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Edugogy stemmed from the vision of a passionate 

English educator with 15+ years of teaching 

expertise. Determined to make vocabulary learning 

engaging for all ages, the client envisioned a 

platform that blended structured education with 

interactive technology. Edugogy was designed to 

break traditional barriers and empower learners 

worldwide with an innovative, gamified approach to 

mastering language skills.

Client
Background



When the Client approached Techies,  the vision was clear, but the roadmap was not. The challenge was 

to define key features, design, and user flow from scratch. Our task was to guide the development 

process, transforming the app into a cohesive, engaging, and educational experience through 

continuous refinement.

Client Challenges

Dual-Audience Appeal:

Balancing simplicity for 

children with advanced 

functionality for adults.

Evolving Expectations: 

Adapting to shifting 

requirements and priorities 

throughout development.

Undefined Vision:

Ambiguity in defining core 

features, audience, and 

design led to multiple 

iterations.



Engaging, Gamified


Learning Experience

Structured & Inclusive


Learning Path

Multi-Platform


Accessibility &


Scalability

Project Goals
Edugogy aimed to create a gamified, AI-driven English 

learning platform for all ages with structured lessons, real-

time feedback, and multi-platform access. It ensured 

engagement through badges, levels, and scalability for future 

growth, while also integrating seamless communication and 

interactive learning experiences.



The Scope of our Work

Discovery Phase:

Conducting research


to define objectives


and user needs.

Design and User


Experience:

Designing a user-


friendly and visual


interface.

Project Overview:

Outlining the app's


purpose and target


audience.

Requirements and


Features:

Specifying key


functionalities and


features.

Development


Phase:

Coding the app, and


conduct testing for


quality assurance.
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Our Solution
We adopted Scrum methodology for iterative development, delivering a highly engaging, scalable learning 

platform. Key innovations include:

􀛸

Gamified Learning:

Space-themed "planet levels" 

designed to captivate learners 

of all ages.

􀢓

Advanced Technology:

Unity for immersive game experiences, IBM Cloud Watson for 

interactive text-to-speech, and Twilio for secure OTP-based 

registration.

Secure & Adaptive:

Easy sign-ins via Google/

Facebook and OTP 

verification, with content 

tailored for diverse age 

groups.

􁰏

Scalable 

Architecture:

Built on robust frameworks to 

ensure high performance and 

seamless growth.

􀯪

Personalized 

Experience:

Goal-setting and progress 

tracking that drives motivation 

and keeps learners on course.

􀉩



Results
Delivered

Organic Growth

400+ Downloads with no paid promotion, proving the 

app’s strong organic appeal.

Enhanced Engagement

A  in user engagement within the first 

month—users were completing more missions and 

returning daily to enhance their vocabulary.

 60% increase

Diverse User Base

A —the transition to 

space-themed planet levels made it possible for 

learners of all ages to join, from 5-year-olds to adults.

growing, diverse user base

Positive Feedback

The app became a  for self-

paced English learning, fostering a sense of 

accomplishment as users completed missions.

 fun and interactive tool

In the  Edugogy achieved:first quarter,
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