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Describe it in a tweet
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Team work  

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

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

Can your solution be used in other contexts?
What parts of it can be applied to other context?

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

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?

Who is the target group for your solution?
Who will this solution affect and how? 
How will they benefit?

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

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?

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


	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: Skillarize: the ultimate platform for enjoyable learning! Earn points, unlock cool rewards, and connect with others through chats and video calls. Skillarize also brings support and efficiency for Teachers with its special templates to make learning fun! 
	Texto1: Skillarize
	Texto3: Skillarize
	Texto2: Connected learners
	Texto4: Learning experience
	fill_3: Skillarize is the revolutionary platform that will redefine the online learning experience encouraging asynchronous (chat, energy level) and synchronous (weekly video call) peer interactions, and thanks to our match-making pyramid the options for grouping learners are incremental based on the number of people in a class and the desired number of people per team.

Our solution offers a distinct and highly effective framework, characterized by the collaborative strength of co-designing courses with both teachers and students. 

Skillarize has potentially limitless applications, it is not confined to a single niche; rather, it is designed to adapt to the dynamic and evolving needs of learners across various domains.


	fill_2: Skillarize stands out by its peer match-making proposal. Peer learning and peer support are extremely important for many students as can enhance the learning experience, something not yet realized at its best 

While some platforms offer online learning, Skillarize's set apart by its unique theme-based approach, XP-to-Gems conversion, and dynamic peer interactions.
	fill_4: The solution is scalable and can be adapted for many different age groups and various types of learning. We believe that always that a teacher who controls the exercises can always be used with middle and elementary students as well. 

For now, our Target group is high-education level students and their teachers.

Students will perceive the fun of the theme/game while learning the curriculum and interacting with the peer group. Peer groups ensure accountability, interaction & support, and active learning.   

The teachers are saving time by using automation in group formation & interaction. Besides, digital measurement of student activity allows for the analysis in the dashboard.

	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: The theme, XP-to-Gems, and group features in Skillarize aren't just for school. They work great in business training, skill programs, and community building too. The content templates? Handy for any field that loves structured, customizable content!
	Impact What is the impact of your solution How do you measure it: We believe that our solution adds significant value to society and the community by attacking some of the fronts open by distance and online learning in the post-Covid era.

The solution adds personal interaction to online learning without consuming teacher's resources. The gamification coupled with peer interaction is expected to affect the behaviour of the students to reduce dropout rates and increase knowledge retention. 

The KPI as the barometer of our success are:
-dropout rate:  should go significantly down with the use of Skillarize
-course's final scores: the collaborative but also competitive environment that the platform creates should impact positively the student's score 
-user satisfaction: Students that use the platform will love to attend any lesson, as none will be boring or too difficult to learn.
	Sustainability What is your plan for the implementation of the solution and how do you see it in the mid and long term: We need a pool of students to test and gather feedback on basic functionality. 
As a next step - raise investment and develop the teacher's module, add more functionalities, or incorporate integrations. 
Long-term we want to help to develop the EU digital education market.

	Context What is the problem you are facing What is the challenge that you are solving: Online courses suffer from a lack of human interaction, which can lead to low motivation and high rates of dropout.

Opposite to common belief digital education can be very challenging for parents and of course teachers as well, and their involvement is not only desirable but necessary.

Social interaction in small groups ensures accountability and increases engagement.

We help students to have social interaction with peers in a playful way (the Theme, XPs). 

	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: We possess a combination of practical, technical, and theoretical knowledge to understand the problem and how to get a reasonable solution. Liene Turlaja, creator of the platform is a professional coder of low code / no code applications. Tongtong Y. is a Master's student in Human-Computer Interaction and Cezars Torres-Rueda is specialist in Problem-based learning and Design Thinking 


