INNOVATIVE ENGLISH LEARNING HUB

Learn ¢ Play ¢ Practice * Speak

Interactive and Practice-Based English Learning Ecosystem for Primary
School Students

Target Group: Class 1 to Class 5 Students

Primary Focus: English Language Learning

Learning Model: Learn — Explore — Play — Practise — Create — Speak
Platform: Google Sites + Interactive HTML Learning Modules
Technology: HTML « CSS ¢ JavaScript * Browser TTS ¢ Interactive Web
Activities * LocalStorage

Assessment: Final English Mastery Examination

Designed for: Government Schools ¢ Rural Schools * Remote Areas ¢
Resource-Limited Classrooms

PROJECT AT A GLANCE
Component Project Description
Project Name INNOVATIVE ENGLISH LEARNING HUB

English €@+ %t haat textbook 3 memorisation % €ifia 7 w@e

Core Idea : : : L
interactive practice-based learning ¥ srgerr

Target Students Class 1 to Class 5

Primary =4t o fafia practice @ Arem & English wwem, wed, g4, die 31k

AN

Objective sentence M ¥ T&AT ST

Learning

Structure 15 progressive English Learning Modules

Final

Assessment Module 16 — Final English Mastery Examination

Learning Practice-Based + Activity-Based + Interactive + Self-Paced
Approach Learning

Teacher Role  Teacher as Facilitator, Mentor and Practice Guide




Component
Student Role
Platform

Interactive
Content

Listening
Support

Progress
System

Assessment
System

Certificate

Special Focus

Future Scope

Project Description
Learner + Explorer + Player + Speaker

Google Sites

HTML-based mini learning applications

Browser-based Text-to-Speech

XP « Stars « Streak * Levels « Badges

Randomized Final Examination

Personalized English Achievement Certificate
Government School and Resource-Limited Learners

Al-assisted personalization, analytics, adaptive learning and
multilingual support

PROJECT VISION
“zrar gt e English drem st o foru e O w1 @t a7 wme?”

78 project ¢t =1 ¥ Y& B 2
TR A9 H 95 § o= Ty & o Hree it amar 3iR 3eTe W R, Afer 3= English €em & fog

fafi@ exposure, practice environment 3R wT® resources &l fiet urd|

oy ®9 @ remote areas, rural areas 3R & government schools # English €@ i
Ho T TN Faa textbook i Iucsyar Tet |1 arfee T e—

« f=f@ English practice st environment

« English s %1 confidence

« vocabulary s AR revision

o grammar %1 practical use




listening practice
pronunciation practice
sentence formation

real-life communication

R g8 wecaUi—regular practice

3T STTITIHAT Sl &I | TEd g INNOVATIVE ENGLISH LEARNING HUB forerfaa
fomam T R

TEhT Je¥d =l s ket English & questions solve st 9& 2, afesh 38 we T
structured learning environment 3 & foes 3

Learn — Explore — Play — Practise — Create — Speak

o 7T ¥ €it-¢fit English communication & 3R 310 s

1. PROJECT TITLE
INNOVATIVE ENGLISH LEARNING HUB

Learn ¢ Play ¢ Practice * Speak

Supporting Theme:
From Regular Practice to English Mastery

7% project Class 1 & Class 5 @ o fornfofi & fow 15 structured English learning
modules 37X t* final mastery assessment %t @& single digital learning ecosystem

T Sirear 2

2. INTRODUCTION

English s education, technology, communication st higher learning % #gcaqet
HTeET § ¥ T R

dfe primary level ® English learning 7 3gv sa@t grammar rules 1@ @™ &t g1
=Ry

w s=a1 English @+t effectively diaar 2 5@ a7 ar-am:

« English gx g,




T words 3@ 2,

ST meaning THer 2,

sentence e g,

sentence sHTdT 2,

pronunciation g 2,

conversation T 3TH FdT &,

mistakes T 2,

feedback e = €,

3R Ot ST practice T
g4t principle @ INNOVATIVE ENGLISH LEARNING HUB = 21
7z th Practice-to-Mastery Learning Model 2|

3o vet 15 modules & #rem & English & stert-s1em skills w emar practice € St &
31 3@k a1 Module 16 & comprehensive assessment =T ST @l

39 &R Final Examination sael Tk 9= qder 72 21

78 ¢ learning journey %1 assessment 2

3. PROJECT MOTIVATION
3 project I inspiration classroom # f&@rs 3 aTell T ardfash SATavashar o fie|

3 9 89 9@d & foF s=a English # textbook & questions & answer for@ @i 2, @ifer sfar
378 &€ ara English & Sie &1 e siram & df o hesitate st 2

3Gt 319} I8 e ® foh s dig =1 g
ST GHET Bl 2

Insufficient Practice + Limited Exposure + Lack of Confidence

34t observation ¥ U HecaqUl fo=ik | TET—

“gfg aeat & OW ard-anet structured English practice &t g, @Y @ram 3 efiv-fit
English communication # confidence rfaa &t werd §2”




3t fo=m &1 systematic form 34 & fow 15 modules dar foe o)

1 modules & English #r sterr-s1@m a1 learning experiences @ divide forar mar 8 aifer
sF=dT U |19 aga sfass information @ overwhelmed 7 =1

4. THE CORE PROBLEM

Problem Statement

Primary school students, fa=iw €17 & resource-limited 3 rural/government school
environments %, English s@a @m@ %% practical challenges =1 a1 #d @

BRI RUERIE
. English speaking practice & limited opportunities|
. English vocabulary = f=afia revision 7 gHml
. Grammar % rules & &9 § a1 & oifek practical sentence ¥ use T & IM
. Listening practice =T 31|
. Pronunciation practice & limited resources|
. Real-life conversation & exposure % gl
. w=ai %1 English serd #9 hesitation
. Parents grr =t ® English support =ifira 2rm
. Teacher % & ¥ === & fow individual practice time =ifi g

10.3%aa textbook-based learning & &RruT practice repetitive 3 less engaging &
ST

11.Assessment &3 s shad written examination ds €ifia & ST

12.Remote 3R resource-limited areas # expensive language-learning

resources 3udsy 7 gl
3ATTT 3TTIYIeRT © Ush Ud solution i i

Affordable + Accessible + Interactive + Structured + Practice-Based +
Teacher-Friendly =1




5. PROPOSED SOLUTION
INNOVATIVE ENGLISH LEARNING HUB

weartera solution w digital English learning ecosystem # f5&# students & English &
fafir= skills ® regular practice =t St =

THH Fel:
15 PRACTICE & LEARNING MODULES
R

1 FINAL ENGLISH MASTERY EXAMINATION

RCIRDIR
T learning journey %1 38 YHR GHE ST T &

Module 1

!
Module 2

!
Module 3

!
!
Module 15
!

Regular Practice & Revision

!
Module 16 — Final English Mastery Examination

l

Performance Analysis

l

English Achievement Certificate

6. THE 16-MODULE LEARNING ARCHITECTURE

Module Learning Zone Primary Purpose
1 Speak & Communicate English communication confidence

2 Vocabulary Zone New words and meanings




Module Learning Zone Primary Purpose

3 Grammar Lab Grammar through activities

4 English Games Learning through games
Story World Reading and listening through stories
Listen & Learn Listening comprehension
English Quiz Zone Knowledge checking
Practice Zone Regular revision and practice
Alphabet Adventure Letters, sounds and words
Word Power Zone Vocabulary strengthening
Sentence Challenge Sentence formation
Role Play Corner Real-life English conversations
Pronunciation Studio Sounds and pronunciation
English Challenge Zone English skill challenges
Daily English Mission Daily English habit building

Final English Mastery Exam Comprehensive assessment

7. MODULE-WISE LEARNING DESIGN
MODULE 1 — SPEAK & COMMUNICATE
Tagline:

Speak English with confidence.

7@ module % 3t s=ai # everyday situations ¥ English expressions & uftfaa s 21

Learning Areas:
o Daily Life
« School
« Shopping

o Friends




o Travel

« Everyday communication
s= simple English expressions g 3k 9ed & q1 371 meaning #w3d |
Expected Development:
Understand — Listen — Repeat — Use

78 module English speaking & ferw confidence-building foundation dam = 21

MODULE 2 — VOCABULARY ZONE
Tagline:
Learn new words through pictures, games and activities.

@ module # 5= pictures, examples 3 interactive activities r @grar &
vocabulary #ed 2|

Vocabulary Categories:
Animals
Nature
School
Food
Actions
Learning Cycle:

See the Word — Understand Meaning — Hear Pronunciation — See
Example — Practise

a4 vocabulary saa e T 2, afeskh context § @wet AT 2

MODULE 3 — GRAMMAR LAB
Tagline:

Learn grammar by doing, not just reading.

Grammar I %3 rules & &9 # Fd FH % a9 activities & #read § practice ST ST

H




Major Topics:

Verbs

Nouns

Pronouns

Adjectives

Tenses
Activities:

Explore

Quiz

Sentence Builder

Grammar Detective
Learning Principle:

Grammar — Example — Practice — Correction — Application

MODULE 4 — ENGLISH GAMES
Tagline:

Play, practise and learn.

@ module # English learning % game-based practice ® srgat ST 2

Potential activities:
Word Hunt
Memory Match
Spelling Race
Odd One Out
Word Catcher
Sentence Race
Quick Challenges
TRt 3% s=ai st English practice & R active & 21




MODULE 5 — STORY WORLD
Tagline:
Read, listen and explore exciting English stories.

Stories s=ai @ fow natural language exposure Y& & g
3 module #:

Short English Stories
Reading Practice
Listening

Word Meanings
Story Questions
Comprehension

« Reading Progress

St activities e sht ST Hehd! 2

Learning Cycle:

Listen — Read — Understand — Explore Words — Answer — Retell

MODULE 6 — LISTEN & LEARN
Tagline:

Improve your listening skills through fun activities.

English learning # listening sciq wecyui skill 2l

g9 module #:

Listen & Choose
Missing Word
Listen & Match
Listen & Answer

ST activities o #resm ¥ listening comprehension foswRa it St 21




Browser-based Text-to-Speech st werar & students English sentences @+ @&

MODULE 7 — ENGLISH QUIZ ZONE
Tagline:
Challenge yourself and check your learning.

@ module # s== 37+ learning ' quiz % #rea9 & check & 2

Quiz Areas:
Quick Quiz
Picture Quiz
Word Challenge
Grammar
Mixed Quiz

I8 module s=at T Ig FWeH | Weg AT ¢ foh I8 =T diar 31 R areas # 3 37 practice
AT ST 2

MODULE 8 — PRACTICE ZONE
Tagline:

Practise what you have learned.

I' I project 1 Tk Ui component g Fif learning # repetition 37 revision
wEEt sfieR B 2

Practice Areas:
Vocabulary
Grammar
Spelling
Sentences
Mixed Practice

fagtw Feature:

Tard answers &I identify @k student T eI practice s T JTaE {3 ST 2




Learning Cycle:

Learn — Practise — Make Mistakes — Get Feedback — Retry — Improve

MODULE 9 — ALPHABET ADVENTURE
Tagline:

Explore letters, sounds and words through fun activities.

fori w9 & yeeAdt learners % fog alphabet 3t phonics foundation #g@yu 2

@ module #:
A-Z
Letter Sounds
Example Words
Picture Association
Missing Letter
Letter Mix
Hear Letter
Hear Word

St activities e &

MODULE 10 — WORD POWER ZONE
Tagline:
Build your English vocabulary with exciting word challenges.

78 Vocabulary Zone & 37T 2|

Vocabulary Zone # 7t words & = focus &, ssfs Word Power Zone # & 8¢
words #f language power sigrs ST 2

Activities:
« Word of the Day
« Meaning Match




Synonym Challenge
Antonym Challenge
Word Scramble
Word Builder
Example:
Brave
Meaning — Not afraid to face difficult things.
Synonym — Courageous
Antonym — Cowardly

39 9T Tk word i &5 dimensions d 9T ST 2

MODULE 11 — SENTENCE CHALLENGE
Tagline:

Arrange words, complete sentences and build meaningful English.

Vocabulary #t grammar e & a1e 3Tl #eeaqul step & sentence formation

g9 module #:

Word Arrangement
Missing Word
Correct Sentence
Sentence Scramble
Sentence Expansion

o Picture-based Sentence

ST activities = #res® @ sentence-building practice s S 2

MODULE 12 — ROLE PLAY CORNER
Tagline:

Learn English through everyday conversations and real-life situations.




7€ module English =i real-life situations & sfrear 2l

Situations:
At School
At the Shop
At a Restaurant
On the Bus
At Home
Meeting a Friend
At the Library
Fruit Shop

Teacher: Good morning! How are you today?
Student: Good morning. I am fine, thank you.

30 ¥R o= English &1 %a@ question-answer & &7 # 2, dfcsh conversation 3 &9 &
Jad B

MODULE 13 — PRONUNCIATION STUDIO
Tagline:

Listen, repeat and practise English sounds and pronunciation.

3@ module # e=r English sounds 3R pronunciation & aitfea T 7

Focus Areas:
Short Vowel Sounds
Long Vowel Sounds
Consonant Sounds
Minimal Pairs

Missing Sounds




« Sound Challenges

Example:

Ship / Sheep

Fan / Van

38 e sr=ai i sound differences g X T F1 ST firerar 2

MODULE 14 — ENGLISH CHALLENGE ZONE
Tagline:
Take fun challenges and test your English skills.

g module sm= Quiz & 1T 2
7% timed R challenge-oriented practice environment Y&M T 2l

Challenge Modes:
Quick Fire
Word Master
Grammar Pro
Sentence Builder
Super Challenge
Gamification:
XP
Stars
Streak
Levels
Best Score

9! 3299 a=ai § regular practice 3R healthy learning motivation %t support T 2

MODULE 15 — DAILY ENGLISH MISSION
Tagline:




Complete a new English learning challenge every day.

5@ module =1 q&1 377 English learning =1 daily habit # seemr 2)

& &7 student % @ Bter English mission feam s @ekar 21

Mission Areas:

Vocabulary

Grammar

Spelling

Sentences

Listening

Communication

Mixed English
Learning Philosophy:
Little Practice Every Day — Better English Over Time
78 module forIY &7 & wecul © it English improvement sa@ ws faa it practice @
T el

Ig T continuous process 2

MODULE 16 — FINAL ENGLISH MASTERY EXAMINATION

From Practice to Assessment

ggdt 15 modules @ regular practice & & 1@ student Module 16 @ Final English
Mastery Examination 3T 2|

7' examination I learning ecosystem %1 comprehensive assessment 2|

Examination Structure:
Student Name
School Name
Class
25 Questions
25 Marks




Randomized Question Selection

Questions drawn from a 100-question bank
Timer

Question Palette

Mark for Review

Final Score

Percentage

Performance Level

Personalized Certificate

8. FINAL EXAMINATION LEVEL SYSTEM

Score Performance Level

23-25 MASTER LEVEL
1922 ADVANCED LEVEL
15-18 DEVELOPING LEVEL
10-14 BEGINNER LEVEL

0-9 REINFORCEMENT LEVEL

1 levels 1 329 sr=ai &1 label s 78, sfess 37h current learning position & a9z 3R
3T Y practice plan F ¥ GERIar FET 2

9. 100-QUESTION RANDOMIZED QUESTION BANK

Final examination & T @& large question bank & ferar ma 21
Ty ATerT-37e modules & questions wnfie fohu sma 2
Y% examination attempt #:

« Questions randomize = 2|

« Options randomize & @ehd 2|

« Question selection st dehar 2




« T learning ecosystem ¥ questions Td |

399 examination %a@ memorisation test & &, afesk broader learning assessment
T 2l

10. LEARNING FLOW
T project = learning flow 30 T 2
STEP 1 — EXPLORE

Student website W learning environment & 9ftfaa g 2

l
STEP 2 — LEARN

New words, grammar, sounds, sentences 3 communication patterns ¥raar 2|

l
STEP 3 — LISTEN

English pronunciation ¥R sentences g 2

\
STEP 4 — PRACTISE

Interactive activities 3T exercises i 2
l
STEPS — PLAY

Games 3R challenges = @ream & practice T 2

l
STEP 6 — COMMUNICATE

Role Play 3t communication activities # English =T use = =
\
STEP 7 — REVISE

Practice Zone sk Daily English Mission = #rem @ revision & 2

l




STEP 8 — CHALLENGE
English Challenge Zone # a1t skills test s 2

l
STEP 9 — MASTER

15 modules complete = % =@ Final English Mastery Examination <ar 21

\
STEP 10 — REFLECT & IMPROVE

Result 3@e a1 it practice Fuifi S s 21

11. PROJECT MIND MAP
INNOVATIVE ENGLISH LEARNING HUB
ENGLISH LEARNING

!

VOCABULARY

Words * Meaning ¢ Usage

!

GRAMMAR

Rules « Examples ¢ Practice

!

LISTENING

Listen » Understand * Answer
!

PRONUNCIATION

Sounds * Words ¢ Minimal Pairs
!

SENTENCES

Arrange ¢ Build « Complete

l




COMMUNICATION

Situations * Conversations * Role Play
!

READING

Stories * Comprehension * New Words
!

GAMES & CHALLENGES

Play ¢ Practice * Improve

!

DAILY PRACTICE

Mission ¢ Revision ¢ Streak

\

FINAL ASSESSMENT

l
ENGLISH MASTERY

12. TEACHER HAND TOOL MODEL
Ig project Faw students & fow digital learning platform & 2
T Th:

TEACHER HAND TOOL
& &9 0 off sEaqTA o ST gehar 21

Teacher classroom # 7 modules = 31t daily teaching % @ integrate s ek 2

Teacher % ferw Suggested Classroom Model

10—15 Minute English Practice

& i teacher @@ w BT module A activity =7 @ 8

Example:
Monday
Vocabulary Zone




i}
5 New Words

!

Pronunciation

l

Sentence Practice

Tuesday

Grammar Lab

l

One Grammar Concept

l

5 Practice Questions

Wednesday

Listen & Learn

Choose Answer

!
Repeat

Thursday

Role Play Corner
\

Pair Activity
\




Conversation Practice

Friday
English Quiz Zone

!
Weekly Assessment

!

Mistake Review

13. TEACHER'S ROLE

9 project # teacher saw content deliver & are =t 7= 2
Teacher = yifer=:

Teacher as Facilitator

Teacher st =1 @&l activity I+ 3l practice W # guide = 2l

Teacher as Mentor
Teacher s=at #i mistakes I learning opportunity ¥ s&ear 2
Teacher as Language Model

Teacher @& classroom # simple English expressions =it fafira swaim s 2

Teacher as Motivator

Teacher s=ai =i B1A-81E achievements & fT encourage i 2l

Teacher as Learning Planner

Teacher student #t smavaerar & 78R modules select T & 2

14. RESOURCE-LIMITED SCHOOL MODEL

39 project i T HeaqUl foRivar 7= & i 39 expensive language laboratory w fvt 7&
ST T R

STEf resources 39Ty 7 98l




Computer
Smart TV
Projector
Tablet
Mobile
Internet

ST IUANT TohAT ST Tl 2

st individual devices 3uetsy =€l €, = teacher T screen W activity el @ehar & 3R G
class r group activity % 4 # practice 31 ek 2l

Y UhIT:

One Device — Whole Classroom Learning

w1t model o SR ST FehdT 2

15. GOVERNMENT SCHOOL AND REMOTE AREA APPLICATION

38 project &1 faww focus 37 sr=at @ English practice v 2 5= = ® English
learning support €ifid &v & firerar 21

=3 families # parents @& English # comfortable =& gl
v feafa 9 == =l | W

« English conversation practice
e pronunciation support

« vocabulary revision

e grammar practice

i w9 & 72 foret owh

Digital English Learning Hub W& environment & teacher s student = = t=
additional learning support tool s ikt {1 @ 21

I parents i literacy 1 39 & &9 H T8 3@l

9% a9 78 technology 3R school-based practice & arew & learning opportunities
I ST T JATE FT 2




16. WHY REGULAR PRACTICE MATTERS

39 project #I central philosophy #:

English is a Skill — Not Just a Subject.
S fereft skill =t @@ & fore regular practice i stavershar gt €, 38 & English # ot

Listen + Read + Understand + Practise + Speak + Repeat
I SATFvHRAT Bt 2

T s=a1 T aR vocabulary lesson 3@+ @ fluent 7= sal
e afe =@

< 5 words e g,

T 3% revise Ll 8,

it 3% sentence # use FaT R,

T g 2,

TR e 2,

R quiz 2t g,

ar language exposure =it-¢fit srgar g

gt continuous practice = project structure ¥ smfiret foram m 2

17. FROM PRACTICE TO PERFORMANCE
Project =1 intended learning pathway:
FIRST STAGE

Exposure

sr=a1 English words 3fit sentences 3@dr SR g 2l

l
SECOND STAGE

Understanding




=91 meaning 3R basic usage dHe @l

l
THIRD STAGE

Practice

=1 interactive exercises s 2l

l
FOURTH STAGE

Application

F=a1 sentences 3R conversations ¥ English &1 use T 2

l
FIFTH STAGE

Confidence

Repeated practice @ English use & 1 1@ sigar 2

l
SIXTH STAGE

Assessment

Final Examination learning s measure 3T |

18. GAMIFICATION
F=di o folT learning # engaging s=H & fow project § Gamification elements smfier
ferg e
T elements:
XP
Stars
Streak
Levels

Badges




o Challenges
o Progress
« Achievement Certificate

TTRT 32T et competition a7 T T 2

7 3w students #1 I visible feedback & 2 f5:
“B feramT Hen?”

it

“H T AT H TRAT 52

19. TECHNOLOGY USED

Technology Purpose

HTML Learning interface structure

CSS Visual design and responsive layout
JavaScript Interactive activities and game logic
Browser Text-to-Speech Pronunciation and listening support
LocalStorage Progress and learning data on device
Google Sites Main educational website
Interactive HTML Individual learning modules

Responsive Design Mobile, tablet and desktop access

20. TECHNICAL ARCHITECTURE

Google Sites

\
Learning Hub Homepage

\

15 Interactive Modules




\
HTML / CSS / JavaScript Activities

!

Browser-based Learning

l

Practice + Feedback + Gamification

!

Final Examination

l

Certificate

21. KEY INNOVATION

3 project FI innovation Faa I & & T g digital content =
7= innovation

STRUCTURED ENGLISH PRACTICE ECOSYSTEM

stata English & stem-stem skills i isolated lessons & &9 & =& afees T
interconnected learning journey % &4 # weqa fopar m 2|

Traditional Pattern:
Teach — Homework — Test
Proposed Pattern:

Learn — Listen — Explore — Play — Practise — Repeat — Communicate
— Challenge — Assess — Improve

7= 39 project # & innovative element

22. TRADITIONAL LEARNING VS PROPOSED MODEL

Traditional Approach Proposed Learning Hub

Textbook focused Skill focused




Traditional Approach Proposed Learning Hub

Lesson based Module based

Limited practice Continuous practice

Written work Interactive practice

Grammar rules Grammar through activities
Vocabulary memorisation Vocabulary + usage

Teacher-centred Teacher-guided + student interaction
One-time test Continuous practice + final assessment
Limited listening Dedicated Listening Module
Limited speaking exposure =~ Communication + Role Play

Fixed worksheet Interactive activities

Feedback after test Immediate activity feedback

Learning progress less visible XP, Stars, Streak and Levels

23. EVIDENCE FROM CLASSROOM PRACTICE

Project demonstration % video presentation ¥ uget 379+ school & == % aredfaa
classroom performance % 3-8t video snapshots f@m S wed &l

3@ montage ¥ students =
English Skit % 8¢
English Conversation #d g¢
Stage W sied 3T
Group Activity #id g€
Role Play = g¢
English sentences siterd 8¢

Confidence = @ participate % 8¢




fe@man S g R

57 clips =1 3eva forell sreel <t G gut sreel | AT el 2|

TOHT 23T I8 T Bnm o6

Regular Practice + Supportive Environment + Opportunities to Speak

s==t @l English use s & a1fer ofaer ¢ wehd &

24. PROJECT VIDEO PRESENTATION STRUCTURE
OPENING MONTAGE — APPROX. 60-90 SECONDS
Video #i 3ea €19 website fe@™ & 7 & classroom evidence & &t ST @ 2

SNAPSHOT 1

Students performing an English Skit.
SNAPSHOT 2

Students speaking English in pairs.
SNAPSHOT 3

Group conversation activity.
SNAPSHOT 4

Students participating in Role Play.
SNAPSHOT 5

A student confidently speaking English.
SNAPSHOT 6

Classroom English activity.
SNAPSHOT 7

Multiple students participating.
SNAPSHOT 8

A final energetic classroom moment.

39 918 screen W project & introduction 3T &

INNOVATIVE ENGLISH LEARNING HUB




Learn ¢ Play ¢ Practice * Speak

25. PROJECT VIDEO NARRATIVE

Video presentation & classroom montage 3 3¢ 9% fo=R T@r ST deaT &
“zar o1mg «ff =med € fok stusk school & s== 3+t @ English sei?”
9% a8 project & introduce T s

I8 project H Fa TF website & ® H T&d Tal AT S|

e 39 39 T S fohaT ST

ue et structured English practice system ~& teacher s classroom @ fafia
practice tool & & ¥ IUTNT R FhAT 2

g% 918 15 modules =1 visual journey fe@mr smem

26. PROJECT DEMONSTRATION FLOW

Video # demonstration 3@ 57 ¥ foram ST dehar =

1. Classroom Montage

Real students speaking English.

!

2. Problem

‘& 7= # English sie & foaw regular practice environment % fic?”

l

3. Solution

INNOVATIVE ENGLISH LEARNING HUB
\
4. Homepage

Learning Hub %1 overviewl

!
5. Modules




15 learning modules =1 quick visual tour!
!

6. Interactive Practice

ww-ar modules T actual activity feamm

!

7. Teacher Hand Tool

Teacher classroom ¥ 38 &8 use T ahdT B

!
8. Daily Practice

Daily English Mission fe@mm

l

9. Assessment

Final English Mastery Examination fe@m
!

10. Certificate

Student achievement certificate fe@m

!

11. Closing

Learn — Practise — Speak — Improve

27. CLASSROOM IMPLEMENTATION MODEL

THE 15 +1 MODEL

gg project &1 classroom implementation model:

15 PRACTICE MODULES + 1 MASTERY EXAM
Phase 1 — Foundation

Modules 1-5

Vocabulary, Communication, Grammar, Games and Stories




Phase 2 — SKkill Development

Modules 6-10

Listening, Quiz, Practice, Alphabet and Word Power

Phase 3 — Language Application

Modules 11-15

Sentence Formation, Role Play, Pronunciation, Challenges and Daily Missions
Phase 4 — Assessment

Module 16

Final English Mastery Examination

28. SAMPLE WEEKLY IMPLEMENTATION
Day Classroom Activity

Monday  Vocabulary + Pronunciation
Tuesday = Grammar + Sentence Building
Wednesday Listening + Speaking
Thursday Story + Comprehension
Friday Role Play + Communication

Saturday  Quiz + Revision + Daily Mission

Teacher school timetable % s1aR frequency @ @ 2

29. DIFFERENTIATED LEARNING
Class 1 3t Class 5 & students @ English level naturally stem gr

gfaT project & architecture expandable w@r T 2
Class 1-2
Focus:

« Alphabet

« Basic Words




Pictures
Simple Sentences
Listening
Basic Speaking
Class 3
Focus:
Vocabulary
Basic Grammar
Sentence Formation
Stories
Conversations
Class 4
Focus:
Grammar
Reading
Vocabulary
Role Play
Sentence Building
Class 5
Focus:

o Grammar Application
Reading Comprehension
Communication
Pronunciation
Advanced Vocabulary

o Integrated Practice

39 YR same ecosystem 1 -3 difficulty levels @ use foram ST wehar =)




30. TEACHER HAND TOOL — PRACTICAL USE

Teacher feet particular student =t trawashar % 7@ module =7 & =)
afe vocabulary weak 2:

Vocabulary Zone — Word Power Zone

af§ grammar weak #:

Grammar Lab — Sentence Challenge

afz listening weak #:

Listen & Learn

afg pronunciation # practice =fgu:
Pronunciation Studio

afe speaking confidence develop %t 2:
Speak & Communicate — Role Play Corner
gfe revision =nfzu:

Practice Zone — English Quiz Zone

gfe motivation =nfzu:

English Games — English Challenge Zone

3 WK teacher @ single platform & stem-3re learning needs % g activities 7
T 2

31. PARENT SUPPORT MODEL

Resource-limited families # parents =1 English teacher &M stawas & 21
afs parent English # fluent & &, a8 +fft = s== =1

« Daily Mission complete & & Tt & Tehar 2

o Story ¥ & faIT encourage = g 2

« New words 7@ @& 2l




o Quiz complete F % fTT %z Tk 2

o T Y AL IS Wkl & A A English # e den?”’

39 TR parent T qfirkt teaching @ 31 learning support iR encouragement =i &t
T 2

32. ACCESSIBILITY AND RESOURCE EFFICIENCY

Project =t 38 w&r design foram mam # & basic digital resources 3 e s@erT U o S
Hh|

Minimum Requirement:
o Browser
« Basic device
« Internet St v &
« Google Sites access

School # & device g+ w +ff teacher & whole-class activity i & =@ gehar 2

a1tk devices 3uasy g W students individual am small-group practice = @&

33. EXPECTED LEARNING OUTCOMES

gfs students 15 modules %t fafia 7 & practice i €, @ project & intended
outcome = language skills & development &t support & &:

Listening

Simple English instructions 3 sentences % g7t &7zl
Vocabulary

Common English words ®I meaning 3R usage & @19 qg==H|
Grammar

Basic grammar patterns & examples 3R practice 3 wTew § G0
Reading

Simple English sentences 3R stories T




Sentence Formation

Words s meaningful sentences & arrange

Pronunciation

Common English sounds 3t words s pronunciation g1 3R practice |

Communication

Everyday situations # simple English expressions @ use &

Confidence

English use & & fofw repeated opportunities ST &

34. IMPORTANT EDUCATIONAL PRINCIPLE

39 project I I I IET FAT a1 2 fof et website I@ & g s==r automatically
fluent =t s

English development @& gradual process =

giems 37 factors W off fft =6a:

Practice frequency
Teacher guidance
Student participation
Existing English level
Listening exposure
Classroom environment
Opportunity to speak
Feedback

Regular revision

9T project 1 core message 2

Technology is the Tool. Practice is the Process. Teacher is the Guide.
Student is the Learner.




35. FUTURE SCOPE

FAHM version i 11 s fewmeti # expand form ST wekar 2

Future Feature

Purpose

Al-based Personalization Student level & sgar activities

Adaptive Difficulty
Student Dashboard

Teacher Dashboard
Learning Analytics

More Stories

Performance % smam w difficulty seemr

Individual progress
Class-level monitoring

Strengths 3R practice areas identify s

Reading exposure sigmHT

More Speaking Activities Communication practice

Multilingual Support
Offline Version
Mobile App
Voice-based Features
Al Tutor

Parent Dashboard

School Dashboard

Hindi/regional language support

Low-connectivity areas % fag

Easy access

Future speaking practice
Guided learning assistance
Home learning support

Multiple classrooms monitor sT

36. SCALABILITY ROADMAP

LEVEL 1

Interactive English Website

15 Modules + Final Examination

l
LEVEL 2

Teacher Hand Tool




Classroom-based structured practice

!

LEVEL 3

Student Progress System

XP + Stars + Levels + Badges + Progress
!

LEVEL4

Teacher Dashboard

Student and class performance tracking
!

LEVELS

Adaptive Learning

Student performance % @R next activity

l
LEVEL 6

Al-Assisted English Learning Platform
Personalized learning pathways

\

LEVEL7

Multi-School English Learning Ecosystem

Government and rural schools # scalable implementation

37. POSSIBLE SOCIAL IMPACT

Ig project faoiy &7 & 37 educational environments & 3u=rft & werar & sief English
practice & fofw additional resources i 2

Potential impact areas:

o Rural schools




Government schools

Remote areas

Resource-limited classrooms

First-generation learners

Students with limited English exposure
Teachers seeking ready-to-use English activities

Ig project existing school teaching =i replace # & s=a 3¢ supplement 3R
support & ¥ faw designed 2

38. SDG AND EDUCATIONAL CONNECTION

Area Connection

Quality Education Digital and structured learning support

Digital Learning Technology-supported education

Inclusion Resource-limited learners & ferw accessible practice
Skill Development Communication and language skills

Innovation in Education Interactive modular learning

Teacher Support Classroom-ready digital hand tool

Lifelong Learning Daily practice habit

39. PROJECT'S UNIQUE VALUE PROPOSITION

39 project #I uniqueness # T line # 39 TR T4 FoRT ST HehalT 2

‘“zw Website =&, afeew English Learning st ot Practice Journey.”
3R 31feren foream &

15 Learning Modules

Regular Practice




Interactive Activities
Lis.tening
Pro.nunciation
Co;nmunication
Rol.e Play

Dai.ly Missions
Ga;niﬁcation

Final Mastery Assessment

A Structured English Learning Ecosystem

40. SUCCESS MODEL

Project =1 intended success model:

EXPOSURE
st English sw@ar i g 8

l
PRACTICE

=1 activities LT 2l

l
REPETITION




a1 IR-AR practice T 2l

l
APPLICATION

s=a1 English %I sentences 3R conversations ¥ use i 2l

l
CONFIDENCE

s= 3 English use @ % #1fés opportunities firerd 2

l
ASSESSMENT

Learning =T assessment g gl

l
IMPROVEMENT

Weak areas W f& practice =t 21

41. FINAL PROJECT MESSAGE

7' project T el educational idea W i &:

“English =t ugrr & vaty 7€ &; English #t 35wt 6 1 31a@R 37 ot strayass 217
gfe s=a = fafia w7 @
3@, I, AHEH, U, e, practice T SR R @ wa™ &

=1 ofaer fier, @ English learning @& passive subject 7 & & active skill-building
process s T 2

INNOVATIVE ENGLISH LEARNING HUB s+ feurm # ws structured digital
initiative 2|
Tg teacher =i ready-to-use practice activities Iar

7% student ' regular learning environment 3 2

g classroom = interactive sHTdT 2l




3R =® 15 modules * learning journey & s Module 16 & #1eem & comprehensive
assessment T TFEL a7 2

42. CONCLUSION
INNOVATIVE ENGLISH LEARNING HUB

w tEr educational innovation 8 st English learning =

Textbook — Practice — Interaction — Communication — Assessment

# continuous journey ¥ s T TITH HT 2
3 project &1 focus Faa marks ST T T2 T
Focus :
« English exposure sigr,
vocabulary #ste@ =z,
grammar %! practical s,
listening improve =,
pronunciation practice T,
sentence formation develop =,
communication opportunities T,
s s=at & English use & & confidence support

faey ®9 @ government schools, rural schools 3 resource-limited environments #
Iz approach @& additional teacher hand tool & &4 & 3w & ST Fehct 2

Teacher classroom # & daily 10—15 minute practice, weekly activity, group
work, remedial support a1 revision % &9 § ITINT T Tk g

Student 31 level = sg@r modules ! repeat T e 2

#AR s 15 modules =i regular practice I 2 St &, Ta:

MODULE 16 — FINAL ENGLISH MASTERY EXAMINATION

student # cumulative learning ' assess T 2




39 YR QU project Tk simple website & 0T sgaht:

A PRACTICE-BASED ENGLISH LEARNING ECOSYSTEM
%1 €Y oIdT 2l

APPENDIX A — COMPLETE 16-MODULE MAP

No. Module Core Skill
Speak & Communicate Communication
Vocabulary Zone Vocabulary
Grammar Lab Grammar
English Games Practice through Games
Story World Reading & Stories
Listen & Learn Listening
English Quiz Zone Assessment
Practice Zone Revision
Alphabet Adventure Alphabet & Sounds
Word Power Zone Word Skills
Sentence Challenge Sentence Formation
Role Play Corner Conversation
Pronunciation Studio Pronunciation
English Challenge Zone Skill Challenge
Daily English Mission Daily Practice

Final English Mastery Exam Final Assessment

APPENDIX B — TEACHER QUICK REFERENCE
gfe aua waer 10 fime 2

2 min — Listen




3 min — Learn
3 min — Practise

2 min — Speak

Tt o 20 fme

5 min — Vocabulary / Grammar
S min — Listening
5 min — Interactive Practice

5 min — Communication / Role Play

afs Weekly English Period #:

Learn — Practice — Play — Communicate — Quiz

APPENDIX C — STUDENT LEARNING MANTRA

LEARN
% =5 EE

l
LISTEN

English g

l
PRACTISE

IR-IR practice |

l
PLAY

Games 3R challenges % &rer €|
\




English use &

l
IMPROVE

ot mistakes & €@l

l
MASTER

Final Assessment & fog dam &

APPENDIX D — PROJECT PRESENTATION CLOSING

Video % 3id@ # R project = 38 message % |1 close foram S @t 2

“3 guR s=o regular practice, @€ guidance iR English sem & ewmaw sraer umw
@i, at English learning 3= fow et s subject 7, afew usw usable life skill ==
ekt 217

INNOVATIVE ENGLISH LEARNING HUB
Learn ¢ Play ¢ Practice * Speak
15 Modules. Regular Practice. One Learning Journey.

Module 16 — Final English Mastery Examination

APPENDIX E — ONE-LINE PROJECT SUMMARY

“INNOVATIVE ENGLISH LEARNING HUB is a structured, interactive
and practice-based English learning ecosystem designed to support Class
1-5 students through 15 progressive learning modules followed by a
comprehensive Final English Mastery Examination.”

FINAL PROJECT STATEMENT
Technology provides the platform.
The teacher provides the guidance.
Practice builds the skill.

Students build the confidence.




Together, they create an English Learning Journey.

Click here for application



https://sites.google.com/view/innovative-english-learning/home

