,' and 'Giving' jars. We're gamifying

Challenge category:

Higher Education Students

Background of the team:

(multiple selections possible in case

Teachers

Researchers Professionals

Primary School Students Secondary School Students

of mixed teams)

Others (please specify)

High 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?
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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 solution is built for two, interconnected target groups:

“Primary Target Group: Parents of children aged 8-14. This includes all parents, from those who are highly financially literate and looking for a modern tool,
to those who are less confident in their own financial knowledge and want a structured, simple way to teach their children.

*Secondary Target Group: Children (ages 8-14). This generation is digital-native, learns best through interactive, gamified experiences, and is at the perfect
age to form foundational, lifelong habits.

How will they benefit from it & Why is it relevant?
This solution is highly relevant because it solves a core problem for both groups in a way that benefits them equally:
1) For Parents:

*Benefit: "Monetary" transforms them from a simple "ATM" into an effective "Financial Mentor." It provides a simple, structured, and positive framework to
have meaningful conversations about money, work, and goals, which many parents want to do but don't know how.

with a clear, hands-on educational system that they control.

: It replaces

2) For Children:

“Benefit: They get a fun, engaging, and to financial They learn by doing in a safe, digital "playground.” By
completing tasks and achieving their "Saving" goals, they build real-world confidence and self-esteem. The "Giving" jar also powerfully introduces empathy
and social responsibility.

*Relevance: It respects their digital nature and gives them what they crave: a clear path to earning independence and buying the things they value.

How do you plan to engage these groups (Inclusion & Diversity)?

Our engagement plan is built on a core European value: inclusion and the democratization of knowledge.

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?

Financial illiteracy is a critical global problem. This problem is dangerously

amplified in an increasingly cashless society where money becomes an
abstract number on a screen. Children are growing up as digital-native
consumers with zero practical experience in budgeting or understanding the
value of money, leading to future debt and financial stress. Existing financial
education is passive—consisting of courses, books, and videos. It's knowledge
without practice. Our solution provides the "practice.” Monetary is a digital,
hands-on tool that moves financial education from a theoretical subject to a
practical, daily family activity, directly addressing the need to anticipate future
digital education key issues. It directly addresses the "Financial Literacy"

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?
What makes your solution different and original? Current solutions are passive courses or standalone
games. Monetary is an active tool that integrates with the daily family dynamic. Our innovation lies in three
key areas:

1) The "Work-Reward" Link: It directly connects "work" (completing tasks/chores) with "earning," teaching a
fundamental life lesson that a simple allowance ignores.

2) The "3-Jar" System (Save, Spend, Give): This is our core behavioral-economic loop. The app mandates
a conscious budgeting decision at the moment of earning, building a lifelong habit of allocation before
spending.

Transferability

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

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?

“Monetary" is designed to catalyse a fundamental shift in digital education: moving from passive memorization to active, daily habit formation.
1) Catalysing Changes in Education

*The Change: Current financial education consists of passive courses, books, or one-off school classes. This is knowledge without practice. "Monetary” provides the
practice. It's an active tool that integrates into the family's daily life.

*Scenario: “The Education Shift"

*Before Monetary: Ana (12) sits through a 1-hour “financial literacy" class at school. She is bored and forgets the abstract concepts by lunchtime.

**With Monetary: Ana earns 10 EUR for walking the dog. The app immediately presents her with the *3 Jars." She must make a conscious choice. She allocates 10 to
“Spending,” 5 to "Giving,” and 5 to her “Saving" goal for new sneakers. She has just actively practiced budgeting, delayed gratification, and philanthropy in 30 seconds. This
daily, gamified micro-habit is infinitely more powerful than the 1-hour theoretical class.

2) Social Impact: Democratization and Inclusion

*The Impact: Financial literacy is often a privilege, passed down in families. This creates a “poverty trap" where financial anxiety and debt are cyclical. Our solution directly
attacks this problem. By offering a free, simple, and engaging digital tool (Freemium model), "Monetary" demaocratizes this crucial knowledge.

*Scenario: “Breaking the Cycle"
*Marko (10) lives with a single parent who works two jobs and may not have the time or formal training to teach complex budgeting.

*Using the free tier of "Monetary," his parent can now use a structured, gamified system. Marko saves up for his first book by completing tasks. He also uses the "Giving"
jar to save 3 EUR which the family donates to a local food bank.

*Impact: Marko has broken the cycle. He enters adulthood with practical financial skills his parents never had the chance to leam. Crucially, the “Giving" jar has taught him
active citizenship and social solidarity, key European values, through tangible practice. This directly benefits vulnerable communities and fosters social cohesion.

3) Environmental Impact: Fostering Responsible Consumption

“The Impact: A primary driver of environmental waste is “impulsive consumerism" and “throw-away culture’—buying cheap, low-quality items that end up in a landfill.
“Monetary" is a direct antidote to this. Our core loop is built on delayed gratification (the "Saving" jar).

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?

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?

European
Commission



	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: Monetary turns allowances into life lessons. Parents set tasks, kids earn virtual money, and learn to budget by allocating funds to 'Spending,' 'Saving,' and 'Giving' jars. We're gamifying financial responsibility, one chore at a time.
	DIGIEDUHACK SOLUTION CANVAS: C00kies
	Title of the solution: Monetary
	Challenge addressed: individual competences
	Challenge category: Financial Literacy
	Others please specify: High School Students
	fill_7: What makes your solution different and original? Current solutions are passive courses or standalone games. Monetary is an active tool that integrates with the daily family dynamic. Our innovation lies in three key areas:

1) The "Work-Reward" Link: It directly connects "work" (completing tasks/chores) with "earning," teaching a fundamental life lesson that a simple allowance ignores.

2) The "3-Jar" System (Save, Spend, Give): This is our core behavioral-economic loop. The app mandates a conscious budgeting decision at the moment of earning, building a lifelong habit of allocation before spending.

3) Parent-as-Mentor: The dual-interface system transforms the parent's role from a simple "ATM" to an active "Financial Mentor," who guides, approves, and sets goals with their child.
	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: The final product is Monetary, a dual-interface mobile platform. It is an active educational tool, not a passive course, developed using an interdisciplinary approach that combines principles from behavioral psychology, gamification, and family-centered design.

Main Elements & Objectives:
Its main elements are two distinct but connected interfaces:

1) Parent Mode (The "Control Center"): A simple, clean interface for parents to create child profiles, create/assign tasks (both individual and group tasks), set virtual monetary values for those tasks, and approve task completion.

2) Child Mode (The "Gamified Dashboard"): A fun, engaging, and age-appropriate interface where children view their tasks, mark them as complete, and receive their earnings.

The platform's primary objective is to enhance digital education by shifting it from passive memorization to active, daily habit formation. It does this via two core innovative loops:

*The "Work-Reward" Link: Directly connects "work" (completing tasks) with "earning," teaching a fundamental life lesson that a simple allowance ignores.

*The "3-Jar" System (Save, Spend, Give): This is our core behavioral-economic loop. The app mandates a conscious budgeting decision at the moment of earning, building a lifelong habit of allocation before spending. The "Giving" jar specifically introduces social responsibility and empathy, promoting key European values of community and solidarity.

Implementation Plan:

*Hackathon MVP Plan (24 Hours):

-Milestone 1 (Design & API): Complete UI/UX design for both Parent and Child modes in Figma. Deploy a backend API with key endpoints (task management, user state, allocation).

-Milestone 2 (Core Loop): Complete frontend implementation of the Child Mode. The live demo will showcase a child seeing, completing, and (after simulated approval) allocating funds from a task. The Parent Mode will be presented from the completed Figma designs, which is a realistic and smart use of the 24-hour limit.

*Long-Term Plan (Post-Hackathon):

-Short-Term: Refine the MVP with judge and user feedback and onboard a pilot group of 20 families for real-world data.

-Mid-Term: Secure seed funding to build out the full feature set (group tasks, photo-proof, advanced goals) and launch on public App Stores.

-Long-Term: Scale via a "Freemium" business model. The Free Tier is crucial to our mission, ensuring our tool is inclusive and accessible to all families, including vulnerable communities, democratizing financial education that is often a privilege.

Resources Required:

1) Human: Our existing, perfectly complementary team (UI/UX Design, Frontend, Backend).

2) Financial: Post-hackathon seed funding to scale from prototype to a full-market product.

Eventual Barriers Foreseen:

1) User Adoption: Engaging two distinct users (parents and children) simultaneously. Parents must be motivated to post tasks, and the app must be engaging enough for children to prefer it over passive entertainment.

2) Funding: Securing the seed funding required for mid-term development.

Enhancing Digital Education & Measuring Success:
Monetary enhances digital education by moving it from a theoretical school subject to a practical, daily, hands-on family activity. Children learn critical concepts like budgeting, goal-setting, and the value of work by doing, in a safe, controlled digital environment.

Success is not just measured by downloads, but by tangible behavioral change:

1) Adoption: Number of active families.

2) Habit Formation (App-Level): The percentage of funds users actively allocate to the "Saving" and "Giving" jars over time, demonstrating a clear shift from an "instant spend" mindset.

3) Habit Formation (Real-World): The number of long-term "Saving" goals created and successfully achieved by children, proving the tool's real-world impact.
	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: Our solution is built for two, interconnected target groups:

*Primary Target Group: Parents of children aged 8-14. This includes all parents, from those who are highly financially literate and looking for a modern tool, to those who are less confident in their own financial knowledge and want a structured, simple way to teach their children.

*Secondary Target Group: Children (ages 8-14). This generation is digital-native, learns best through interactive, gamified experiences, and is at the perfect age to form foundational, lifelong habits.

How will they benefit from it & Why is it relevant?

This solution is highly relevant because it solves a core problem for both groups in a way that benefits them equally:

1) For Parents:

*Benefit: "Monetary" transforms them from a simple "ATM" into an effective "Financial Mentor." It provides a simple, structured, and positive framework to have meaningful conversations about money, work, and goals, which many parents want to do but don't know how.

*Relevance: It replaces unstructured allowances with a clear, hands-on educational system that they control.

2) For Children:

*Benefit: They get a fun, engaging, and empowering introduction to financial independence. They learn by doing in a safe, digital "playground." By completing tasks and achieving their "Saving" goals, they build real-world confidence and self-esteem. The "Giving" jar also powerfully introduces empathy and social responsibility.

*Relevance: It respects their digital nature and gives them what they crave: a clear path to earning independence and buying the things they value.

How do you plan to engage these groups (Inclusion & Diversity)?

Our engagement plan is built on a core European value: inclusion and the democratization of knowledge.

1) Democratizing Access: Financial literacy is often a privilege. Our "Freemium" business model (as detailed in our sustainability plan) is our core strategy for inclusion. By ensuring the main functionality is always free, we lower the barrier for vulnerable families and minority communities to access the same foundational educational tools as privileged ones, directly addressing the digital divide in practical education.

2) Meeting Specific Needs: To fully meet the specific needs of our diverse child audience, our solution is designed with adaptive, age-based interfaces (for categories 6-8, 9-11, and 12-14 years old), as specified in our development brief. This ensures the complexity of the tasks and the UI is perfectly tailored to the child's cognitive level, maximizing engagement and learning efficacy.

3) Teaching Social Responsibility: We engage all users (both children and parents) in social responsibility through the "Giving" jar. This is not an add-on; it is a core feature that teaches children to be active and caring members of their community.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Absolutely. The core 'Task-Reward-Allocate' framework is a powerful and positive pedagogical loop, highly transferable to any context requiring goal-setting, motivation, and positive habit-building. "Monetary" is fundamentally a gamified tool for empowerment and achieving shared goals.

1) Example: Creative & Skill-Based Learning (Music, Art, Coding)

Context: A non-formal education setting like a music school, art club, or coding bootcamp.

*Implementation: A Mentor/Teacher assigns "tasks" that are focused on skill acquisition and creative 

*Tasks: 'Practice a new song for 20 mins,' 'Complete a coding tutorial,' 'Sketch 3 new ideas,' 'Write one page of a story.'

*Reward: Students earn "Creative Points" or "Skill Points," providing a tangible, gamified sense of progress and accomplishment that is highly motivating.

Allocation (The key transfer):

**Spending: To "unlock" new, advanced resources (e.g., a premium tutorial, special art supplies, 1-on-1 mentor 

**Saving: To contribute towards a large-scale group creative goal (e.g., hosting a real art exhibition, funding a group trip to a concert, or buying a new software license for the whole 

**Giving: To donate points to a "collaboration fund" to help a peer who is struggling with their part of a group project.

**Benefit: This reframes "work" as "personal growth" and "reward" as "new opportunities," fostering intrinsic motivation and collaborative creation.

2) Example: Community Building & Social Impact (Student Group) 

Context: A university student organization, a dorm community, or a volunteer 

Implementation: The platform is used to encourage prosocial behavior and community engagement. "Tasks" are positive actions that benefit the 

Tasks: 'Help a new member get settled,' 'Organize a group study session,' 'Volunteer for a community clean-up,' 'Share helpful resources with the group.'

Reward: Members earn "Community Points," awarded either by mentors or peers, recognizing their positive contributions.


**Spending: To vote on upcoming group activities (e.g., "Movie Night" vs. "Game 

**Saving: To collectively save up for a major group event (e.g., funding a guest speaker, hosting a large social event, or buying equipment for the common 

**Giving: To contribute all saved points to a charitable cause chosen by the group, teaching collective social responsibility.

**Benefit: This application directly promotes the European values of social cohesion, solidarity, and active citizenship. It gamifies positive community impact, making it visible, rewarding, and fun.
	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: Our plan is structured in three clear phases, moving "Monetary" from a prototype to a sustainable, high-impact platform. This is not just a hackathon project; it is the foundation of a viable business.

Phase 1: Short-Term (3-6 Months) — Validation & Pilot

*Further Development: Based on judge and user feedback, we will immediately refine the MVP, focusing on the core user experience and stability.

*Implementation: We will launch a closed pilot program with a diverse group of 20-30 families. The goal is to gather crucial qualitative data, testimonials, and validate that our "Task-Reward-Allocate" loop successfully builds positive habits.

*Resources: Our current, highly-skilled team (UI/UX, Frontend, Backend) is sufficient for this phase.

Phase 2: Mid-Term (6-18 Months) — Public Launch & Growth

*Further Development: We will secure pre-seed/seed funding to expand our team and implement our full feature roadmap, which is already defined in our design brief. This includes advanced features like:

**Group Tasks (for family collaboration).

**Photo-verification of completed tasks.

**Advanced gamification (badges, streaks, leaderboards).

**Age-based UI categories (as defined in our initial spec).

*Implementation (Upscale): We will execute a full public launch on the Apple App Store and Google Play Store, targeting key European markets with strong digital adoption. Marketing will focus on parenting blogs, educational communities, and social media.

Phase 3: Long-Term (2+ Years) — Sustainability & Replication

This is where we ensure long-term viability and impact through a "Freemium" business model.

1) The Business Model:

*Monetary (Free Tier): The core functionality—the 'Task-Reward-Allocate' loop for one child—will always be free. This is central to our mission. It ensures "Monetary" is inclusive and accessible to all families, including vulnerable comm unities, fulfilling our social goal of democratizing financial literacy.

*Monetary Plus (Premium Tier): A small monthly subscription (e.g., €3-€5/month) will unlock advanced features: multiple child profiles, custom 'jar' categories, advanced progress analytics for parents, and priority support.

2) Replication & Upscale (The Big Vision):

*Educational Partnerships (B2B): Replicate the platform for schools, using the "Transferability" model we defined (e.g., "Class Points" for projects), creating a B2B revenue stream.

*Open Banking Integration: The ultimate long-term goal. We will integrate with Open Banking APIs to (optionally) allow parents to link a child's "Saving" jar to a real, controlled pre-paid debit card. This closes the loop, seamlessly transferring the virtual lessons learned in our app into real-world, responsible spending habits.
	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: Financial illiteracy is a critical global problem. This problem is dangerously amplified in an increasingly cashless society where money becomes an abstract number on a screen. Children are growing up as digital-native consumers with zero practical experience in budgeting or understanding the value of money, leading to future debt and financial stress. Existing financial education is passive—consisting of courses, books, and videos. It's knowledge without practice. Our solution provides the "practice." Monetary is a digital, hands-on tool that moves financial education from a theoretical subject to a practical, daily family activity, directly addressing the need to anticipate future digital education key issues. It directly addresses the "Financial Literacy" challenge by providing an innovative digital tool for parents—the primary educators—to teach their children. It answers the brief's implicit question: "How can digital solutions help parents teach kids about money?"
	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: "Monetary" is designed to catalyse a fundamental shift in digital education: moving from passive memorization to active, daily habit formation.

1) Catalysing Changes in Education

*The Change: Current financial education consists of passive courses, books, or one-off school classes. This is knowledge without practice. "Monetary" provides the practice. It's an active tool that integrates into the family's daily life.

*Scenario: "The Education Shift"

**Before Monetary: Ana (12) sits through a 1-hour "financial literacy" class at school. She is bored and forgets the abstract concepts by lunchtime.

**With Monetary: Ana earns 10 EUR for walking the dog. The app immediately presents her with the "3 Jars." She must make a conscious choice. She allocates 10 to "Spending," 5 to "Giving," and 5 to her "Saving" goal for new sneakers. She has just actively practiced budgeting, delayed gratification, and philanthropy in 30 seconds. This daily, gamified micro-habit is infinitely more powerful than the 1-hour theoretical class.

2) Social Impact: Democratization and Inclusion

*The Impact: Financial literacy is often a privilege, passed down in families. This creates a "poverty trap" where financial anxiety and debt are cyclical. Our solution directly attacks this problem. By offering a free, simple, and engaging digital tool (Freemium model), "Monetary" democratizes this crucial knowledge.

*Scenario: "Breaking the Cycle"

**Marko (10) lives with a single parent who works two jobs and may not have the time or formal training to teach complex budgeting.

**Using the free tier of "Monetary," his parent can now use a structured, gamified system. Marko saves up for his first book by completing tasks. He also uses the "Giving" jar to save 3 EUR which the family donates to a local food bank.

**Impact: Marko has broken the cycle. He enters adulthood with practical financial skills his parents never had the chance to learn. Crucially, the "Giving" jar has taught him active citizenship and social solidarity, key European values, through tangible practice. This directly benefits vulnerable communities and fosters social cohesion.

3) Environmental Impact: Fostering Responsible Consumption

*The Impact: A primary driver of environmental waste is "impulsive consumerism" and "throw-away culture"—buying cheap, low-quality items that end up in a landfill. "Monetary" is a direct antidote to this. Our core loop is built on delayed gratification (the "Saving" jar).

*Scenario: "The Environmental Shift"

**Before Monetary: Lena (9) gets 10 eur. She immediately spends it on five cheap, plastic toys that she sees on social media. They break in a week and are thrown away.

**With Monetary: Lena wants a 50 EUR high-quality, durable scooter. She uses the "Saving" jar for six weeks, completing tasks. She achieves her goal.

**Impact: Lena has learned to wait and save for a single, high-quality item she truly values and will use for years. We are fostering a new generation of mindful consumers, not impulsive consumers. By teaching children to value their possessions and resist "fast-consumerism," we are indirectly—but powerfully—reducing future landfill waste and promoting environmental sustainability.


	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 is comprised of three dedicated high school students, each with a specialized role:

Ognjen Ilić: UI/UX Designer

Ognjen Perić: Frontend Developer

Stefan Purić: Backend Developer & Team Lead

Because we are a complete, self-contained development team. We aren't here to pitch an idea; we are here to build it.

Roles:

Ognjen Ilić (UI/UX) is responsible for the entire user journey. He designs how the app looks, feels, and—most importantly—how it successfully engages two completely different users: the parent and the child.

Ognjen Perić (Frontend) takes those designs and brings them to life. He is building the fast, responsive, and polished application that you will see in our live demo.

Stefan Purić (Backend) is building the brain. He engineers the secure API and database that connects both apps, manages the tasks, and processes the rewards.

We have all three core competencies required to build a functional, polished product from start to finish.

Our expertise comes from two simple facts:

1) We are your target audience. As high school students, we are the "older brothers" of the kids this app is for. We have a native, intuitive understanding of what makes a digital product engaging, gamified, and fun, versus what feels like a boring "school" app. We won't be guessing what kids want; we already know.

2) This is not our first time. Our entire team has competed in multiple hackathons, including last year's DigiEduHack 2024. We didn't just show up; we came back prepared. We know the pressure, we know the time limit, and we know how to deliver a finished product.

Yes. We work well together and we've proven it.

"Monetary" is not just an idea we had for a weekend. We see it as a genuinely viable business that solves a real social problem. We are fully committed to taking the prototype we build here, gathering feedback, and turning this into a real-world product that can help democratize financial education. We returned to DigiEduHack to win, but we are planning to build this regardless.


