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IAbstrak
Ubstract

Smartphones have variety of uses and becomes one of the devices that can help
you monitor at any aspect. Since less awareness about counting coins in saving
funds, the device proposed in this project to solve the problems. Most of teens
and children have difficulty finding out how much money they have in the fund.
In fact, it is often the case that you lose the key and need to break the tube.
Therefore, the project proposes that using the Blynk Application it will be easier
to use and the time it takes for the smartphone to display the amount of money in
the fund is very convenient. Then, users can provide a password via keypad 4x4
to make T-Money secure. The system was realized using ESP 32 programmed to

control all circuits operated. In addition, we also integrate the ESP 32 with the




Blynk Application. Data transmission can also be done using WIFI technology in
ESP 32. After research, the project's expected results are that teens and children
can know the total of money through the Blynk Application. This project can also
help teens and children to be more excited to save in the future.
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Objektif Projek
Project Objectives

1. Displayed via Blynk Application to know the total of money through
smartphone.

2. To implement setup for each sample of coin by using coin acceptor.
3. Build password by using a keypad 4x4.

Skop Projek
\Project scope

1. The main controller is using ESP 32 to make integrate hardware to software.
2. Use android platform using Blynk Application to display value of money.
3. This device is focusing on personal use
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