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Creating a better education, together!

SUMMARY INFORMATION



Our mission is to create educational games that makes learning enjoyable for

children.

Every child has access to high-quality, engaging, and effective learning

resources. Learning should be fun and enjoyable, and by making education

more accessible and interactive, we can help children develop a lifelong love of

learning. 

In this thriving ecosystem, schools and educators are supported with the

resources and tools they need to incorporate learning games into their

curriculum and provide the best possible education for their students. Parents

are empowered to take an active role in their child's education, using our

learning games as a way to supplement and reinforce what their child is

learning in the classroom.

Ecosystem Vision
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Our organization has extensive experience in the education theme area, with a

particular focus on creating innovative hands on learning games and digital

resources for children. We have worked in schools, and have developed engaging

and effective learning tools that can make children advanced. Our activities in this

area include collaborating with experts in the field of education and child

development, and leveraging technology to create interactive and engaging

learning experiences. Our team also has experience in teaching, computer science,

creating advanced educational curriculums, and cognitive awareness assessments.

Ecosystem Vision
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Augmenting the Ecosystem of Support
Form partnerships and collaborations with organizations, institutions, and

individuals such as tutoring and learning centers, who share the same vision and

mission for providing high-quality educational curriculums and video games.

Develop strategies and resources for promoting the use of educational curriculum

video games in schools, including professional development for teachers,

curriculum integration support, educational non-profit organizations, and outreach

and advocacy to parents and school administrators.

Supporting and encouraging research and development, promoting

experimentation and creativity, and embracing new technologies and trends.

Organization's Experience 



Broadening Participation in the Innovation
Economy

We will work to ensure that our games are accessible to all children, regardless of

their socio-economic background, ethnicity, gender, or physical abilities. We will

also develop resources and programs that provide targeted support and

mentorship to entrepreneurs from these communities, such as training and

workshops on entrepreneurial thinking, access to funding and resources, and

networking opportunities.

We will measure our success by the amount of people that reach our games, such

as the number of children who have access to them, the number of schools or

districts that use them, and the number of positive reviews or referrals we receive.

We also measure by the numbers of children these games impact on

entrepreneurship, career interests, and effective learning results.
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Use of the Stage One Prize Funds 
Develop targeted outreach programs to engage with communities that are typically

underrepresented in the innovation ecosystem. This could include partnering with

community organizations, hosting events in underserved neighborhoods, and

leveraging social media and other digital platforms to reach potential participants.

Organize networking events to connect new entrants with other entrepreneurs and

professionals in the industry. These events could be held virtually or in person,

depending on the current situation with the pandemic.

Build partnerships with other organizations in the innovation ecosystem, such as

universities, accelerators, and incubators, to create a network of resources and

support for new entrants. This could help provide access to resources such as

mentorship, funding, and educational programs.
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Overall Plan for the Award

www.newregion.us
Together we impact the world!

Market research and analysis

Game design and development

Technology and infrastructure

Testing and validation

Marketing and promotion

Partnership development

Growth Accelerator Partnership

Our overall plan for the award is to create an engaging and effective educational video

game aligned with the elementary/middle school curriculum, investing in high-quality

technology, and building strategic partnerships. Our business can effectively

contribute to a successful Growth Accelerator Partnership submission and ultimately,

drive growth and success for the product.



How We
Will Deploy
New and/or
Existing
Resources

Everyone should have access to education

Identify and connect with key stakeholders: Use stakeholders in the

innovation ecosystem that can provide expertise, resources, and

networks to drive the project forward. 

Conduct outreach and networking: Attend conferences, events, and

online forums to showcase the project and connect with potential

partners.

Invest in technology and infrastructure: This could include cloud

computing technology, project management software, and other

tools to facilitate communication and collaboration between

partners.

Foster a culture of collaboration: Encourage open communication,

knowledge sharing, and a willingness to experiment and take risks to

drive innovation.

Establish clear goals and metrics: Develop key performance

indicators (KPIs) to measure progress, identify challenges, and make

adjustments as necessary.



Our Value Proposition 
to Stakeholders

Providing an innovative solution to advance education

Enabling access to knowledge and expertise

Offering a platform for collaboration

Supporting children with skill development

Contributing to positive social impact

Stage 2 
Capacity Building 

Hire additional staff

Invest in marketing and outreach

Develop new features and content

Conduct research and evaluation

Forge new partnerships

Additional staff members can help develop and market the online learning game, as well as to manage partnerships with Ecosystem Partners and

entrepreneurs. Marketing and outreach efforts can expand the reach of the online learning game and attract new users from underserved

communities. They can also develop new features and content for the online learning game to keep it engaging and relevant to users. Lastly, they

can add research and evaluation of the online learning game to assess its impact on learners, and identify areas for improvement.

Stage 2: Additional Information



Implementation 
& Learning Agenda
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Partnerships by hosting a
series of educational

workshops or webinars
that focus on the

development and design
of the online video game.  

A research project to
gather insights and

data on the impact of
the educational game

on student learning
outcomes and the
overall ecosystem.

A portal with resources
and tools from multiple
Ecosystem Partners to

provide a more
comprehensive and

accessible resource hub
for educators and

students.
 

Launching a joint
marketing

campaign/fundraiser 
 with Ecosystem

Partners to promote
the value of the online

educational game.

Making a difference today for a
better tomorrow



Risk Factors
Technical risks: To mitigate these risks, the development team can conduct thorough testing and quality assurance processes, engage

experienced software developers, and work with user experience (UX) designers to ensure a user-friendly interface. 

Financial Risks: To mitigate these risks, the development team can prepare a detailed budget and project plan, establish clear priorities for

spending, and engage in regular financial tracking and reporting.

Market Risks: To mitigate these risks, the development team can conduct market research, engage with potential users to get feedback and

input, and continually refine the game to ensure it meets the needs of the target audience.

Stage 1: Organizational & Staff Resources
John Doe
Project Manager 

John Doe
Game Designer

John Doe
Programmer

John Doe
UI/UX Designer

John Doe
Quality Assurance Tester

John Doe
Marketing & Communication
Specialist

John Doe
Data Analyst

John Doe
Curriculum Specialist 



Support New Ecosystem Partners
Providing expertise and knowledge in the field of educational game development and learning design.

Sharing resources such as technology, software, and equipment to support the development of new games.

Collaborating with Ecosystem Partners to co-create and co-design new educational games that meet the needs of underserved

communities.

Providing access to networks and connections within the education and nonprofit sectors to help Ecosystem Partners find new

opportunities and build partnerships.

Hosting events, workshops, and webinars to share best practices and provide support to Ecosystem Partners as they work to

create new educational games & curriculums.

Offering mentorship and guidance to Ecosystem Partners as they navigate the complexities of the education and nonprofit sectors.

Characteristics, skills, & assets 
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Expertise in advanced education and

educational games

technical skills and experience in game

development

Collaborative mindset

Innovation and creativity

Access to underserved communities

Marketing and promotion expertise

Potential Ecosystem Partners

Content experts

Pedagogy experts

Technology partners

Distribution partners

Funding partners
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Ecosystem Building Partnerships

Sweet Pea Learning - www.sweetpealearning.com

Shift Enterprise - www.shiftent.com

Current Partnerships & Working Relationships

Partnership Effectiveness

Leverage Other Available Resources
local or national organizations that provide support for education 

Collaborate with universities.

Leverage crowdfunding.

Partner with corporate sponsors.

       technology startups.

Sweet Pea Learning: Collaborated in the creation of online

educational elementary school curriculum webinars, as well as

in the marketing and sales of educational toys and books.

Shift Enterprise: Assisted in website programming to set up an

online platform for educational webinars, including payment

processing and questionnaire implementation.



Thank You
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PROJECT PROPOSAL

For your attention!

We collaborated with Sweet Pea Learning to develop advanced educational webinars

tailored to parents. My curriculums served as the foundation for educating my son, and he

now shares his learning journey on his Instagram account, @learningwithjayden.


