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Prepared for professional review | November 4, 2026 | English edition

Evidence note: Based on prior project discussions, described architecture, selected development/debugging history and
portfolio records available at preparation time. This is a portfolio case study, not a fresh source-code audit, external
security review, market study or verified commercial due diligence. Planned capabilities and unverified outcomes are
labeled accordingly.

MathQuest Arcade | Product & Business Brief
Educational logic / math games | Product stage: Playable mini-game work and extensive visual design; full catalog and
polish evolving

Product premise

MathQuest Arcade is a web portal for mathematical reasoning and logic mini-games, built around an
illustrated medieval tavern hub. Users select an avatar and access experiences such as Cows and Bulls and
Hidden Tiles. The project emphasizes approachable learning-by-doing and a coherent visual world.

Customer problem

Static math practice can feel abstract and repetitive. A game-based collection may encourage exploration,
iteration and reasoning through bite-sized challenges without requiring a long learning session.

Target users
Families, students, casual puzzle players and potentially educators.

Value proposition
Quick entertaining practice of logic, numerical deduction and mathematical concepts.

Potential differentiation
A consistent RPG-inspired world connecting multiple short logic games, bilingual access and friendly art
direction.

Alternatives and competitive pressure
Free educational game sites, browser puzzles, mobile brain-training products and classroom platforms.



Maikel Martinez Landa  |  Project Showcase  |  November 2026 2

Commercial model hypothesis
Free basic play with optional premium game packs, educational licenses or merchandise; none should be
presented as validated revenue.

Initial go-to-market experiment
Share a browser demo with families and teachers, test whether a second game is discovered after the first.

Validation plan and decision metrics
• Observe players of different ages complete onboarding without help.

• Measure game-start to completion, repeat visits and crossover to other games.

• Request educator feedback on how each rule maps to a learning objective.

• Run small controlled tests before claiming improvements in mathematical proficiency.

Commercial and operational risks
• High demand for new levels/assets and competition with free games.

• Protection of children’s data and parental controls when relevant.

• Accessibility and clarity for younger players.

• Potential intellectual property review for third-party assets or copied mechanics/art.

Phased go-to-market roadmap
• Release 1-2 polished mini-games and mobile-first tutorials.

• Add telemetry, accessibility improvements and language QA.

• Expand games after repeat-use evidence.

• Explore educator offerings if educational outcomes are substantiated.

Sponsor / investor diligence checklist
• Demonstrable product build and concise feature tour.

• Evidence of actual use: users, retention and repeated workflows rather than feature count alone.

• Costs, pricing assumptions and support effort; no unsupported revenue forecast.

• IP ownership, licensed assets, privacy commitments and provider API dependencies.

• Specific requested partnership: pilot access, introductions, development support or investment, plus
milestones.

Important: All market positioning and monetization options in this brief are hypotheses to validate. No TAM, revenue,
valuation, user growth, partnerships or investment return is represented as verified.


