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Lack of motivation to learn and 

limited opportunities to implement 

creative ideas

Problem

Children today do not receive 

enough education in STEM 

(science, technology, engineering, 

mathematics)

Lack of practical skills and 

knowledge in programming and 

electronics
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Solution

«PinMode - creator»

An interactive learning platform for 

children from 8 to 16 years old

Set with Arduino board and 

necessary components

A set of tasks and projects with 

step-by-step instructions

1

3

2

Online platform for discussing and 

publishing projects
4
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«PinMode-creator»

Step 1 Step 2

Description

Quests 

https://docs.google.com/document/d/15-
Fsjnxco84dzqtPPAXHbv5DFmTL2jdWeKTaJeKUtYk/edit

https://docs.google.com/document/d/10ZGQam8_BbT2vO9v4Dk-
ncQrLcSb-E-CJQpJVxq1I6E/edit?usp=sharing

https://docs.google.com/document/d/15-Fsjnxco84dzqtPPAXHbv5DFmTL2jdWeKTaJeKUtYk/edit
https://docs.google.com/document/d/10ZGQam8_BbT2vO9v4Dk-ncQrLcSb-E-CJQpJVxq1I6E/edit?usp=sharing
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Our mission is not just to 

educate children, but to 

prepare them to be active 

participants in the innovative 

economy, capable of solving 

global challenges

Mission 

We are on Instagram:
https://www.instagram.com/pinmode.by/
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Goals and objectives

1
2 Development of analytical thinking and problem-solving

skills

Training of future specialists in the field of innovative

technologies.3

Teaching children the basics of programming and 

electronics
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Advantages of 

“PinMode-creator”

• Interactivity and game form of 

learning

• Focus on practice and real 

projects 

• Community for support and 

exchange of ideas

Disadvantages of participants

• High price

• Low level of immersion in the 
nature of things

• Do it and forget quickly

Strengths
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Business model 

Conducting paid online courses

Subscription to the online platform 

Sale of educational kits 

1. Multi-level income model
2. Gamification and user 

engagement 

Implementation of gamification 

elements

Social component

3. Partnerships and licensing

Cooperation with educational institutions

Partnerships with technology companies

5. Promotion and marketing

Content marketing

Additional language versions and 

adaptation of local content

4. Expanding the product line

Additional kits and accessories

Donating trial kits
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Business model 

This business model will not only 

ensure the financial sustainability of 

the project, but also create a favorable 

ecosystem for learning electronics and 

robotics. 

Increasing user engagement through 

gamification, partnerships with 

educational institutions, and constant 

expansion of the product line will help 

us increase competitiveness and 

ensure long-term growth.
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Social value of the project 

For potential clients (parents and children):

The need for STEM education 

High demand for creative and 

critical thinking in future workers 

The need to develop in-demand 

skills for the future of work
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Social value of the project 

For the state:

Training for high-tech personnel 

Focus on sustainable 

development - quality education
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Lack of motivation to learn and 

limited opportunities to implement 

creative ideas

Social value of the project 

Lack of practical skills and knowledge 

in programming and electronics

For potential partners in the educational business:
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Prospects and potential

01 Growing Interest in STEM Education.

02

03

04

- Economic Development
- Government Initiatives

Cultural Readiness and Need for Innovation
- Young Population
- Need for Innovation

Partnership Potential

05

- Cooperation with Local Educational Institutions

Adaptation to Local Markets

- Investment and Funding

- Content Localization

- Integration with existing educational platforms

Sustainable growth and future trends

- Constant technology upgrades
- Global shift to online education
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Key performance indicators

Еengagement metrics:
Number of registered users:
1 000 people - 1 year of platform launch
5 000 people - 2 year of platform launch
Share of active users - 50% from registered users

Sales indicators
Number of kits sold
5 000 pcs. - 1 year of launching active sales
15 000 pcs. - 2 year of launching active sales
Sales conversion - 10%
Percentage of customers who re-purchased 
kits or subscribed to additional 
services - 50%.

Financial indicators
Total income:
$125 000 - 1 year of launching active sales
$375000 - 2 year of launching active sales
Net profit:
$50,000 - 1 year of launching active sales
$150,000 - 2 year of launching active sales
Profitability - 40%.

1

3

2
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+375 29 1143858

е1143858@gmail.com

Republic of Belarus

Invest in the future by teaching 

children to innovate!

pinmode.by


