The Homework Game

M, PAINS - NEEDS

Many students cannot cope with homework on their own,
which can lead to additional stress for both students and

parents.

learning progress is hardly verifiable.

The aim Is to use gamification to
design a homework game that adapts
to the individual learning speed and
level of a student.

Homework exercises should be
manageable without outside help and
have a motivating effect.

eachers have no control over whether the homework Is
completed by the students themselves or not. Therefore, the

EXISTING PROBLEMS

If parents cannot support their children
themselves or finance additional learning
support, it can have a negative impact on
a student’s success in school. This creates
an inequality of opportunity compared to
pupils who have the resources to receive
support.

% THE CHALLENGE

Digitization  should help overcome
iInequalities and change traditional and
outdated learning patterns in the school
system.

Innovative schooling concepts should
provide children with optimal support in
their education.
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