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Describe it in a tweet

/ Describe your solution in a short catchy way in maximum 280
2023 characters

ClasScorer is classroom toolkit that transforms the

classroom into a fun exercise and reduces load for any
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ClasScorer Team name: ClasScorerTeam

Title of the solution:

(o EIICYTTIEY. LI B Attendance, Engagement, Gamificat Challenge category:

Innovativeness

Gamification What makes your solution different and original?
Can anything similar be found on themarket? How innovative is it?

Some solutions exist for all 3 of these problems.

However, not one solution combines all of these features.
Solution description Target group Moreover, almost no solution exist for automating these
features, rather opting to use time consuming manually

Please describe your solution, its main elements and objectives as Who is the target group for your solution? inputted data from a web portal
well as a brief implementation plan with some key overall Who will this solution affect and how?
milestones, resources required and eventual barriers foreseen. What How will they benefit?

is your final product/service/tool/activity? How could the solution be .
used to enhance digital education in the your challenge area? How The target groups for this program are Students and

could the successof the solution be measured? How will the solution Tutors (Benefitors) Transferability
provide benefits to the challenge owner?

This solution would help students engage more, create a Can vour solution be used in other contexts?
ClasScorer is intended as a toolkit to help create a more friendly but competitive envrionement that encourges Wh \t/ ts of it can b lied to oth Ht 2
fun and engaging class. By using leveraging computer focus and actively listening. atparts of It can be appied o other comtext
vision technology, we could create a more gamified class If developed successfully, it could be used for exams to
that relies and benefits much more on participation over It would also help tutors account for attendance and check for cheating. It could also be used in seminars to
idle listening. ClasScorer alse leverages the vision engagement, giving them more time to focus on giving understand if the people watching were focused or not
technology to account for attendance and engagement in an engaging class to theur students
a classroom, which would lighten the mental load for

tutor during a class. ClasScorer main goal is to help
students with attention issues, (ADHD, etc.) to engage,

and learn much more in the classroom, as well as help ) N
tutors measure and quantify how they could help Sustainability
students understand the topic better, all meanwhile,

accounting for attendance in a classroom, to not need to What is your plan for the implementation of the solution and how
y do you see it in the mid- and long term?

take time in a classroom calling name or taking
attendance. At the moment, the team is currently working on the

implementation, testing different vision models, and
What is the impact of your solution? How do you measure creating the basic wireframing of the application, within
it? 2-3 months, we should have the MVP to deploy and use.

After MVP developement, we intend to deploy it within a

participating University, where we will anonymise all the
compared to a control group. As the data we will

What is the problem you are facing? comparing is not large, We can only conclude from it if
What is the challenge that you are solving? these features have any potential to improve information
: . retention rate, as well as improve classroom preformace.

more students are losing valuable information within delve further into testing the program with multiple e e o p,itenc'esuyﬁ % tt ¢ cotion s develope

class due to disorders they cannot control. On the other different universities, attempting to gather more data, to Gttt ok o m oo e Foture?

hand, Tutors are losing valuable time within a class, compare and contrast with older student retention Hever e e e

accounting for attendance for trying to get students to measures, as well as available control groups. Our team has a diverse set of skills, allowing each

engage. d|ffer_ent feature to be developed to the best of our
abilities. The team themselves have also worked together
on a plethora of different projects.

European |
Commission



	fill_3: ClasScorer is intended as a toolkit to help create a more fun and engaging class. By using leveraging computer vision technology, we could create a more gamified class that relies and benefits much more on participation over idle listening. ClasScorer alse leverages the vision technology to account for attendance and engagement in a classroom, which would lighten the mental load for tutor during a class. ClasScorer main goal is to help students with attention issues, (ADHD, etc.) to engage, and learn much more in the classroom, as well as help tutors measure and quantify how they could help students understand the topic better, all meanwhile, accounting for attendance in a classroom, to not need to take time in a classroom calling name or taking attendance.
	fill_4: The target groups for this program are Students and Tutors (Benefitors) 



This solution would help students engage more, create a friendly but competitive envrionement that encourges focus and actively listening. 



It would also help tutors account for attendance and engagement, giving them more time to focus on giving an engaging class to theur students
	Context What is the problem you are facing What is the challenge that you are solving: Students nowadays suffer from having a short attention span, due to the nature of current technology. Moreover, more students are losing valuable information within class due to disorders they cannot control. On the other hand, Tutors are losing valuable time within a class, accounting for attendance for trying to get students to engage.
	Impact What is the impact of your solution How do you measure it: After MVP developement, we intend to deploy it within a participating University, where we will anonymise all the data, and start measuring what improvement we can see compared to a control group. As the data we will comparing is not large, We can only conclude from it if these features have any potential to improve information retention rate, as well as improve classroom preformace. Once the data from the initial study is shown, we can delve further into testing the program with multiple different universities, attempting to gather more data, to compare and contrast with older student retention measures, as well as available control groups.
	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: ClasScorer is classroom toolkit that transforms the classroom into a fun exercise and reduces load for any tutor in the class alike.
	fill_2: Some solutions exist for all 3 of these problems. However, not one solution combines all of these features. Moreover, almost no solution exist for automating these features, rather opting to use time consuming manually inputted data from a web portal
	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: If developed successfully, it could be used for exams to check for cheating. It could also be used in seminars to understand if the people watching were focused or not
	Sustainability What is your plan for the implementation of the solution and how do you see it in the mid and long term: At the moment, the team is currently working on the implementation, testing different vision models, and creating the basic wireframing of the application, within 2-3 months, we should have the MVP to deploy and use.
	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 has a diverse set of skills, allowing each different feature to be developed to the best of our abilities. The team themselves have also worked together on a plethora of different projects.
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