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AS YOU READ THIS THERE ARE

IN SCHOOLS GLOBALLY
N

(~6to 14 y.0.)

Source: GEM Report 2023; UNESCO


https://www.unesco.org/gem-report/en/access

PROBLEM

“getting children into the classroom

is only HALF the battle”
UNESCO

30 / OF STUDENTS WILL FINISH SCHOOL
5 O WITHOUT BEING ABLE TO

READ A STORY OR DO SOME BASIC MATHS

Source: GEM Report 2023; UNESCO


https://www.unesco.org/gem-report/en/access

LACK OF ENGAGEMENT LIMITED
+50% of students not engaged * +69M teacher shortage globally *
Disadvantaged students report 1/3 of the schools with low to
lower levels of motivation 2 medium digital maturity *

Sources: 1) Gallup; 2) OECD; 3) UNESCO; 4) HolonlQ



https://www.gallup.com/education/244022/school-engagement-talk.aspx
https://gpseducation.oecd.org/revieweducationpolicies/#!node=44131&filter=All
https://www.unesco.org/en/teachers
https://www.holoniq.com/notes/2023-k12-digital-transformation
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CENTER FOR CREATIVE TECHNOLOGIES.

SUITED TO SCHOOLS +

[llustrative examples

PLAYERS LANDSCAPE

PUBLISHERS:
ACCESSIBLE BUT TOO TRADITIONAL

EDTECHS:
INNOVATIVE BUT DEMANDING OF SCHOOLS

——



SCHOOLS
+50% W/INTERNET OPPORTUNITY FOR SCALABLE SOLUTIONS
ENGAGING AND ACCESSIBLE

—

GROWING K-12 EDTECH MARKET?

USD 139B

'\\\

Where we started

+ SUITED TO SCHOOLS +

Sources: 1) UNESCO; 2) Market Splash


https://gem-report-2023.unesco.org/technology-in-education/
https://marketsplash.com/edtech-industry-statistics/#link4html

FOUNDING TEAM

FRANCISCO MIRANDA JOANA LOPES INES 0. CARMO
CEO CcpPO Coo

+30 YEARS OF COMBINED EXPERIENCE IN PIONEERING EDUCATIONAL PROJECTS

in partnership
4 Junior
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OUR MISSION

+€400k
invested
2021-2023

TRANSFORM INNOVATIVE IDEAS INTO
IMPACTFUL EDTECH SOLUTIONS o

ANY CLASSROOM

by Resourceful Education Champions

" BancoMontepio  Y\\TACASA INQUACAO GODARITY %[

SOCIAL Fundagio "la Caixa"



OUR APPROACH

BUILT IN REAL CLASSROOMS, WITH A UNIQUE KNOW-HOW MIX <
HUMAN CENTRIC, INTRINSIC MOTIVATING, DESIGN FEATURES

USEFUL CONTENT, EASY TO USE TECH, COMPETITIVE PRICING <

/

Click to know more





http://www.youtube.com/watch?v=tKFXI9dmI7M

AN ENGAGING
LEARNING EXPERIENCE

FOR EVERY STUDENT

INCLUSIVE
AUTONOMOUS
COLLABORATIVE




SUPPORTED BY AN
ACCESSIBLE TECHNOLOGY

e
TO ALL CLASSROOMS

AFFORDABLE
HYBRID
TURN-KEY




IMPACT

A\ +91°/0
- motivation

to learn

A ¥55% B [ +84%
'% disadvantaged '% literacy

users performance

out of +10k portuguese students using our solution on a weekly basis in their classrooms nationwide

Sources: MAGOS game analytics and teachers evaluation questionnaire 2022/23 (our entry market school year)



#1 YEAR TRACTION

Lo Lo frm

men e retention

share conversion

b2school business model in the portuguese public schools market



OUR INVESTORS

ANDREA PEREIRA MARIA FOLQUE
AFONSO ARNALDO CAMILLE COYAC

A GROWING GROUP OF RESOURCEFUL EDUCATION C
WITH SENIOR EXPERTISE IN CONSULTING, MARKETING, ENGINEE

Deloitte. Ceetzly FARFETCH V4 ViERa D ALMEDA
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https://pt.linkedin.com/in/afonsoarnaldo
https://pt.linkedin.com/in/andreapereirads
https://pt.linkedin.com/in/camillecoyac
https://pt.linkedin.com/in/mariafolque

STRATEGIC GROWTH PROJECTS

SCALE MARKET B2G SCALE
> SALES IN > FIT IN ADOPTION IN
5 SPAIN BRAZIL ,

PORTUGAL
“\)GBN\\“G
gaM




WONDERING HOW TO 5
[oTE T %} FRANCISCO MIRANDA ( in \ +351 910 605 744



https://www.linkedin.com/in/francisco-pires-de-miranda-04b28b94/
https://www.linkedin.com/in/francisco-pires-de-miranda-04b28b94/
https://www.linkedin.com/in/francisco-pires-de-miranda-04b28b94/

APPENDIX
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STRONG PARTNERSHIPS WITH “LAB/TESTER” SCHOOLS

STATE-OF-THE-ART GAMIFICATION AND UX DESIGN

LATERAL THINKING WITH SEASONED TECHNOLOGY

AGILE DEVELOPMENT WITH Al TOOLS

Discover where else besides schools we’re getting our inspiration from: here, here, here,here and here. And, of course, from a lot these and these!



https://yukaichou.com/gamification-examples/octalysis-complete-gamification-framework/
https://behaviormodel.org/
https://www.designkit.org/resources/1.html
https://www.forbes.com/sites/tomokoyokoi/2021/01/24/how-the-philosophy-of-nintendos-game-boy-inventor-is-ripe-for-these-times/?sh=7098c06b4de4
https://agilemanifesto.org/
https://www.gamespot.com/
https://boardgamegeek.com/browse/boardgame

IMMERSIVE NARRATIVES

INDIVIDUALISED AND RESPONSIVE LEARNING PATHS

FAIR PROGRESS+REWARD SYSTEMS

OFFLINE COLLABORATIVE DYNAMICS




AN ACCESSIBLE E
Y formaciio
AFFORDA : i

A f & (;x :I: |1%°
& . o
] . ISTAS DA SESSAO

0S MEUS MAGOS A [ Cédigos

<> CONTENT ALIGNED W/OFFICIAL CURRICULUM

<> REAL-TIME PERFORMANCE DATA
<> INTUITIVE SHARED INTERFACES

<> ANNUAL LICENSE W/COMPETITIVE PRICE PER STUDENT




