PRACTICAL HUB

Cinematic & Story-Based Learning

Turning passive study into practical, memorable learning experiences.

BUSINESS CONCEPT « EDUCATION « EDTECH

International Business Presentation
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01 « THE OPPORTUNITY

The learning experience is ready for reinvention

Practical Hub addresses common challenges in traditional, passive learning.

Passive Learning

Students can consume content without
actively connecting it to real situations.

Limited Practicality

Students need stronger connections between
concepts, stories and real-world use.

02

Memory Fade

Information learned only for recall can
become difficult to retain over time.

03

Rote Learning

Traditional memorisation can reduce
curiosity, context and engagement.
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02 « THE SOLUTION

A cinematic learning framework built for recall and relevance

Practical Hub combines visual storytelling with exam-ready learning resources.
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Visual Storytelling “Movie Script” Framework
Concepts are introduced through engaging Learning follows a structured story arc so
scenes and narrative-led explanations. ideas feel connected rather than isolated.

03
Connect With Real Life

Sample papers, notes and quizzes reinforce
the concept and move learning toward
application.
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03 « DIFFERENTIATION

Why Practical Hub can stand out

A blended experience designed around engagement, personalisation and action.

Personalised Learning

Adapt the learning journey to student
needs.

Animated Learning Episodes

Break complex topics into engaging,
repeatable episodes.
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Gamification

Turn progress into missions, challenges
and rewards.
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Real-World Scenes

Anchor concepts in situations students
recognise.

03

Watch & Memorise

Use visual narratives to make key ideas
easier to remember.
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Story Missions

Give learners a clear goal and a reason to
keep progressing.
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04 « OPERATING MODEL

How the experience works

A simple content pipeline: story — performance - concept — practice — reinforcement.

Select the concept

Identify a topic that benefits from visual
and contextual learning.

Reinforce

Connect the episode with notes, sample
papers and quizzes.

02

Build the story

Use movie/anime-inspired scenes and a
clear narrative framework.

03

Teach through performance

Interested creators act and teach,
bringing energy and relatability.
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05 « TARGET MARKET

Designed for learners who want more than rote study

Initial focus: students who find conventional memorisation-heavy learning difficult or boring.

Primary Users

Students seeking a more engaging,
story-driven way to understand and
remember academic concepts.

02
High-Potential Subjects

Science * Mathematics ¢ Social Science ¢
History. The model can expand as the
content library grows.
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06 « BUSINESS MODEL

Multiple pathways to sustainable revenue

The initial model is partnership-led and can scale as audience and content grow.

Partnerships

Collaborate with publishers and
educational organisations to extend reach
and distribution.

02

Content Sponsorship

Create sponsored educational content
aligned with learning outcomes and
audience needs.

03

Scale Potential

As adoption grows, the model can support
additional digital products and
institutional opportunities.
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07 « GROWTH ROADMAP

From local validation to national scale

The source plan starts in Bilaspur, expands across Chhattisgarh, then targets India.

02
BILASPUR CHHATTISGARH
Launch locally ¢ Validate the learning Expand reach ¢ Build partnerships and
experience proof

03
INDIA

Scale the model « Grow the content
ecosystem
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08 « THE TEAM

Built across product, business and presentation

01

02 03
App Design Revenue Model Business ldea
Design the learner journey and digital Shape partnerships and sustainable Own the problem, solution and growth
experience. business pathways. vision.
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PRACTICAL HUB

Thank You

Let’s make learning more cinematic, practical and memorable.

Thank you for your valuable time and consideration.

CINEMATIC LEARNING « PRACTICAL OUTCOMES + SCALABLE VISION
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