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Challenge addressed:

Please describe your solution, its main elements and objectives as
well as a brief implementation plan with some key overall
milestones, resources required and eventual barriers foreseen. What
is your final product/service/tool/activity? How could the solution be
used to enhance digital education in the your challenge area? How
could the successof the solution be measured? How will the solution
provide benefits to the challenge owner?

Our solution and the final product is a narrative-based
digital game for internationals learning Estonian. You learn
new words and phrases through stories and dialogues in
practical situations.

We have conducted a survey involving international
students and determined a key persona for our initial
application demonstration.

In the future we also plan to divide stories into different
language levels, integrate audio feature, add stories which
would cover social issues to help people who just came to
Estonia to integrate to Estonian system (residence permit,
where and how to get work, doctor appointments, etc).
Sucess can be measured by doing surveys and interviews
and compare the results and feedback of Estonian
language learning before and after using our solution. To
navigate Estonia with ease is the main benefit.

What is the problem you are facing?
What is the challenge that you are solving?

Internationals often face challenges in learning Estonian
due to its complexity and limited exposure. The problem is
creating an engaging, effective method for these students
to learn Estonian in a manner that is both culturally
immersive and contextually relevant. We aim to solve this
problem using narrative-based game and contextual
learning principles. We wish to have more Estonian
speakers in the world.
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Who is the target group for your solution?
Who will this solution affect and how?
How will they benefit?

Our target group is internationals arriving to Estonia who
are interested learning practical Estonian language.

This solution will affect in a positive way people who wish
to get a glimpse of living in Estonia. People will benefit by
practicing Estonian phrases and words in a situational
context.

This can be used either prior to arriving or during the stay
in Estonia. People also get glimpse of local Estonian
culture.

What is the impact of your solution? How do you measure
it?

Our solution can encourage internationals to learn and
practice Estonian language. We can measure it by doing
surveys and interviews and compare the results and
feedback of Estonian language learning before and after
using our solution.

Using similar solutions we can also compare our solution
in Estonian language learning context.

Describe it in a tweet

Describe your solution in a short catchy way in maximum 280
characters

A narrative-based game to help people learn Estonian

language through meaningful and conversational
experiences.

Innovativeness

What makes your solution different and original?

Can anything similar be found on themarket? How innovative is it?
Motivating people with gamification using practical and
meaningful contextual learning. There are few Estonian
learning applications but none of them are narrative based.

Transferability

Can your solution be used in other contexts?

What parts of it can be applied to other context?

Based on our case study in Estonia, we want to localise
our solution to other languages and countries, making it
transferrable to other contexts.

Sustainability

What is your plan for the implementation of the solution and how
do you see it in the mid- and long term?

We have a list of interested stakeholders (Estonian
universities, Erasmus, companies and start-ups, and
NGOs). In mid term, we plan to improve user experience
(localisation, new features, accessibility). In long term, we
plan to export our solution to other countries.

Team work

Explain why you are the perfect team to develop this work and what
are the competencies you all bring in so the solution is developed
successfully. How well did you work as a team?

Could you continue to work as a team in the future?

Our team consists of a UX researcher, game designer, two
script writers and an illustrator. We are perfect because
the topic unites all of us: Two of us speak Estonian fluently,
and three of us are internationals. We love our team. We
are looking to continue working on this project.
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