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           ABSTRACT 
Nowadays, among all the difficulties that education in Brazil goes through, there is a great lack of 
interest on the part of many students, for any school activity. For KUPFER (1995, p. 79), “... the 
learning process depends on the reason that motivates the search for knowledge”, highlighting 
the reason for its importance. Therefore, the present work presents the process carried out for the 
construction of one of the modules of the “UNICA$SH” application, which aims to encourage the 
student to perform activities that will bring benefits. The application was designed looking to attend 
the students of the Evangelical University of Anápolis, to transform each activity performed into a 
score, where the student can exchange for consumable items. For the construction of the MVP, 
agile methodologies were used that are based on research and requirements gathering in short 
cycles, to add value to the product. In product design, Lean Inception was used for business 
alignment and requirements gathering, and in development, Scrum was used to facilitate project 
management, with the construction of the backlog and monitoring of the steps of the downstream 
flow, involving all fronts of work such as design, API development, screen building and testing. At 
the end of these stages of project development, the flow of use of the points acquired by the 
student was obtained, with an interface in usability attributes following the principles of Jakob 
Nielsen. It is worth mentioning that this article seeks to point ways to those interested in knowing 
how the process of planning and elaboration of a software application happens. Finally, the 
present work pointed out ways for a possible solution to the lack of motivation of students, 
highlighting the exchange of effort in benefits. 
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