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"The only way to be truly satisfied is to do what you be-
lieve is great work, and the only way to do great work

is to love what you do. If you haven't found it yet, keep
looking, and don't settle. As with all matters of the heart,
you'll know when you find it. And like any great relation-
ship, it just gets better and better as the years roll on. So
keep looking, don't settle.”

— Steve Jobs



This thesis project explores how to maintain students’ motivation to learn with the
e-learning platform Platzi. Latin American EdTech company Platzi provides online
courses related to jobs in the digital economy to a Spanish-speaking audience.
Despite many new benefits of e-learning, like on-demand learning, it also comes
with new challenges like isolation of learners, lack of community and lack of ac-
countability, which leads to decreasing motivation for learning.

The focus is primarily on students who want to find their place in an ever-getting,
more dynamic world and guide them to define what they want in life. Making big
life decisions like what career to focus on, where one wants to be in ten years, or
what one even wishes to do is extremely difficult for everyone. But especially for
young students that learn isolated.

Despite Platzi’s great work of forming a unity with their students, there is a sig-
nificant shortage of guidance in online environments, and students often feel
uninspired and without direction. Seeking a structured framework, the Japanese
concept of Ikigai was identified as a starting point to help individuals develop
clarity in life and increase their general well-being. This framework would enable
students to learn how to use their skills best, allow them to follow their passions,
and improve the lives of others while building a stable economic foundation.

A new adapted purpose-finding service was developed to help students set goals
based on their responses and connect these goals to courses to make the path
ahead as tangible as possible. After rounds of experimentation with different ap-
proaches, one concept emerged, considering the context and the interests of all
stakeholders.

The work was partly executed in Colombia and part remotely in the Netherlands
(collaboration with Platzi, user interviews, workshops, and user tests). User re-
search was performed through interviews, surveys, and a workshop at all project
stages.

The final solution of this graduation project is an app feature that integrates into
the existing platform. It allows students to discover opportunities by taking a play-
ful quiz that points out further self-improvement activities and suggests courses
to achieve the identified goals. By utilizing the strengths of Ikigai and simplifying it
to reach a broad audience, it engages users and makes Platzi a holistic e-learning
provider to transform Latin America.
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Imagine a future where everyone has equal access
to educational and social opportunities. I have this
personal interest in making education more acces-
sible regarding demographic but also for each in-
dividual. I often felt that the traditional education
system did not serve me well and that I could have
learned better if it had not been “one size fits all”.

Also, my dyslexia gave me a distinct perspective
on the world and empathy for others. Recognizing
the value of variety, I believe that designers can
demonstrate it by rethinking the linear approach
and creating accessibility for everyone resulting in
a more inclusive environment where everyone can
become the best version of themselves.

My interest in Colombia, education for emerging
markets, purpose finding, technology, and UX
design led me to this master’s thesis. These are
aspects in which I recognize my own Ikigai. I used
the Ikigai framework a couple of years ago, leading
me to do this master’s at TU Delft and seek a career

in UX design. Now I'm excited to work on something
that has the prospect of bringing this idea to more
people.

It troubles me that we have technologies and the
global wealth to provide for everyone equally. The
fact that it is simply not fairly distributed makes me
feel the urge to deliver to those who have not recei-
ved equal opportunities.

This is why I approached Platzi for collaboration
with my graduation project. They are producing
valuable content that reaches people who want to
learn about an industry that shapes our future and
provides opportunities that are not limited to demo-
graphics.

Even though in Latin America there are many pro-
blems to focus on, I believe that Platzi provides an
excellent approach to one of the most significant
problem areas in the region.



1.0 Introduction

| 1.1 Context of the project
| 1.2 Problem definition

| 1.3 Aim of the project

| 1.4 Project Approach
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Education systems in Latin America suffer from low
levels of learning, limited opportunities for the poor,
demographic limitations, and bureaucratic immo-
bilization ("E-learning in Higher Education in Latin
America,” 2015). However, education plays a crucial
role in building human capital, breaking the cycle of
poverty, promoting economic productivity, and eli-
minating social inequities.

Figure 1: Internet penetration in Latin America
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E-learning now has the opportunity to bring quali-
ty education to more people that have been at a
disadvantage in accessibility (Dumford & Miller,
2018). Especidlly citizens of emerging economies
now have the opportunity to compensate for the
lack of access to good quality traditional education.
Moreover, e-learning offers new possibilities like
personalized learning through data collection, and
due to the scalability of this technology, demogra-
phic disadvantages are being drastically reduced.
Latin American countries like Colombia have great
potential to adopt e-learning due to generally wide-
spread internet access in the region (Figure 1) and
great consumer acceptance of digital applications
(Atlantico, 2021). That provides many new oppor-
tunities for students and flourishing prospects for
online education companies alike.
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Partnering organization

Platzi, with three million students, is one of the lar-
gest EdTech companies in Latin America and spe-
cidlizes in providing online courses on jobs in the
digital economy. The platform offers courses on
software development, digital marketing, web de-
sign, artificial intelligence, cryptocurrencies, inter-
net of things, start-up entrepreneurship, and more.
These courses equip the students with the neces-
sary knowledge to find jobs, switch careers or le-
arn on the job. The classes are efficient and close
to what the industry demands as they create them
together with Spanish-speaking experts from the
respective fields.

Figure 2: Platzi logo

Online learning with Platzi allows students to access
all the courses with one subscription. Choosing from
an on-demand library of more than one thousand
courses lets the students learn in their own rhythm.

Platzi offers people who are on the verge or below
the poverty line the chance to find jobs that pay well
three times the minimum salary per month. Platzi’s
CEO, Freddy Veqa, claims that 84% of alumni get
a job that pays ten times more than their previous
jobs after one year of studying with Platzi (Guillén,
2021). "Platzi’'s mission is to break the cycle of po-
verty of millions of Latin Americans and ensure that
the next generation of technology enthusiasts and
entrepreneurs is here“ Vega said in an interview
with El Pais in 2021.

Allow anyone with a device connected to the

internet to have high-quality and easily accessible

education that allows them to learn the skills that

companies are demanding and thus transform

their possibilities, their quality of life, their

environment and the economy.

Translated from Spanish

Cource

path

Online cource video

The differet Platzi cchoole

Comment cection




The problem space of the project concerns learners
in Latin America that want to acquire competencies
demanded by the fast-evolving digital and techno-
logical industry. Motivation is a crucial factor in lear-
ning and influences what, when, and how we learn
and is a significant performance factor (Schunk and
Usher 2012). At the beginning of an online course,
novelty and enthusiasm produce a high drive for the
student, but it drops off sharply afterward. Students
do not feel that they are progressing anymore,
which leads to discouragement and results in them
not completing a course.

The learning experience department within Platzi
currently faces challenges like how to assess stu-
dents’ learning progress, and keeping them motiva-
ted to stay longer engaged. Especially after three
months, Platzi sees a 20% dip in student engage-
ment (Hoppenstedt, 2021).

As a starting point, this primary research question
was defined:
How can the Platzi learning experience help
students maintain their motivation to persist
in engaging with the platform and eventually
complete courses successfully?

Secondary research questions:
How can the Ikigai concept foster purpose-
inspired learning that helps students to un-
derstand themselves, their possibilities, and
their environment better to motivate them to
preside with a chosen path ultimately?
How can this concept further support stu-
dents in determining the most suitable and
fulfilling careers for them?

Maintain students’ motivation
to study with Platzi through
purpose-finding activities.

Problem cpace:

- ctudente are learning icolated
From their peere

- ctudente loce their motivation
to ctudy after a while

- etudents don't know what ma-

kes them happy

Based on the given context, this project aimed to
enhance the learning experience of Platzi and sup-
port the conceptualization of a new intervention by
considering the needs of all the different stakehol-
ders.

To tackle the problems mentioned above, this thesis
will examine:
What impact does purpose-finding interven-
tion have on students’ motivation in online
education?
How can a purpose-finding intervention be
integrated into the existing learning environ-
ment of Platzi?

Hypothesis:

Fostering students’ understanding of themselves
and their capabilities can increase their motiva-
tion to succeed in completing courses.

Figure 5: Ikigai ven diagram by Andres Zuzunaga

Ikigai framework

As a starting point, the Japanese ideology Ikigai is
chosen to find out if it can help Platzi students better
understand themselves and their capabilities. The
four-question Ikigai framework by Andrés Zuzunao-
ga is inspired by the Japanese concept. The deve-
loped Venn diagram of purpose is a process that
consolidates four aspects; 1) what they are good
at; 2) what they love; 3) what the world needs,
and; 4) what they can get paid for. It is supposed
to give direction in life and supports opportunities
that can lead to self-fulfillment. In the next step,
students should be directed to identify the most
suitable career path and define concrete goals to
work towards during their learning journey.
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Research Methodology

This thesis is carried out using the Design Thinking
methodology’s double-diomond process (Brown,
2008). This is a problem-solving method that inclu-
des diverging and converging phases and provides
support for completing a complex, strategic project.
Another method called “research through design®
is used in the research phase, which means that
prototypes were developed and tested with parti-
cipants from an early stage (Stappers, 2017). Using
this method permits to generate insights and iterate
on them quickly.

Design Thinking

Discover, define, develop, and deliver are the four
principal phases of Design Thinking, a creative and
systematic approach to problem-solving (Brown,
2008). The process from the initial research assi-
anment to the final project delivery in this thesis fol-
lows these stages.

Double Diamond

When breaking down the double-diamond process,
the first diomond aims to ensure that the right pro-
blem is addressed. Therefore, after the assignment
was formulated, a diverging phase, ‘discover’, star-
ted in which research is conducted in various ways.
Sanders & Stappers (2013) suggest that a combi-
nation of generative design techniques should be
especially used in the fuzzy front end of an innova-
tion project. The research is then converged (the
define phase) and synthesized into the most im-
portant findings. Based on these findings, a design
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emphasis is established to pursue further. This is
the beginning of the second diamond, whose pur-
pose is to solve the problem right. There was a first
stage of diverging again (the develop stage), during
which more detailed information was gathered to
build a concept, and the first solution prototypes
were tested. This was followed by the deliver stage,
during which the concept was fine-tuned into the
final design and validated for implementation. The
double-diamond technique is depicted in Figure 6.
In addition, the diagram shows which chapter of
this thesis relates to which phase.

Research through Design

Next to the double diamond process, a method cal-
led research through design (RtD) was used. This is
the process of gathering insights about a specific
problem by testing a hypothesis in the form of pro-
totypes with the audience. In RtD, design skills are
used in combination with tools like surveys, for in-
stance. This method can be applied to basically any
field to create physical, digital, or hypothetical ans-
wers to issues. It is a fast way to generate insights
and interact with the audience from an early stage
(Stappers & Giaccardi 2017). Knowledge is gained
by observing the interaction of the participant with
the prototype.

At an early stage, prototypes were used, and inste-
ad of refining and communicating abstract ideas,
they were tested. Sometimes with small groups, in-
dividuals, or large groups, whatever was appropria-
te and provided sufficient insights to iterate ideas,
hypotheses or concepts.

Figure 6: Visualization of the process
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2.0 Discovery —
getting to knouu
the context

The purpose of the discovery phase was to conduct broad re-
search on the context of education in Latin America, the partnering
organization Platzi, students’ motivation, particularities of online
learning, literature review, and how other services and interventi-
ons creadte purpose-driven goals. Furthermore, the target audience
was outlined, Ikigai interventions in education were reviewed, and

best practices on purpose-finding were tested.

| 2.1 LATAM context

| 2.2 More about Platzi

| 2.3 Target audience

| 2.4 Literature review

| 2.5 Purpose iinding with Tkigai
| 2.6 Existing tools & services



Even though more people have gained access to
higher education in Latin America (LATAM) in re-
cent years, many inequalities remain in the populo-
tion. Factors such as income, educational and family
background, geographical location, or ethnic origin
seem to explain much of the divergences across dif-
ferent segments of the population (ECLAC, 2010).
Primarily enrolment rates differ significantly across
income groups.

The 2015 OECD report by the Development Centre
states that access to higher education is expanding
rapidly. From 2000 to 2010, the access doubled but
often at the expense of quality. Due to factors like
income, educational attainment, family history, loca-
tion, or ethnicity, there are significant inequalities
in access and performance. When compared inter-
nationally, the quality of higher education remains
low, and Latin American universities still perform in-
adequately (“E-learning in Higher Education in Latin
America,” 2015). The challenge is to bring quality
higher education to a broader target audience.
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Before conceptualizing solutions, it is crucial to un-
derstand the context in which the partnering orga-
nization interacts.

Information about Platzi was generated by the plat-
form and courses itself, an annual impact report, a
variety of Youtube videos, podcasts, in-depth inter-
views with students, and bi-weekly meetings with
the company mentor.

Platzi works with more than 700 companies and go-
vernment entities, which train their work teams with
practical online courses from Platzi. This has mani-
fested itself in organizations using Platzi to promote
a culture of continuous learning ("Estado de impac-
to de Platzi 2021, 2021).

When many schools closed during the pandemic,
Platzi‘'s audience grew to more than three million
users (Caparroso, 2021). During that time, Platzi re-
acted fast and launched new courses as part of the
soft skills academy on anxiety management, emoti-
ondl intelligence, and time management to deal with
new challenges like the implicit loneliness distance
education brings (Defilipe, 2021).

Platzi’s strengths are the ability to react quickly to
events in the industry, notice behavioral changes
and serve their community. The founders create a
strong sense of unity by outlining opportunities re-
garding current developments in the tech industry.
Furthermore, Platzi provides free quality content
like YouTube videos and podcasts related to jobs in
the digital economy this provides lots of value wit-
hout purchasing a subscription for the platform.

Figure 7: CEO LinkedIn post

23



The target audience that can benefit the most from
a purpose-finding intervention are the students that
need orientation in life. The average Platzi user is
between 18 and 28 years old. They have at least a
high school degree even though many students are
university students at the same time, but they often
find themselves in a situation where they believe
that the university is not preparing them sufficiently
for the job, or they are simply curious to learn more
about the industry. Many other students learn with
Platzi at the job, where they can put learning direct-
ly into practice. In many cases, the employer is pro-
viding subscriptions (see Appendix B).

Platzi identified two crucial points in their user ac-
tivity. Firstly, 20 % of students pay for a subscrip-
tion but never start studying. Secondly, after three
months an additional 20% stops using the platform.
Students that never start using the platform are not
eager to use the plaform in the first place. There is
not much to do about them. But the students who
stop after three months initially did the courses they

Interview with Platzi student

_y

Figure 8: Interview with Platzi student
(Detailed information can be found in Appendix B)

The goal is to engage paying
customers and retain users’
activity after three months.

identified as attractive and did not know what else
they could study. Therefore this project focuses on
retaining the users that stop after three months.
They proved that they want to learn, and due to the
diverse course offering, it is unlikely that there is no
more exciting or relevant content for them. Platzi
currently offers 1000 courses on diverse subjects.
The hypothesis is that they cannot find them be-
cause of an unpleasant discovery experience and
an overwhelming selection of courses. Other target
groups that can highly benefit from a purpose-fin-
ding intervention are users who want to switch
careers. They want to gain clarity on opportunities.
Furthermore, new users can be targeted during the
onboarding process too.

T left the univergity and ctarted
ucing Platzi a year ago”

Main insights

’I didn’t use the community chat a lot. I don’t
really like to talk to people there. I don'’t really
see the sense of participating.”

“I really value having my freedom of time and
choosing when I want to study.”

"My motivation is that I left the university for
this, so I won't have a formal degree that means
I need to be better at my things. I know that I
don’t have to study. I always do it for myself and
no-one else.”

*My career goal is that I want to be a good and
complete designer who knows programming”

In order to influence motivation, we need first to
understand what it is and what type of approaches
exist.

Brophy (2010) defines motivation as “a theoretical
construct to explain the initiation, direction, inten-
sity, persistence, and quality of behavior, especial-
ly goal-directed behavior”. Motivation is used as a
term for "why” a person does something and refers
back to the driving force of human action. It is an
internal process where people want to change so-
mething and get energized towards action (Hagger,
M. S., & 2007).

Motivation cannot be observed directly, it must be
inferred from actions such as choice of tasks, per-
sistence, effort and achievement, or from what indi-
viduals say about themselves (Schunk et al. 2014).

Motivation plays a crucial role in learning and can in-
fluence what, when, and how something is learned.
It also greatly impacts performance by determining
whether a learner persists in a course, the quality of
work produced, and the level of achievement attai-
ned. (Schunk and Usher 2012).

Value affirmation interventions

Values-affirmation interventions can have a sub-
stantial effect on students’ motivation. It has been
shown to improve the academic performances of
neqgatively stereotyped ethnic minority students
(Cohen et al, 2009). In a classroom context, va-
lues affirmation (VA) is an exercise that promotes
students’ emotions of integrity and self-worth. VA
activities are supposed to protect students against
the unpleasant emotions that stereotype threats
can create. Students are asked to choose the two
to three most important values from a list and write
why they are essential to them.

Value offirmations can create strong effects on
belonging and can motivate students to complete
courses. The effect that value affirmation interventi-
ons of only a 15-minute activity can have is shown in
multiple studies with minority students or students
from less developed nations. A study focused on
completion rates in MOOCs showed that learners
from less developed nations had a completion rate
of only 17% to 41% for students who finished the
writing and reading assignments (R. Kizilcec et al.,
2017).

Values affirmation and social belonging interventi-
ons are strategies for mitigating demotivating social
factors, like stereotype threat, and closing the per-
formance gap between majority represented and
underrepresented students in higher education.

However, value affirmation proves that lightweight
interventions of only a few minutes can affect stu-
dents’ motivation.

Motivation in online learning

The scope of this project is less about self-efficacy.
Self-efficacy is believing in oneself and having self-
confidence. It is also not about developing strate-
gies on how to learn online, Platzi already provides a
course on efficient online learning strategies.

User interviews, pointed out that the students are
not afraid of the challenge, they are already motiva-
ted to take on that challenge. It is about maintaining
this motivation and therefore they need to unders-
tand their "why” and need to develop detailed actio-
nable goals on how to get to their outcome goal. The
goal is that they develop discipline through routines
and know at all times what actions they need to take
to get closer to their goal.
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As many studies state, having a sense of purpose in
life is a huge motivational factor, and it also increa-
ses mental health (Vanderheiden & Mayer, 2021).
People with a sense of purpose know precisely why
they are doing the things they are doing.

Ikigai means "worth living”. It is also known as one’s
“reason for being.” (Schippers, 2017) and "the sen-
sation of being alive in the present moment, as well
as the individual’s understanding that inspires him
or her to live.”

Ikigai urges people to interact intensively and conti-
nually with various fundamental subjects. In general,
Ikigai is mainly interpreted to provide psychological
benefits. In the aspects to find meaning in life, iden-
tify their personal development prospects, achieve
well-being, and live in harmony with themselves and
others.

Several research studies, especially in the Asian
culture, have looked into the role of Ikigai in edu-
cational contexts with adults (Urano, 2012; Bilash,
2019; Hikmawan et al., 2020). A study by Hikma-
wan used Ikigai to foster the intrinsic motivation of
programmer students by applying it to teaching and
learning activities. The findings verified that as stu-
dents clarified their life objectives, their social and

technical abilities improved progressively (Hikma-
wan et al., 2019). These improvements can be signi-
ficant as collaboration, communication, and creative
problem-solving skills are increasingly demanding.

In a study analyzing the ethical judgments, mental
health, motivation, and self-compassion of British
business students, Kotera, Conway, and van Gor-
don postulated Ikigai as a highly motivating force
(Kotera et al., 2018). Both Ikigai and transformative
education use a holistic approach to learning, which
means looking at people as full people with their
own needs, abilities, desires, and resources.

According to multiple studies, Ikigai is a good pre-
dictor of both physical and mental health (Garcia &
Miralles, 2017). Unfortunately, Fido and colleagues
(2019) report that the problem with many Ikigai stu-
dies is that they lack precise measurement. Moreo-
ver, if scoring is challenging, it is not easy to truly
evaluate what, how, and why we are progressing.
After all, Ikigai is o complex, composite construct;
our interaction with it is unlikely to be as straightfor-
ward as presence or absence.

As a disclaimer the Ikigai concept that is referred
to in this thesis is the *westernized” Venn diagram
version by Andrés Zuzunaga (Figure 5).

“The best way to predict your future is to create it.”

-Abraham Lincoln
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Many existing tools and services focus exclusive-
ly on one part of the purpose-finding journey. They
do not point out how users could reach the desired
outcome and it is often effortful to interact with the
tool. They often fail to lead users to action after an
intervention.

Existing Ikigai apps lack a sense of guidance and
the user is left alone on his or her path. This is unin-
spiring, requires high effort, and does not stimulate
the user to interact continuously with this service.

Chapter 2
KEY TAKEAWAYS

Lightweight interventions in education, like value
affirmations, have proven that small interventions
can substantially affect students’ emotions of in-
tegrity and self-worth. Ikigai has not only proven
to increase mental health and happiness, but it has
also proven that reflecting on life goals optimizes

students’ performance.

Value and strengths assessment methods lead
users to generate valuable insights that can inspire
them to change something in their lives. However,
they do not offer a framework to iterate or guideli-
nes to follow and rely heavily on the user’s intrinsic
motivation to search for a sense of purpose.

A detailed collection of worksheets and existing
tools can be found in Appendix H.

Literature suggested that defining a path with tan-
gible steps and guidance along the way would in-

crease the likelihood of achievement.




3.0 Defining
the approach

After the findings from the discovery phase were synthesized, the
primary challenges were formed in this stage. This phase conver-
ged the gathered insights with best practices to carry out an early
experiment. Then the design direction was validated, and a design

direction was defined.

At an early stage, user tests were prototyped in the form of sur-
veys that helped to refine a survey that can be tested with Platzi
students in quick iterative rounds. Extensive information was col-

lected on students’ desires and motivation.

| 3.1 Combining best practices

| 3.2 Early experiment

| 3.3 Insights & analysis

| 3.4 Design direction

| 3.5 Ideation - different approaches



To vadlidate the assumptions that Platzi students
actually desire purpose-finding activities, a survey
was developed. Best practices were analyzed and
combined into an easy-to-use and "complete” inter-
vention that can stimulate students to think about
what is fulfilling to them.

The main focus was to quide participants with ques-
tions that were built on top of each other and in-
centivize them to think creatively to generate strong
responses. In the online learning environment, it is
essential that exercises are self-explanatory and
that students can manage them with ease.

Personal values assessment survey

by Barrett values center

This simple survey takes a few minutes and is sup-
posed to provide information about someone’s va-
lues that explain why someone does what he does.

Value clarification worksheet by Therapist Aid
Values Clarification is a widespread therapeutic
practice that can help individuals to become more
conscious of their beliefs and if they live according
to them.

Ikigai Venn diagram

Literature shows that to answer the Ikigai ques-
tions, one must know once values and values can
change over time (Foad, 2021).
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Understanding values

Understanding our values dllows us to understand
ourselves better and why we act or react as we do.
If someone does not honor one of the values, for
example, if one’s value of “caring” was not respec-
ted by someone else it can cause one to feel upset.
In the same way, if one makes a decision that goes
against one’s beliefs, one may feel uneasy or un-
settled about it since the person is not being true
to oneself. Developing awareness of ones values
requires two steps for mastery: first, being aware
of the emergent need, and second, developing the
abilities required to meet that need.

It takes a lifetime to learn how to control our needs.
Even after learning how to be the author of our own
life, we will encounter situations in which we disco-
ver that we still have fear-based beliefs that keep us
anchored in the lower realms of awareness - situati-
ons that frustrate us, moke us uneasy, and bring up
our anxieties. As a result, it is critical to gain a tho-
rough awareness of oneself and learn the skills and
practices to help one manage their life and discover
personal fulfillment.

A survey was assembled with parts of best prac-
tices and built on top of each other to quide the
participant smoothly in responding to profound
questions.

The goal was to see Platzi students’ reactions to
purpose-finding activities, if they appreciate them,
if they can define valuable responses, if students
can summarize newly learned insights in a concise
statement at the end, and how long an activity like
this takes them.

The survey was provided in English and in Spanish
and was posted by Eduardo Hoppenstedt in the fol-
lowing telegram groups of active Platzi students:

1. Community of Soft Skills

2. School of Data Science community

3. Designers community

Figure 9: Intervention appraoch

About the groups:

After students subscribed, they had the chance to
join a telegram group voluntarily. The groups often
contain thousands of students. Assumingly the stu-
dents that can be found in these groups possibly
show a high growth mindset as they engage in com-
munities with additional activities.
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Twenty participants successfully finished the sur-
vey and spent an average of 35 minutes on the
survey. With the insights from student responses,
a clearer picture of the target audience could be
formed, which led to the creation of three different
persona types.

Overdll the test was positively received. 45% of
participants agreed and 25% strongly agreed that
clarifying values was helpful for them. 80% agreed
or strongly agreed that they would recommend the
test to others.

The categories where the test scored the lowest
were if they think that taking the test makes them
change something in their lives (with 5% strongly di-
sagreeing and 15% disagreeing) and how enjoyable
it was (10% rated it as fair and 20% as good). These
results are still positive, but they stood out, which
led to conclude that the test should be more enjoya-
ble and incentivize more action.

The participants stated that the "what you can get
paid for” category is the least important to them.
This is surprising due to the fact that Platzi com-
munication to recruit people is often the monetary
benefit of working in the digital tech industry.

Students were asked in the evaluation survey how
this test should be improved and what stood out
was that many students wanted the survey to be
more specific, but at the same time, others indica-
ted that the length should be reduced. Three diffe-
rent persona types could be identified through clus-
tering the survey insights and analyzing the student
responses.

The first type must learn about herself before ans-
wering the questions from the purpose-finding part.
The second type knows what she values in life but
is on the search for what she would like to do. The
third type already knows what he wants but could
need help to reach his goals.

Responses from participants

These responses have been translated from Spo-
nish to English. Detailed information can be found
in Appendix F.

"The purpose of my life i¢ to use
my Englich ckille to have an im-
provement in education efficiency
for Latin American people with a

equitable and efficient education.”

- Participant 6

"The purpose of my life ic to uce my
knowledge to build technological
colutiong for the (atin American
cociety with programming.”

- Participant &

‘adding linke to cources that can
help me develop thege areas...”

- Participant 14

Clustered insights from questions 32 & 33 T —

« How would you improve this guide? N c/em' my thd and deﬁ'ne what I

« Isthere anything else you would like to share with us? Gracias. eristence.Im
really grateful for
<3 being part of the

have thought for a long time.”

Very grateful, it has helped me to

Reduce length

. . . .
Practical improvement Reduce the less - pa;'t,c,Panf 7
amount of 0 do
..also send a ... lwould like to ... but also Making the text questions | o ng L ; m
copy of the see everything | offer results to :”es bigger so A /d é d t //
answers to write and not a the h a;;ﬁ::'j:;a" oo g ou e M“ a ok-y ok a
whoever it reducgq field of participants. and/or edit what
want ... vision. Win-win. they wrote. . V/}
Very grateful, it
hashye‘gped me'w This guide P/atZI gtude“t"l ooeo
clear my mind generated a
and define what | deep reflection
have thought for p— p 0.0
= along time. ) _ t f 7 3
HorSspacle ‘Making it part of a cource or articipan
. More specific There are some Developing each | would be
Advice questions 2
questions that are of the questions hankful f
bene-tal | rotemieydem,  mosceay,  oulfor another Lool on Flatla.
don't have an idea such as what since for me 4 € Initiative to
what | want to problems do you questions were carry outa
And also adding links to Making it part do. want to address. very ambiguous. broader test ...
c P L] .
of a course or _ P t f 6
another tool al’ lC’Pa”
on Platzi
The I would offer Defining more
N more descriptions
questions to understand Ssaicach
step that leads
are very some questions .
that are quite me to write my
open subjective. purpose...

Figure 10: Clusters from open survey questions (Detailed information can be found in Appendix A)
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Figure 11: 3 personas

Conclusion

As expressed by some participants the intervention
should give feedback on the student’s values, what
they are good at (strengths) and what they need to
work on (limitations). Guide them to define strong
statements and actionable steps to make them un-
derstand what their goal is and, more importantly,
why it is the goal. The identified goals should be
present, and invite the students to iterate them re-
qularly.

It is evident that the best-performing students at
Platzi show a pronounced growth mindset. They vo-
luntarily join activities, participate in chat discussi-
ons and study diverse courses. So the question is,
how can we help more students to amplify their
growth mindset?

As a result of converging the insights, a new prob-
lem definition was defined that aligned all project
stakeholders before moving into the next phase of
developing solutions.

New problem definition:

How can an intervention create clarity for students
on their objectives, and support them to continu-
ously pursue and achieve them while increasing en-
gagement with the platform?
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Goal setting

Goal setting became part of the intervention ap-
proach to create a direction for students to start to
nurture, together with purpose identification activi-
ties, a growth mindset for students. Value identifi-
cation and purpose-finding activities alone do not
lead to action; the goal is to guide students towards
actively improving the status quo.

Another vital factor stated was how to bring value to
Platzi. Connecting students’ goals to Platzi courses
would create higher engagement for the client.

In an interview, a student mentioned that it is un-
pleasant to browse through the courses, and he
does not redlly like to do that. That could explain
why Platzi sees a drop in student activity after three
months. The assumption is that the students did
the three to four courses they initially identified as
interesting, and after three months, they no longer
know what to do.

”Setting goals is the first step
in turning the invisible into the
visible.” - Tony Robbins

A design direction was defined that focuses on gui-
ding students through experiences that adjust to
their current needs in their journey to reach their
life goals while manifesting the idea of becoming li-
felong learners.

Platzi guides students to learn about themselves playfully and

enables them to discover new life opportunities to maintain their

motivation to become lifelong learners.

The desired state:

Interacting with the intervention should feel fun and
effortless for the students. Shortly after starting to
use the tool, they will obtain a precise reflection of
a desirable version of their life. This desired version
will be an accelerator to motivate them toward lear-
ning. Students should be inspired to learn continual-
ly in their lives, and Platzi provides the tools to help
them develop professionally and personally.

Hypothesis:

A combination of value clarification, purpose identi-
fication and goal setting increases engagement and
improves learning performances for Platzi students.

By making the student understand why they are
learning something (they have identified themselves
that it will lead them to a better future or more ful-
fillment) they will be more emotionally invested. This
focus can lead to optimized performances.

How might we...

create a pleasant experience that ena-
bles Platzi students to create valuable
purpose responses and help them to
create actionable goals to achieve
them?
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To get a better overview of how a future service
could look like. Multiple possible intervention types
were defined. Each type has unique advantages
and disadvantages in different areas of an interven-
tion concept.

Figure 12: Strengths and weaknesses of intervention types
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Figure 13: Intervention types pros & cons

Chapter 3
KEY TAKEAWAYS

In the future, Platzi should guide students to di-
scover unique life opportunities that motivate
them to stay engaged with the learning platform.
User tests suggested that students are at different
stages of their journey to reach what they want in
life. They should receive the tool that is most hel-

pful for them at their current stage.




4.0 Experimentation

This chapter focuses on the planning, excursion and validation of
an extensive experiment. The experiment aimed to provide a com-
plete intervention experience that guides the participants from
identifying their values to tracking their goals with an accountabi-
lity partner.

| 4/ Intervention componants
| 4.2 The experiment

| 4.3 Findings

| 4.4 Conclusion

| 4.5 Ideation



After identifying various types of potential interven-
tion approaches, the most promising components
were combined to be validated in an extensive ex-
periment with Platzi students.

Goal-setting

Earlier experiments suggested that students enjoy
value clarification and purpose-finding exercises. It
gives them a clear orientation, but if that orientation
is not further nurtured by realistic action, it will stay
a dream. For this reason, a goal-setting activity was
introduced in this experiment.

Goal-setting is an intervention that helps people
to "be on track” by defining actions. It helps them
make their distant life goals tangible by describing
digestible efforts. The switch from abstract to con-
crete terms has been shown to offset the negative
effects of temporal discouragement (Trope & Liber-
man, 2003). Inspired by the SMART goals model
(Doran, 1981) a worksheet is developed that leads
students to define two types of goals. Outcome
goals describe realistic future state and process
goals break it down into actionable steps.

Figure 14: Experiment key events
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Accountability partners

Another factor tested in the experiment was the
idea of connecting two students with similar inter-
ests to make them accountability partners. These
students are supposed to give each other feedback
on their responses during the workshop and plan
meetings in which they track the progress of achie-
ving goals. An interpersonal experience in combi-
nation with goal-setting contains various positive
attributes on the results of the intervention. It can
be inspiring to have an exchange, hear what others
responded and just by speaking it out loud it can be
an incentive to refine one’s answers. Furthermore,
reqularly revisiting the goals with another person
increases the accountability and therefore the like-
lihood of achievement of these goals.

This chapter describes the intentions and conside-
rations that went into the experiment. The experi-
ment consisted of various qualitative user tests and
was conducted with 22 Platzi students.

Hypothesis

The following hypothesis made in the process of
defining the solution were tested out during the ex-
periment:

H1: A combination of value clarification, purpose-
finding, and goal-setting activities increases stu-
dents’ motivation to engage with Platzi.

H2: Defining actionable goals can lead students to
be more confident about achieving their goals, and
it motivates them to change/improve something in
their lives.

H3: Defining outcome goals and actionable process
goals creates clarity for students on what they must
do to achieve their goals.

H4: Students define more achievable and realistic
goals when they discuss them with their peers.

Goals of the experiment

The purpose of the experimentation was to impro-
ve the student results and as a consequence the
effectiveness of different intervention components.

The experiment aimed to validate the effectiveness
of particular intervention parts and provide lear-
nings on how they could be implemented in a con-
cept. Other objectives were to find out what are the
most challenging aspects, what brings the most joy,
what support might be required, and where are the
biggest pains and gains. This allowed students to
refine their objectives to make them more feasible
in interpersonal activities.

Assumptions:
students indicate that they are more motivated
after the experiment than before
students spend more time on the platform after
the experiment
students indicate that taking part in the experi-
ment clarified for them what they want to achie-
ve
students are able to connect their goals to Plat-
Zi courses
Students will have more achievable and realis-
tic goals when they talk with their peers about
them and give each other feedback

Experiment parts

(Figure 14)

Part 1: Purpose finding guide

In the first part, students answered questions ab-
out their values and what is fulfilling to them in life
through an online survey. After that, they received a
report summarizing their responses, and they could
iterate on it or show it to others.

Part 2: Goal-setting workshop
In the second part, the students were invited to a
goal-setting workshop where they were introduced
to their accountability partners.

Part 3: Accountability partner meetings

This part focused on tracking and adjusting the
goals with the accountability partners they met in
the workshop. Students received a framework of
questions and were encouraged to coordinate mee-
tings with their accountability partners.
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Figure 15: Generated report

Purpose-Anding report

This is an example of the participants’ report after part 1 of the experiment.
More details can be found in Appendix C.

——  Your valuec

——  What you want to improve

————  Tkigai lfen Diagram

————  What you love doing?

— What the world neede?

———  What you are good at?

What you can get paid for?

Purpogce ctatement

Think about your values again and the questions you just answered.
Can you align them to express your purpose statement?

"The purpoce of my life ic to use my teaching

ckille to have a better lifectyle for woman

that have kids with online toolc I want to

create a community that can be independent

doing the thinge they love and earn money

without leaving their children and it can be

possible in their own time.”

- Participant ¢
"The purpose of my life ic to uce my courage,
my creativity, and my public cpeaking ckills, to
colving probleme through data analytice for
cmall companies that are looking for ctrate-
gies to improve procecs efficiency.”
- Participant 11

"The purpoce of my life ic apply the knowledge
Ive acquired in conctruction and cuctaina-
bility, ac well in coding and data analycic,

to create environmental friendly houcec and
enerqy efficient buildinge in MNorte de Santan-
der Colombia, in order to reduce the carbon
Footprint and helps the world to be lacting
For future gemerations.”

- Participant 17




First intervention test

Experiment

Figure 16: Experiment reflection (Detailed information can be found in Appendix A and D)

Not every participant who clicked on the survey link
completed it. 22 students completed the purpose
finding quide, 15 joined the workshop, 9 answered
the reflections survey, 6 responded to the follow-up
survey, and 2 participants were interviewed. Detai-
led insights can be found in Appendix D.
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Students rated their motivation higher after
part 2 than before part 1 of the experiment.
Before part 1: 7.4/10 on average and after part
2: 9,6/10 on average.
In comparison to the earlier surveys conducted,
participants rated every category higher.
more students specified they would recom-
mend the second intervention to others
more students specified that taking the test
motivates them to change or improve so-
mething in their lives.
more students specified that the defined
goals would help them to get to their pur-
pose
more students specified the questions from
the purpose-finding guide helped them to
define what is fulfilling to them

more students indicated that clarifying their
values was helpful to them
more students indicated that the test was
enjoyable for them
Noticeably only a small number of students re-
mained until the last activity
Participants were undecided how helpful it was
to get a buddy assigned
They indicated that it was quite a high effort to
work with their buddy
Some students want to connect with others
who have similar interests
Once students defined outcome goals and
process goals it was not challenging to find
five courses that relate to their goals
Feedback provided by the purpose report
was not really helpful to all students (22.2%
Disagree)
88.9% of the participants strongly agreed
that going through the courses and selecting
five was helpful to them
The majority of students said that they are
motivated to change or improve something in
their lives. (33.3% Agree and 66.7% Strongly
Agree)

In interviews, participants stated that they
did not meet their accountability partner even
though they were interested in meeting and re-
ceived instructions on how to iterate goals with
their partners, but the drawbacks were still too
significant to meet again.

Highly engaged students do not have issues di-
scovering new courses. They reqularly view the
list of courses and select the ones that appear
attractive to them.

It confirmed that adding goal-setting activities to
the purpose and value part increased students’ mo-
tivation to engage with Platzi and to improve somet-
hing in their lives to get closer to their purpose.

Figure 17: Screenshot of survey performance
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Participant feedback

- Participant x

- Participant x

- Participant x

The chosen environments require high student ef-
fort and persistence. It revealed that the goal-set-
ting activity should be part of the intervention to
stimulate students to discover courses.

A minority welcomed the option to get in contact
with like-minded peers, but the majority was unde-
cided about its helpfulness. Working with a buddy
also required much effort for most participants. In
conclusion, working with an accountability partner
does not prove worth it to most participants.

Even though it was the intention to measure the en-
gagement rate of the participants after the work-
shop. To validate if the participants that stayed until
the end are more engaged than the others. Unfor-
tunately, this data could not be provided by Platzi.

In summary, the feedback ratings improved com-
pared to earlier experimentation, the participants
gave quality responses, and a unique opportunity
was provided that they usually do not have (mee-
ting like-minded peers). However, in the end, this
approach would only reach the already highly enga-
ged students, and Platzi expressed interest in large-
scale solutions. Therefore the approach needed to
pivot.

Design an intervention that is easily accessible to many students,

is pleasant to use, is iterative, and provides direction and actio-

nable steps on the goals they want to achieve while pointing out

the related Platzi courses.




Figure 19: Reinforcement cycle

Figure 19 shows the reinforcing relationship bet-
ween the different components and how they rein-
force each other.

One of the most significant disadvantages of goal
tracking and purpose-finding services is that users
are not recurring. In the best case scenario, they
do the exercise once, identify something they would
like to improve but do not return to iterate on what
they have achieved, and may change their values
and goals. It is vital to reevaluate and track the
identified goals to progress. When goals are not re-
visited, they become less prompted and eventually
disappear (Meadows, 2018).

Platzi's most significant advantage over self-de-
velopment tools and services that are stand-alone
is that Platzi can be this centralized entity that pro-
vides learners with a complete service proposition.
As mentioned by a Platzi student, "Platzi has ever-
ything I need.” This statement implies that the plat-
form has courses on everything this student wants
to learn. Still, a lack of motivation and unpleasant
discovery experience prevents the students from
staying engaged to a prosperous extent.
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Starting with the Ikigai activity that allows students
to identify what is fulfilling to them, followed by the
goal-setting part where they concretize their purpo-
se-inspired outcome desires into actionable steps,
which are eventually completed by the Platzi course
offerings. Through continuously using the app, stu-
dents will be encouraged to revisit their Ikigai and
continue adding to it, reinforcing the whole circle
again.

This generated value proposition canvas (Figure 20)

gives a better understanding of the values, pains,
and gains of the previously outlined personas.

Figure 20: Value proposition canvas

Platzi emphasized that they are

deeply interested in solutions that hold
the potential of reaching one million

students within a year.

Chapter 4
KEY TAKEAWAYS

Combining surveys and interpersonal workshops
generated value for the participants and led to
quality results. The experiment showed that goal-
setting activities could be the necessary piece to
tie students’ purpose results to the platform offers.
At first, the focus was to enable the students to
define robust purpose responses and goals, but

providing a scalable intervention became equally

important. Therefore a new objective was defined:

How might we...

create a pleasant
experience that
engages one million
students to interact
continuously with their
life goals?

take the generated learnings and design a pleasant
experience that could engage one million students

to interact continuously with their life goals.

The presented intervention approaches proved to
be desirable for the users. The following steps will
stress creating a concept that proposes a feasible

and viable solution for Platzi at scale.




9.0 Desigh &
Develop

After evaluating the insights, two solution concepts were deve-
loped. First, a Platzi Challenge which provides students with the
opportunity to develop their best Ikigai responses and have an
interpersonal collaboration to achieve their goals. Second, an app
feature that is scalable to reach a large audience and adapts to

their requirements.

| 5.1 Concept A: Platzi challenge
| 5.2 Concept B: App Feature

| 5.3 Conceptualization

| 5.4 Design & prototyping



What is a Platzi challenge?

A Platzi challenge is an existing concept of a tem-
porary program that consists of a combination of
courses and other activities such as lectures, group
workshops, etc. Students are required to finish spe-
cific courses in a specified time frame, and at the
end, they receive a certificate that they completed
the challenge.

Purpose finding and goal-setting
challenge

The Platzi challenge concept would give students
a complete experience with the earlier identified
components of value clarification, purpose finding,
goal-setting, and interpersonal accountability. The
strong points are that students can define realis-
tic and refined goals and it will allow them to meet
peers with similar interests in social activities. This
intervention targets the lead users that are curious
about their life opportunities and are willing to make
an effort to improve their current situation. This au-
dience already shows high interest in self-develop-
ment matters and is motivated to be part of a com-
prehensive program.

The environment of a Platzi challenge serves excep-
tionally well for the lead users willing to invest time
and effort into discovering themselves. This challen-
ge can further validate the proposed direction into
self-development interventions for Platzi and its ac-
ceptance in practice.
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The setup of the challenge

As a preparation, students should finish five exis-
ting Platzi courses that are related to the subject of
self-development. However, students can finish the
courses whenever they want within the challenge’s
deadline.

Like in all Plotzi challenges, key activities are being
held live on zoom or any other video conference
platform.

For a detailed description of the challenges content
and introduction, see Figure 21 of a mockup mobile
screenshot.

Future challenges reqgarding the acceptance and
student interest in this intervention can be planned.
This format could be offered reqularly as it does not
consist of high efforts from Platzi’s side. After each
time running this challenge, the impact can be eva-
luated. This can be achieved by sending an evalua-
ting survey to participants to estimate if the results
were worth their time.

Platzi challenges are usually extremely low effort
for the company as it refers to existing courses and
utilizes materials that are being provided as part of
this graduation project. Only little new content or
resources are required to implement it. The concept
is scalable to a large audience too as students can
facilitate the activities to each other.

The part that could be labor-intense is matching
students with similar interests with each other. It
is recommended to invest this time as it provides
great value for the users. If it should become a re-
curring intervention this could be automated as well.

This type of intervention is recommended to Platzi
as it aligns with their mission to improve their stu-
dents lives and the insights from this research sho-
wed that students highly appreciated this format of
intervention.

Value Purpose-finding
Clarification

Figure 21: Mockup of Platzi challenge in app

Goal-setting

Buddy meeting
& goal tracking
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Led by research insights and client demands, the
primary concept solution of this graduation project
is the proposal of a new feature that integrates se-
amlessly into the existing application to reach co-
sual learners. In the case of Platzi, they aim to be a
mobile-first online learning provider as smartphone
accessibility is more significant in the region than
desktop computers or laptops.

Design Goals

Design a user experience that reaches students
who feel uninspired and do not know what to le-
arn or where they want to go. This concept should
be enjoyable and reach casual learners as well as
highly engaged students while staying true to Plat-
zi’s core values of efficient communication and
short interventions. The solution will help students
to feel more comfortable, confident, and aware of
their desires and maximize their strengths while
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being conscious of their limitations to sustain their
engagement to become lifelong learners.

One of the biggest challenges was reducing the
concept to be suitable for a mobile application in
the Platzi design language while ensuring the fra-
mework of the intervention did not lose its essen-
ce due to simplification.

Find the right balance of letting users choose what
activities are most helpful to them while still guiding
and incentivizing them. The experience should not
be linear. Early experimentation has shown that stu-
dents have different needs and find different tasks
and tools more or less helpful.

Include gamification principles like visualization of
the progress or opportunities to unlock levels to
continually stimulate students to engage with the
service.
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A centralized approach

To not lose the essence of the framework and pro-
vide the user only with what he/she needs most - a
new intervention approach was needed. The linear
approach used in the challenge does not apply to
a large audience; therefore, a centralized approach
was introduced (Figure 22).

As earlier experimentation has shown (3 personas)
students are not equally interested in each part of
the intervention. When providing a linear approach
which is recommended for best participant res-
ponses, too many students would stop due to unex-
pected high effort. Platzi usually provides learning
experiences that can be achieved within a few mi-
nutes, and the experimentation showed that a linear

intervention could last easily one hour.

It should be achievable to ans-
wer the questions and define a
mission statement within 15 mi-
nutes - that aligns with Platzi’s

efficient way of teaching.

This is why the experience became centered around
the purpose-finding part. The intervention needs to
communicate its value effectively to appeal to the
Platzi audience otherwise, many users would drop
out. Students will be empowered to choose for
themselves how extensively they want to use this
feature

Create action

It was the goal to create an action that ties back to
the platform offerings.

As stated in earlier experimentation, an optimal user
experience would be if they would receive an auto-
matically generated list of recommended courses
they need to do to achieve their goals. Students
would know what to do, and Platzi can expect in-
creased engagement.

However this desired outcome is not feasible for
a few reasons. Student purpose responses can
be extremely diverse, and even though Platzi has
courses on many different subjects, they do not
have everything. There is no existing database that
connects students’ responses with certain classes
that are related. This is something that grows over
time. It is not feasible to deploy this technology in
the first instance, especially before this feature has
proven its value. To find an alternative that still pro-
vides adequate value to the user, they need to be
engaged in another way.

Platzi already has this button “create your lear-
ning path” that leads users to create a selection of
courses.

While browsing through the courses, they can find

new and interesting content. In interviews with stu-
dents, it became evident that the highly engaged

Figure 23: Call to action button

students discover interesting courses by reqgularly
looking at the course offerings. Also, during the ex-
perimentation, users mentioned how surprised they
were by the diversity of Platzi courses when looking
closely at the list.

I encountered myself in the same situation, I
didn’t know what courses to take after three
months. I thought I had finished all the interes-
ting courses. But in preparation for a user test,
I went through the list of courses and discove-
red many new and exciting courses that I hadn’t
seen before.

In order to stimulate the students to look at the
list of course offerings, they need to have a clear
objective first. \Which can be their mission state-
ment and defined goals. Therefore the button was
integrated at the end of the mission statement and
goal-setting flow. This opened the possibility also
to measure how many students were stimulated
through the intervention to click on the “create a
learning path” button.

How can we persuade users

to use this button more fre-
quently and manually select the
courses?
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After the most effective parts of the intervention
were identified, a concept was constructed that
could be integrated into the existing Platzi applicati-
on. First, wireframes were designed to visualize the
flows and interactions a user has to make to interact
with this intervention. The goal was to deliver a mi-
nimal viable product (MVP) as a concept that could
then be iterated by Platzi.

The experience should create value for students in
different stages of their journey and feel rewarding
to someone who only has little time to spare. Even
if a student only has a few minutes, the experience
should be appeadling and rewarding at once. In the
end, exploring opportunities in life should stimulate
them to discover more relevant courses from diffe-
rent fields for themselves.

In the wireframing stage, the company’s branding
guidelines were ignored to emphasize the user’s
interactions. In the prototyping state it became a
crucial component.

Adapting Ikigai
In order to simplify the intervention, the category of
"what you can get paid for "from the Ikigai frame-

work was removed from this concept. In the first
survey with Platzi students they ranked this catego-
ry the least important out of the four. Other experi-
mentation insights suggested that responses in that
category are plain compared to the other catego-
ries. Students often respond by simply naming a job
title. It became evident that the other main catego-
ries could achieve the intended results. Supportive
questions like "What product or service could you
sell?” could be added to the category of *what are
you good at.” That question intends to make users
think about suitable professions with good econo-
mic perspectives. As Platzi focuses exclusively on
jobs within the digital economy and tech industry,
which are comparatively well paid jobs, this catego-
ry has already become less relevant.

Removing this category helped to simplify the inter-
vention flow further and to differentiate it from the
original framework. Additionally, the category no-
mes were adapted to “Passion,” "Skills,” and *World
needs” to simplify it and alienate from the original
framework.

Supportive questions

The main questions are supported by supportive,
more detailed questions within the domain of the
main question, e.g., "What do you love doing.” Users
should be inspired to come up with more quality re-
sponses, and the most obvious ones might not be
the best ones, or at least they do not help the stu-
dent learn about themselves. Whenever they can-
not think about more responses to one of the main
questions, they can tap on the *inspiration” button to
see questions that lead them to think unrestricted.

At the same time, we want to allow the students to
decide how much time they want to spend on the
intervention. Later, they should be invited to revisit
and add more answers.

Figure 24: Question UI components

Wireframee

Y upportive quectiong




Value clarification

The presented values in the selection are the most
common ones that have been identified in the sur-
veys. Students can also add more by clicking on
“other” and adding their own value. In Figure 27 you
can see the insights from the responses of 45 Platzi
students.

The goal was to reduce the initial 47 possible value
responses to a maximum of 30, not to overwhelm
the user while keeping the option to type their own
response. This was done by clustering and removing
values from similar categories to still keep diversi-
ty. By combining similar values, the selection stayed
strong and diverse at the same time.

Figure 27: Values from user tests with Platzi students
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Gamification

The potential of gamification was explored to enga-
ge users continually.

In essence, gamification takes enjoyable or engo-
ging principles from games and applies them in ot-
her environments. Often gamification rewards users
for taking specific actions by providing them with
perks and benefits that are not available to everyo-
ne (Ellis & Brown, 2017). These activities often have
challenging elements and result in missions, and
new levels can be achieved by collecting points by
the user. A key component here is that the rewards
need to offer value to the user. If that is not given,
gamification feels strange and out of place for the
user and can also over complicate simple tasks. By
altering how rewards are earned, delight and surpri-
se can be created, making them more meaningful
to the user.

Quantified overview of repliec

Earm’ng Platzi /bo/'ntf

for ancwering question

Circles fill up with more replies

Jane McGonigal states in her book Readlity is broken
that to finish work satisfactorily, we must be able to
see the results of our efforts as directly, immedio-
tely, and vividly as possible. Visible outcomes are
satisfying because they reflect a positive sense of
our capabilities. People appreciate productive work
because it makes them feel they are developing
their personal resources (McGonigal, 2011).

Accountability

Students can publish their favorite mission state-
ment or the one that represents themselves the
best or the one they are currently focused on and
make it visible to others on their profile page. Peo-
ple want to ensure that whatever they make public
is well defined and represents their ideology. Pub-
lishing a mission statement increases the accoun-
tability towards achieving and refining this mission.
Accountability is knowing that there are external
risks or consequences to one’s statement if there
are no actions (Cambridge Dictionary, 2022).

Adding a social component to the feature has the
potential to also connect people with similar inter-
ests.

Figure 28: Published mission statement
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After developing design ideas, a clickable prototype
was developed with Figma. The clickable prototypes
were tested as qualitative studies with participants.
The design process was divided into three main ite-
rations, during which the user flow was tested, im-
proved, and evaluated with TU Delft students.

Assumption mapping

Before testing the prototype, an assumptions map
was created to identify the most crucial assumpti-
ons to the product’s success.

To identify assumptions, the story map tool (Figu-
re 30) was used in which each step is mapped out
that has to be taken by an end-user to get value
from the product. Furthermore, it helps to group the
assumptions into different categories. In this story
map, desirability assumption, usability assumption,
feasibility assumption, and outcome assumption has
been chosen. This list of assumptions helps to as-
sess and prioritize which assumptions need further
testing (Torres, 2021).

To identify the crucial assumptions that contain the
most risk and need more testing, the method as-
sumption mapping (Figure 31), designed by David
J. Bland, was used. The position of the assumptions
is based on earlier qualitative research and testing.
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The goal was to move the assumptions with weak
evidence and high importance to the left side of the
matrix by collecting more evidence. To collect re-
liable data, it was essential to collect data on how
people actually interact with the prototype and not
just what they think or say they do (Torres, 2021)

As this method is like a living organism, it changed
over time a few times. Missing and new assumptions
were added, and others were moved on the axis
after evaluating new data from the user tests.

Figure 30: Story map

Figure 31: Assumption mapping
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Usability

The usability tests always simulated the intervention
experience from beginning to end. Nevertheless,
distinct emphasis was put on assumptions regar-
ding their current relevance to iterate them.

Iteration 1

The first iteration focused on the app feature’s usa-
bility with the goal of reducing the concept to its
core intention. At this stage high fidelity mockups in
the visual style of the Platzi application were used.

Value clarification flow was removed as the first
part of the intervention. Even though it is a valua-
ble preparation for the purpose-finding part, at this
stage, capturing the user’s interest from the start
was more important. To enable the user to reach
the centerpiece of the intervention within a short
time and with little effort. The Venn diagram clarifies
visually what the goal is, provides an overview, and
suggests what is still about to come. If that would
not be the case, it would not appeal to the Platzi
audience and would not align with their approach to
communicating content efficiently.

Making the “matching” user flow intuitive where
users select responses to combine them was espe-
cially crucial at this stage. In order to create a good
overview of all responses while selecting the prefe-
rences, multiple mockup versions were generated.
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Figure 32: Matching responses UI

Figure 33: Purpose-finding flow prototype

Iteration 2

In this round, it became clear that student expecta-
tions differ from intentions. More emphasis was put
on precise explanation and expectation manage-
ment to avoid disappointed users.

Changes after this round of iteration:
More robust clarification of why they should
write responses and combine them into a mis-
sion statement
Building expectations by telling them what they
will get out of it at the end
Adding a surprising factor by showing the user
they receive points for everything they comple-
te. Here the established point system from Plat-
zi is used as rewards for responses and mission
statements to incentivize students
To clearly communicate the intention of the in-
tervention, the word “purpose” was introduced
again in the beginning as it resonates strongly
with most people and sets the stage. Using a
powerful word like purpose is crucial to mana-
ging user expectations. They will not find their
life’s purpose after taking the test once. Com-
municate that it is a long process, like becoming
a lifelong learner

Iteration 3

The third round of iteration focused on creating vi-
sual excitement, incentivizing the customers to use
the feature continuously, and integrating it into the
existing Platzi learning experience.

Adding the value clarification flow to be volun-
tary

To show the results of the student’s efforts di-
rectly, the responses were quantified regarding
their category

Icons represent categories in addition to the
color indication to make it more vivid and uni-
form

To visualize progress, the circle outline indica-
tes how many responses students wrote. With
ten responses, the circle outline is fully colored.
Calling it a quiz to emphasize the playful com-
ponent of it

Greyed out values and goal paths to show that
more activities can be “unlocked.”

Publish the mission statement

Notifications were integrated into the concept
that invites users at critical stages to use the
service or to continue finding one’s path
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6.0 Deliver

This is the final concept proposal, the MVP, for this graduation
project. It is important to highlight that the concept is intended to
keep involving. The presented MVP is only the starting point that

will be launched in one demographic first.

| 6.1 Final concept
| 6.2 Strategic Roadmap
| 6.3 Generated values for Platzi



This chapter presents the final designs of the con-
cept.

My Cosmos

The name "My Cosmos” was chosen as it suggests
an intimate space where the user can express their
thoughts freely and deep dive into their inner uni-
verse to find answers to existential questions. The
answers to happiness and fulfillment can only be
found within oneself. It proposes to be their secret
space where they can cultivate desires and develop
strategies to accomplish their inner goals. Further-
more, it also refers to Platzi’s ambitions to launch a
satellite and the rocket emoiji that has been part of
their URL since the beginning.

The intervention should be integrated into the user’s
profile page in the application as it is the ideal place
where someone would expect an intervention like
this. Moreover, it provides room for improvement as
it is plain with little information or functionality.

The final concept prototype can be found here.

Figure 34: My cosmos profile page
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https://www.figma.com/proto/LVVB4mvxnW28eYyQKwFjU0/Purpose-prototype-mobile?page-id=1043%3A58312&node-id=1043%3A61097&viewport=-1507%2C425%2C0.21&scaling=scale-down&starting-point-node-id=1043%3A61097

My Cosmos main flowus




Figure 36: Mission statement screen
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Mission statement

The mission statement is the combination of res-
ponses from the different parts that indicates a high
level of fulfillment to the user. This mission functions
as a north star that should be achieved. Students
are incentivized to generate multiple missions. They
can be a carefully tailored combination of intentions
or a fun mix of random responses to discover dis-
quised opportunities.

The intention is to have fun and generate diverse
ideas. By adding more mission statements, students
receive rewards in the form of points. Platzi point
is already an existing system that rewards students
for the number of courses they have watched.

Figure 37: Phone view with notifications

Notifications

Notifications are essential for keeping the students
engaged. They can remind students to evaluate if
they are on track to achieving their mission, iterate
their goals, or invite them to add more responses to
their personal cosmos.

To target students most effectively with advice and
recommendations, we need to know at what stage
of their journey they are. They could place themsel-
ves in the according group by answering a simple
question at the end of the mission statement flow.
The groups are the ones identified by the three per-
sonas: 1) getting to know oneself, 2) searching for
fulfillment, and 3) staying on track.
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At this stage a strategic roadmap (Figure 38) was
provided to present the concept’s extension into the
self-development domain. The three phases intro-
duce the strategy on how Platzi will attain the earlier
stated design goals to maintain students’ motivation.

For Platzi users, who are uninspired, "My Cosmos® is a tool that

leads them to discover what happiness means to them personally

and provides guidance towards that within the same application.

Horizon 1: Testing

The first horizon focuses on validating the concept
in qualitative and quantitative user tests with a
diverse group of students as preparation for laun-
ching it in the first demographic in H2.

Design goals 1-4:

- The concept aligns with the Platzi brand identity
The concept is a reduces the intervention to
make it achievable within 15 minutes without lo-
sing its effectiveness
The concept is an enjoyable, lightweight inter-
vention that helps students to create awaren-
ess about their desires.

The concept incentivizes the students to con-
nect their goals with courses

T4

Horizon 2: Launch

In the second horizon, the intervention will be intro-
duced to 50% of mobile users in Colombia. Colombia
contains a large and diverse user group and will give
a good picture of the intervention’s effectiveness.

Data will be collected on the number of courses
started, user engagement rate, and the number of
dropouts by students with and without the interven-
tion.

Measuring will determine if this feature can incen-
tivize students to start new courses. Especially in-
teresting would be to see how many students start
courses apart from their reqular study path. And
if freemium users become paying customers after
using the feature.

Creating a database to connect courses with stu-
dent interests for future course recommendations
starts.

Insights will determine the concept’s current limit-
ations and whether the feature should be iterated or
rolled out in other demographics.

Horizon 3: Scale

The third horizon aims to bring the feature to more
students and eventually show its impact on the re-
tention rate.

New service features will be released that allow stu-
dents to meet like-minded peers in the communi-
ty space that have similar interests and goals. The
course finding experience could be enhanced by
introducing a quiz functionality to preselect exciting
courses.

With the growing database, Platzi can give preci-
se course recommendations built on the courses
that students have done with similar interests. Furt-
hermore, the insights from collected user data will
help Platzi to better emphasize with their audience,
which can encourage the conceptualization of hew
services.

Figure 38: Strategic roadmap
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More engagement

Increased user engagement inevitably leads to user
retention, leading to an increase in revenue ond
growth.

Stronger bond with the students

Create a stronger bond with the audience that leads
to loyalty. Platzi shows that they care about their
student’s well-being and become their best version.
Being asked personal questions like this forged a
deeper personal connection between the student
and Platzi. *It conveys to the users that the compo-
ny is interested in them as individuals and in provi-
ding the best service for them you can (Ellis, 2017).

A key caution here is that it needs to be clearly
communicated to the user what their personal data
is being used for. It should only serve to their ad-
vantage and Platzi is not selling private data to third
parties.
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Competitive advantage

Guidance to discover new opportunities in students’
lives. It is often overlooked in traditional education
and can be a strong competitive advantage.

Alignment with strategy

It supports one of Platzi’s core ideas, enabling peo-
ple to start a promising career regardless of their
demographic or background. With this service, the
students can better identify what they would like to
focus their professional life on. Extending Platzis’s
product portfolio into self-development aligns with
the mission to improve student’s quality of life and
further reinforces the extension into the soft skill
sector.

Figure 39: Happy e-learning students
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7.9 \Jalidation &
nhext steps

This phase focuses on validating the final concept of "My cosmos*

and provides instructions on how it should be further validated

after the project ends. A pilot test generated qualitative data on I ?.Il Pllot teSt

the concepts prototype and laid the foundation for planning a lar- . .

ge-scale user test. As a next step, a validation plan gives recom- I 7°2 Valld atlon plan
mendations on how to move from the MVP concept to a working I 7.8 Feasj_bilj_ty

solution.

| 7.4 Potential impact &
recommendations



This user test serves as a pilot to attain qualitative
insights of participants interacting with the concept
and validate its effectiveness regarding its medium.
These insights led to final changes before recom-
mending to validate the intervention’s effectiveness
on students’ motivation on a large scale.

After iterating the prototype’s usability and look &
feel, this qualitative test focused on evaluating how
well the intervention’s simplification worked. Howe-
ver, this test acted within the constraints of a small-
scale qualitative evaluation. Its goal was to evaluate
to what extent the defined design goals (beginning

of chapter 5.2) have been fulfilled and point out cru-

cial parts for product success.

Objectives
Find out the current limitations of its success to
give Platzi recommendations
Does it make students feel more confident
and aware of their desires and maximize their
strengths?

A~ Google docs

How well did the simplification of the interven-
tion work?

Evaluate if users are incentivized to find courses
related to their goals

Does the participant feel stimulated to connect
his/her goals to courses from the Platform

Design goals 1,2, 3 & 4

Video

Setup

The pilot was tested with one Platzi student that
joined the extensive experiment earlier (Chapter
4) to get his perspective on the quality of the sim-
plified intervention. The other six participants have
not been in contact with the intervention before and
had diverse nationalities. They provided an unbia-
sed perspective on the concept’s effectiveness.

The pilot test was set up online on zoom and las-
ted around one hour. The clickable prototype of the
concept was shared via a Figma link with the par-
ticipants. To capture the participants’ responses, a
google document link was shared to mimic the func-
tionality of filling in the answers to the intervention.
During the user test, the participants were asked to
share and split their screen so that the prototype
and the google document were visible (Figure 40).
The user was asked to navigate through the flow
and fill in the answers in the google document to
get the realistic experience of doing the interven-
tion with actual data input.

The user was given the following task:
Define a mission statement and choose one more
activity of your choice.

After completing the task, the participants were as-
ked a few questions and could give feedback on the
experience and quality of the concept.

At the end of the interviews, the participants were
asked to complete a survey that focused on measu-
ring the intervention’s success.

Micecion ctatement

>



Findings
Participants spend between 10 and 30 minutes
to complete the task
Participants had different approaches to the
mission statement. Some were really construc-
tive at first and others simply combined their
responses in an order that sounded natural for
them.
Participants appreciated having the freedom
to choose activities but it was essential to give
them a recommendation to start with.
The flow was intuitive and the participants had
No issues navigating it.
In comparison to earlier interventions the parti-
cipants rated their motivation towards changing
something in their lives lower but under consi-
deration of the simplifications of the interven-
tion that was expected.
High agreement rating on time well spent and
encouragement to find courses.
Participants expected automated results on
their mission statement or on course recom-
mendations.

Changes that were made
Recommend the users the activity that they
should do next regarding their response
Emphasize that it should be a concise mission
statement

Next steps

An onboarding video should efficiently communica-
te the value of the intervention to the user and show
a preview of how it works to avoid reading all the
instructions and communicating its value powerfully.
Further testing has to evaluate how well notifica-
tion can incentivize users to return and continue
using the feature. In addition to that, they could de-
fine how often they want to interact with My cos-
mos® themselves.

This test with only a few students points out that
participants feel incentivized to find courses that
align with their goals. However the course finding
experience itself is not pleasant. Platzi should im-
prove the course finding experience on mobile.
This aspect of the concept’s success depends on it.
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"The goal-cetting ic re-
ally what I want to do
after the firet tect”

- Participant 2

Why have I been ag-
ked thece quectione
before?”

- Participant 1

app would give me the

’T expected that the

andwerg i

- Participant 7

T would uge it again
when I want to orga-
nize mycelf to achieve a
big goal”

- Participant 3

I did not enjoy it at all I enjoyed it very much

It was not intuitive

It was very intuitive

Strongly Disagree Strongly Agree

Strongly Disagree Strongly Agree

Figure 41: Pilot test evaluation (Detailed information can be found in Appendix G)



The validation plan advises how Platzi should further validate the presented concept. The plan identifies crucial
moments that need validation to implement the concept. Moreover, it suggests the goals and, more importantly,

under what criteria to evaluate the generated data.

The following recommendations are based on generated assumptions. This planning considers that each pha-

se’s results will affect the implementation and testing in the next phase.

To understand whether the concept fulfills the goal, these main topics need to be validated:
Reach - how many people will start using it and finish it?

Does it lead to higher engagement rates?

Does it prevent students from stopping engaging at the three-month mark?
Does it lead students to do courses from other schools?

Phase 1
Start: Q4 of 2022

Evaluate potential

This phase aims to evaluate the potential of the con-
cept with two tests on a large scale. The first is a
large-scale prototype test (like the pilot test), and
the second one aims to determine if students click
the CTA button when it appears in the app.

Design goals 5,6 and 7

Large prototype test

A quantitative test should be run with at least 100
Platzi students testing the prototype. For testing the
prototype, the tool Maze can be used, as it provides
the opportunity for participants to use the proto-
type with its simulated functionality and gives the
chance to ask questions before and after the pro-
totype. This test aims to generate a rough metric
to determine how many courses students are likely
to take after taking the test. This can further help
to decide on engagement and eventually retention
objectives.
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”Fake door“ test

To verify if students get curious for a purpose finding
quiz, Platzi should implement a *fake door” button to
only 1000 students that leads to a side that simply
”says thank you for your interest, we are working on
such a feature” or it could provide a simple purpose
finding survey like one that has been tested earlier
in the project. The evaluation criteria is to have 100
out of the 1000 students to click the button.

Objectives:
Find out if users would start the quiz and if they
can find courses that align with their defined
goals.
Identify a benchmark of how many courses
they are likely to do after the intervention.

Assignments for Q4 of 2022 are:
Determine the reasons why students stop en-
gaging after three months
Find out how many users use the “create your
learning path® button
Are users overwhelmed by the course offe-
rings?
Are the students that create their own learning
paths more engaged than others?

Figure 42: Implementation plan

Hypothesis:

Users are stimulated to find courses that relate to
their goals but the current experience of finding the
courses on mobile makes it frustrating and less suc-
cessful for them.

If the end of this phase determines that students
can find related courses from the list but the disco-
very experience is unpleasant, then this should be
improved.

Phase 2
Start: O1 of 2023

Measuring impact
In this phase the concept will be implemented in

the app and activated for 50% of the active mobile
using Colombian audience.

Objectives:
Generate data that could indicate that students
who used the intervention successfully engage
more with the platform.
Measure how students react to the incentivi-
zing notification to interact continuously with
the intervention.

Large scale A/B test in Colombia

1. Amongst the 50% of students that are shown
that button, how many students complete the
process of purpose-finding?

2. How many of those students click the button to
create a new learning path?

3. Amongst the students who have continued to
select the courses, how many retain longer on
the platform? And how many don’t?

4. How much longer do they retain on the plat-
form?
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Assumption that need to be tested:
Users click on the intervention CTA
Users click on the “create your learning path”
CTA at the end of the intervention flows
Users will create a mission statement
Users start the selected courses

For each assumption a evaluation criteria is defined:
100 out of 1000 user will click on the interven-
tion CTA
50% of the user who defined a mission state-
ment will click on the “create your learning path”
CTA
70% of the user who clicked on the intervention
CTA will define a mission statement
90% of user who selected courses start at least
one of them

With the criteria in mind this is what should be mea-
sured:
Amongst the users that are shown the intervention...
# of user who click on the intervention CTA
# of user who complete the purpose-finding
flow
# of user who combine responses to a mission
statement
# of user who click on the “create your learning
path” CTA
# of user "drop out” in Q1
# of user start at least one of the courses that
have been selected
# of finished courses by users who did the in-
tervention
engagement rate of user
time to finish the flow

Hypothesis:

Users with the intervention spend 2% more time on
the platform in the first quarter than the users who
do not have the intervention activated.
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Phase 3
Start: Q3 of 2023

Scale

Objectives:
Bringing the "My Cosmos” intervention to more
demographics
Regional A/B tests to optimize Ul
Target inactive and freemium users

After evaluating if the previous phase and the data
suggests an effect on students’ learning experien-
ce, it can be extended to other demographics. Fur-
ther evaluations can determine improvements to the
user experience through A/B testing UI versions.

After the product feature has been refined and is
mature, it is recommended to reactivate inactive
users by sending them an email inviting them to test
the new intervention. An inactive user is defined
as someone who hasn’t logged in within 90 days,
paying or not paying customers (Croll & Yoskovitz,
2013). The same thing can be done for freemium
users to convert them into paying customers.

Hypothesises
Drop out rate at the three month mark goes
down from 20% to 18% after the first year.
5% of freemium users converted into paying
customers.
Students who do the intervention retain 5% lon-
ger than their peers.

I provided the validation plan and crucial KPIs to fo-
cus on to my best knowledge so that Platzi could vo-
lidate the critical assumptions. As many events can
influence one another, the most crucial assumptions
should be iterated after each phase. Yet, it should
not be assumed that everything needs to be vali-
dated by measuring KPIs. As the company mentor
stated, Platzi is not only interested in increased user
engagement, but also the student’s quality of life is
essential. This is why the perspective of improving
consumers’ overall learning experience and brand
loyalty towards Platzi can be critical aspects. In the
end, the potential reach of the feature will probably
be the deciding factor.

As the proposed solution is a relatively low-tech
concept, the company mentor (Hoppenstedt, 2022)
stated that it would be feasible to develop it within
three months for a small product team consisting of
one front-end developer, one back-end developer,

one product owner or one product designer. Platzi
has the skills and resources to develop an interven-
tion of that size as long as it provides sufficient de-
sirability and leads to retaining customers.

However, the perspective of giving automated
course recommendations regarding students’ re-
sponses, which is the goal eventually, can increo-
se the team size and, therefore, the required re-
sources drastically. It would take more time and a
team of data scientists to build a machine learning
model that gives sophisticated recommendations.
But starting with basic suggestions would already
solve 60% of all use cases (Hoppenstedt, 2022).
These course suggestions can be provided on the
overall collected insights on a student profile and
give general advice without relating it to specific
responses like mission statements. Before starting
phase three, the course recommendation functio-
nality should be reevaluated.
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7.4 Potential impact &
recommendations

This intervention is just the start for Platzi guiding
their students to fulfill their capabilities to become
their personal best version and grow personally whi-
le creating a stable foundation professionally.

The limitations encountered in design for mobile can
have a limiting effect. The possibility of a web-ba-
sed version of the concept could be explored too. It
would contain more options for an extensive inter-
vention.

The solution aims to retain everyone on the platform.
However, the target audiences where the most sig-
nificant effect can be expected are the students at
the three-month mark and non-subscribers. There-
fore they should be especially incentivized by noti-
fications.

To improve further the discoverability of Platzi
courses, a simple quiz functionality as solution can
be explored. Where user will be presented with mul-
tiple questions and they can playfully choose bet-
ween two possible options per question. A quiz flow
like this has an extremely low threshold for users
and can provide valuable outcomes for the user.

New features and tools can be added continually
to the concept, for instance, building communities,
connecting students to Platzi alums, and users’ re-
sponses relating to a Platzi podcast episode of a
similar mission.

The intervention could foster further startup entre-
preneurship by linking people with similar or signi-
ficantly compatible objectives and skills with each
other.

The concept of "My cosmos” could be part of the
onboarding process of new students too. Students
would have the option to choose between doing the
personality test or going directly to the courses.

The concept can potentially acquire new customers
by itself, as it is a complete, easy-to-use, and com-
petitive self-development tool that con promote
soutions simultaneously. Therefore it can be pro-
moted by itself in new environments. The potential
demand for an easy-to-use service that can provide
answers to existential questions is enormous in all
demographics.




3.0 Conclusion
reflections

| 8.1 Conclusion
| 8.2 Personal reflection




This project successfully created a concept that
would allow Platzi students to identify opportu-
nities for their professional and private life. By in-
volving them from an early stage in the project to
understand their motivation to use the platform, it
was identified how to adapt aspects of the existing
framework to its target audience and add new com-
ponents that are unique to the context.

The goal at the beginning of the project was to
maintain students’ motivation, but the final concept
has the potential of a considerably more significant
impact. It allows the company to strengthen a new
value proposition for its audience and helps them
to identify life objectives. This concept can increo-
se customer acquisition, improve the course finding
experience and retain longer relationships with stu-
dents to truly make them lifelong learners.

The strong focus on the concept’s desirability and
usability, combined with identifying how it would fit
in the company’s strateqy, highlights the value de-
sign thinking brought to the project.

To provide a result that could be part of Platzi's
roadmap, it was crucial to work within the limits of
technical feasibility and resources available. The-
refore, a low-tech version was explored that could
still provide significant value for the user and Platzi
alike. However, letting users align courses to their
goals manually pointed out the bottleneck of the
course finding experience that needs improvement.
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Even though the priority was to create a scalable
solution, it should not be neglected that the Platzi
challenge can provide significant value to a smaller
target audience.

Platzi has been disruptive in the industry with the
solid foundational principles of providing quality
content efficiently to an emerging audience. They
have created strong user connections, and whi-
le being in Colombia, I noticed how highly positive
many feel about the company. Now that they have
reached a mature size where they need to innovate
constantly to stay relevant, they need to come up
with new features to improve the experience and
continue to engage their audience. For instance,
improving the discovery experience to find the re-
levant courses in an ever-growing library. Focusing
on more customer needs becomes inevitable. This
is why this proposed feature can provide not only
increased engagement, it can also help to unders-
tand the audience and their needs even better to
continue innovating.

As entrepreneurship is often crucial for many Lati-
nos to make a living. This tool gives the opportunity
to further boost these abilities by creating increa-
sed motivation through the alignment of passions,
skills, and world needs.

Limitations

Even though I could test with actual Platzi students,
which generated accurate results and it made my
project feel relevant by receiving mainly extremely
appreciative feedback, it was challenging to get a
representative sample of an average student. Platzi
has a solid user base, and their way of recruiting is
to gather volunteers from telegraom groups to eva-
luate new concept ideas. These students represent
an already highly engaged audience with a strong
growth mindset. Not the casual learner who is in
danger of dropping out. Therefore, Platzi should
conduct further user tests with a diverse target au-
dience sample.

The project depended on Platzi for student recru-
itment and also to communicate with participants,
which led to delays at times.

To prove the viability of the concept, large-scale
user tests over a couple of months are required to
measure what impact it first has on users’ engage-
ment and, importantly, on their retention over time.
However, the evaluation criteria is provided as part
of this project.

But as Platzi values its student’s well-being, quality
of life, and improved learning outcomes, this pro-
ject direction proofs to be valuable for the company.
Platzi stated as long as desirability by the students
is given, there will be room for further develop-
ments, and resources can be arranged.

My graduation project started because I believe not
enough people reflect sufficiently on where they
want to go in life and want they actually want. They
often make decisions that are led by their environ-
ments and not themselves. My learning path around
this project allowed me to understand how critical it
is to reflect on your life to find out what you like and
don’t like. This tool provides help to more people to
learn about themselves, discover opportunities and
achieve their goals.

Following my interests, I involved Platzi as a partner
company to build a project to stress my passion for
improving education through technology in emer-
ging economies.

Reflecting on this project, I explored UX design
practices, a subject I want to continue building my
career in. It helped me to design compassionate
concepts for others to reflect, set goals, and make
drastic life changes.

I am grateful to be able to work with Edoardo Hop-

penstedt and with an organization like Platzi, which
has my full admiration.
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