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Business Model

The way we work has changed. Only a few 
decades ago, most work was not 
computer-based. But the use of information and 
communication technologies per hour worked 
more than doubled across most OECD countries 
between 1995 and 2014, and has only increased 
since then. However, there is a lag between the 
workforce demands and curriculum o�ered in 
schools to prepare children for the economy of 
the future.  Kodris is an e-learning platform for 
teaching coding to children between the ages of 
7-16.  The company provides the building blocks 
for advanced computer skills through 
algorithmic and cognitive thinking skills. Kodris 
does this by creating and teaching algorithms 
for its clients within a game-based environment. 
The platform integrates a panel where teachers 
can follow the curriculum and the progress of 
their students. 

Founded in 2017, Kodris is now used by 1,500+ 
institutions, 2,000+ teachers, and 400,000+ 
students. In doing so, Kodris wants to make 
positive contributions to Turkey's economy and 
raise a tech-literate generation equipped with 
problem-solving skills.

1 https://www.oecd.org/education/Envisioning-the-future-of-education-and-jobs.pdf
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In the current education system, informatics teaching educator sta� and curriculum are falling short. 
Because of the lack of informatics education they get from their schools, the ones who are willing to learn 
to code are obliged to get expensive education from external organizations. Since these educations are 
not intended for children, they cannot constitute a base for them. As Kodris, we are aiming to both increase 
the interest of children at an early age in coding with gamification method at a�ordable cost and create a 
foundation for 21st-century skills with our curriculums suitable for children of all ages from primary school to 
high school. Kodris is highly preferable among teachers and students because it is an online platform  that 
provides quality coding education opportunities in many regions including rural areas. 

Kodris addresses accessibility of coding 

education not only in di�erent regions of 

Turkey but also by di�erent genders to tackle 

gender inequality.

Kodris’s customers are 
families with children 

between the ages of 7 and 
16 years and computer 
teachers who work at 

primary school, middle 
school, and high school.

Key Stakeholders
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A: Planning for Impact

Kodris’ business model seeks to leverage the opportunities created by a lack of a�ordable, high-quality 
software languages for students in Turkey and the low participation of girls in STEM and ICT careers. 

To address these problems, the company developed certified training on Gamified Python and provided 
a�ordable, accessible, and high-quality training on software languages.The education is It is accessible by 
all children, both girls and boys, not only because of the pricing but also because children are able to learn 
coding in their native language, therefore Kodris lifts a fundamental barrier in coding education. As a result 
of its activities, Kodris is improving children's ability to understand software language through gamification, 
consequently increasing the number of children who are motivated to learn the software and participate in 
the STEM and ICT careers  

Kodris believes that everyone, particularly girls, should have access and encouragement to succeed in our 
tech-driven world. In the mid-term, children become equipped to use di�erent software languages 
allowing them to build skills they will need in the future. The company’s long-term impact goals include 
generating quality talent in the country where companies can have access to local talent skilled in software 
development.

Lack of a�ordable 
high-quality 

software languages

Limited and 
unsatisfactory job 

opportunities

Certified training on 
Gamified Python

A�ordable and 
accessible quality 

software  language 
training

Children’s ability to 
understand 

software language 
increased

More kids are able to 
access a�ordable 
and fun software 

education

Through gamification 
children become 
more engaged in 
studying software

Children become 
equipped to use 

di�erent software 
languages

Children gain skills that 
match future job market 

needs

More qualified 
employment will be 

provided to the 
software world

Companies have access to 
high quality local talent 

skilled in software 
development

PROBLEMS & 
OPPORTUNITIES INPUTS/ACTIVITIES OUTPUTS OUTCOMES IMPACT

Impact Value Chain

Low participation of 
girls in STEM and 

ICT careers

Unavailability of 
software training in 

local language

More girls have an 
interest in the 

software industry

Children become 
interested/connected 
with software skills at 

early age

Provides 
opportunities for 

education of women 
software developers 

in the 
male-dominated 
software industry

Perception of the woman in 
the software world will 

improve

Software 
languages 

addressing children 
were searched so 
the training was 

started with 
appealing 

characters and 
equipped interface 

in early age

Training was 
provided to girls on 

Python in high 
schools

SDG Contribution
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B: Framing Impact

Number of students 
residing in urban 
areas that were 
clients of the 
organization during 
the reporting period

Percentage of 
students advancing 
from one level of 
coding to the next.

Percentage of 
students aged from 
6 to 9 who are 
clients of the 
organization

Indicator Baseline 
in 2021

Target for 
2026

Stakeholders Data Collection 
Method

Indicator 
Source

Linked SDG 
Targets

Number of students 
who were active 
clients of the 
organization

250,000 1,000,000 Students Administrative Custom 
Indicator

Data 
Source

Amazon, 
Digital 
Ocean, 
Turk 
Telekom, 
Microsoft

4.1

4.2

4.4

8.2

8.6

Number of unique 
organizations in 
rural and urban 
areas that were 
clients of the 
organization during 
the reporting period

9,000 25,000 Partners Administrative Custom 
Indicator

Amazon, 
Digital 
Ocean, 
Turk 
Telekom, 
Microsoft

4.1

4.2

4.4

8.2

8.6

Number of students 
residing in rural 
areas that were 
clients of the 
organization during 
the reporting period

25,000 1,000,000 Students Administrative Custom 
Indicator

Amazon, 
Digital 
Ocean, 
Turk 
Telekom, 
Microsoft

4.1

4.2

4.4

8.2

8.6

225,000 900,000 Students Administrative Custom 
Indicator

Amazon, 
Digital 
Ocean, 
Turk 
Telekom, 
Microsoft

4.1

4.2

4.4

8.2

8.6

60% 90% Students Administrative Custom 
Indicator

Amazon, 
Digital 
Ocean, 
Turk 
Telekom, 
Microsoft

4.1

4.2

4.4

8.2

8.6

20% 65% Students Administrative Custom 
Indicator

Amazon, 
Digital 
Ocean, 
Turk 
Telekom, 
Microsoft

4.1

4.2

4.4

8.2

8.6
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C: Standardizing Kodris Impact Management Approach

The Impact Management Project (IMP) is a forum 
for building global consensus on how to measure 
and manage impact. Through a series of 
consultations and convening across the world, 
with thousands of practitioners including investors 
and multilateral institutions, IMP has developed 
shared fundamentals on how to describe and 
understand through the lens of the five dimensions 
of impact. These five dimensions are: WHAT, WHO, 
HOW MUCH, CONTRIBUTION and RISK. 

The Business Call to Action Impact Lab integrates 
IMP’s global norms for impact management by 
helping companies assess their goals concerning 
the five dimensions described above. 

Kodris contributed to three distinct impact goals:
 

1) More qualified employment will be 
provided to the software world,
 
2) Companies have access to 
high-quality local talent skilled in 
software development, and 

3) Perception of the woman in the 
software world will improve. 

Kodris mapped each of these goals on the five 
dimensions of impact to understand better its 
significance and to be able to better manage and 
communicate its impact.

WHAT

tells us what outcomes the 
enterprise is contributing to and how 
important the outcomes are to 
stakeholders. 

WHO

tells us which stakeholders are 
experiencing the outcome and how 
underserved they were prior to the 
enterprise’s e�ect.

HOW MUCH

tells us how many stakeholders 
experienced the outcome, what 
degree of change they experienced, 
and for how long they experienced 
the outcome.

CONTRIBUTION

tells us whether an enterprise’s 
and/or investor’s e�orts resulted in 
outcomes that were likely better 
than what would have occurred 
otherwise.

RISK

tells us the likelihood that impact will 
be di�erent than expected.

WHAT
What is the importance of your goal to your stakeholder? 

Customers

Not Important Very Important

WHO
How underserved are your stakeholders in relation to the SDGs?

Customers

Undeserved Well deserved

CONTRIBUTION
How does the impact compare to what is likely to occur anyway?

Because of our e�orts, our stakeholders’ access to SDGs is:

Likely Worse Likely Better

RISK
What is the risk that the impact is not achieved due to external or internal factors?

Risk

Low Risk High Risk

Goal 1: More qualified employment will be provided to the software world

HOW MUCH
How significant is the impact that occurs in the time period?

Scale: Did the outcomes happen at scale?

Small Scale Large Scale

Duration: Do the outcomes last for a long time?

Short Term Long Term

Depth: Is your organization a deep driver of the 
outcome for these stakeholders?

Likely Worse Likely Better
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11.4
Strengthen e�orts to protect and safeguard the world’s cultural and natural heritage

11.5
By 2030, significantly reduce the number of deaths and the number of people a�ected 
and substantially decrease the direct economic losses relative to global gross domestic 
product caused by disasters, including water-related disasters, with a focus on protecting 
the poor and people in vulnerable situations

11.6
By 2030, reduce the adverse per capita environmental impact of cities, including by 
paying special attention to air quality and municipal and other waste management

11.7
By 2030, provide universal access to safe, inclusive and accessible, green and public 
spaces, in particular for women and children, older persons and persons with disabilities

12.2
By 2030, achieve the sustainable management and e�cient use of natural resources

12.4
By 2020, achieve the environmentally sound management of chemicals and all wastes 
throughout their life cycle, in accordance with agreed international frameworks, and 
significantly reduce their release to air, water and soil in order to minimize their adverse 
impacts on human health and the environment

12.5
By 2030, substantially reduce waste generation through prevention, reduction, recycling 
and reuse

12.6
Encourage companies, especially large and transnational companies, to adopt 
sustainable practices and to integrate sustainability information into their reporting cycle

12.a
Support developing countries to strengthen their scientific and technological capacity to 
move towards more sustainable patterns of consumption and production

12.c
Rationalize ine�cient fossil-fuel subsidies that encourage wasteful consumption by 
removing market distortions, in accordance with national circumstances, including by 
restructuring taxation and phasing out those harmful subsidies, where they exist, to reflect 
their environmental impacts, taking fully into account the specific needs and conditions of 
developing countries and minimizing the possible adverse impacts on their development 
in a manner that protects the poor and the a�ected communities



Goal 3: Perception of the woman in the software world will improve

WHAT
What is the importance of your goal to your stakeholder?

Customers

Not Important Very Important

WHO
How underserved are your stakeholders in relation to the SDGs?

Customers

Undeserved Well deserved

CONTRIBUTION
How does the impact compare to what is likely to occur anyway?

Because of our e�orts, our stakeholders’ access to SDGs is:

Likely Worse Likely Better

RISK
What is the risk that the impact is not achieved due to external or internal factors?

Risk

Low Risk High Risk

Goal 2: Companies have access to high quality local talent skilled in software 
development

HOW MUCH
How significant is the impact that occurs in the time period? 

Scale: Did the outcomes happen at scale?

Small Scale Large Scale

Duration: Do the outcomes last for a long time?

Short Term Long Term

Depth: Is your organization a deep driver of the 
outcome for these stakeholders?

Likely Worse Likely Better

WHAT
What is the importance of your goal to your stakeholder?

Customers

Not Important Very Important

WHO
How underserved are your stakeholders in relation to the SDGs?

Customers

Undeserved Well deserved

CONTRIBUTION
How does the impact compare to what is likely to occur anyway?

Because of our e�orts, our stakeholders’ access to SDGs is:

Likely Worse Likely Better

RISK
What is the risk that the impact is not achieved due to external or internal factors?

Risk

Low Risk High Risk

HOW MUCH
How significant is the impact that occurs in the time period? 

Scale: Did the outcomes happen at scale?

Small Scale Large Scale

Duration: Do the outcomes last for a long time?

Short Term Long Term

Depth: Is your organization a deep driver of the 
outcome for these stakeholders?

Likely Worse Likely Better
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8.2
Achieve higher levels of economic productivity through diversification, technological 
upgrading and innovation, including through a focus on high-value added and 
labour-intensive sectors

8.3
Promote development-oriented policies that support productive activities, decent job 
creation, entrepreneurship, creativity and innovation, and encourage the formalization 
and growth of micro-, small- and medium-sized enterprises, including through access to 
financial services

8.4
Improve progressively, through 2030, global resource e�ciency in consumption and 
production and endeavour to decouple economic growth from environmental 
degradation, in accordance with the 10-year framework of programmes on sustainable 
consumption and production, with developed countries taking the lead

8.5
By 2030, achieve full and productive employment and decent work for all women and 
men, including for young people and persons with disabilities, and equal pay for work of 
equal value

8.7
Take immediate and e�ective measures to eradicate forced labour, end modern slavery 
and human tra�cking and secure the prohibition and elimination of the worst forms of 
child labour, including recruitment and use of child soldiers, and by 2025 end child labour 
in all its forms

8.8
Protect labour rights and promote safe and secure working environments for all workers, 
including migrant workers, in particular women migrants, and those in precarious 
employment

9.4 
By 2030, upgrade infrastructure and retrofit industries to make them sustainable, with 
increased resource-use e�ciency and greater adoption of clean and environmentally 
sound technologies and industrial processes, with all countries taking action in 
accordance with their respective capabilities

9.b
Support domestic technology development, research and innovation in developing 
countries, including by ensuring a conducive policy environment for, inter alia, industrial 
diversification and value addition to commodities



Kodris has developed internal data management systems that track sales and trainings to enable 
strategic and operational decision-making. By integrating impact metrics into the operations of the 
company, Kodris segments and identifies new customers, increases marketing e�orts, and drives overall 
business value.

Through the impact measurement process, Kodris has observed that girls who use Kodris platform to 
learn coding express a greater interest in technology. Kodris further plans to measure its long-term 
impact on gender equality by tracking the number of girls who receive coding education by Kodris 
indeed go on to pursue STEM degrees and jobs in STEM fields. 

Additionally, Kodris plans to measure girls’ interest in coding education by analyzing their steadiness and 
commitment. In order to measure this, Kodris has set a plan to track girl students' completion of new 
levels in the platform, which represents that girls are improving their coding skills as they continue their 
coding education while developing stronger interest in coding.

D: Measuring Impact

SDG Contribution
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6.3 
By 2030, improve water quality by reducing pollution, eliminating dumping and minimizing 
release of hazardous chemicals and materials, halving the proportion of untreated 
wastewater and substantially increasing recycling and safe reuse globally

6.4 
By 2030, substantially increase water-use e�ciency across all sectors and ensure 
sustainable withdrawals and supply of freshwater to address water scarcity and 
substantially reduce the number of people su�ering from water scarcity

6.6 
By 2020, protect and restore water-related ecosystems, including mountains, forests, 
wetlands, rivers, aquifers and lakes

6.a 
By 2030, expand international cooperation and capacity-building support to developing 
countries in water- and sanitation-related activities and programmes, including water 
harvesting, desalination, water e�ciency, wastewater treatment, recycling and reuse 
technologies

6.b
Support and strengthen the participation of local communities in improving water and 
sanitation management

7.1 
By 2030, ensure universal access to a�ordable, reliable and modern energy services

7.2 
By 2030, increase substantially the share of renewable energy in the global energy mix

7.a 
By 2030, enhance international cooperation to facilitate access to clean energy research 
and technology, including renewable energy, energy e�ciency and advanced and 
cleaner fossil-fuel technology, and promote investment in energy infrastructure and clean 
energy technology

7.b 
By 2030, expand infrastructure and upgrade technology for supplying modern and 
sustainable energy services for all in developing countries, in particular least developed 
countries, small island developing States, and land-locked developing countries, in 
accordance with their respective programmes of support



Lessons Learned

By going through the process of developing a complete impact management framework with an SDG lens, 
Kodris is able to systematically identify the types of data it needs to collect to understand the changes 
experienced by its stakeholders in the short and long term. The company has also started using surveys to 
gather feedback from customers that can help adjust and improve its business model, deliver products and 
services e�ectively, and maximize its contributions to the SDGs.  

Way Forward

Currently, Kodris' gamified coding education reaches customers in Turkey, United States, and across Europe.  
The company envisions to provide gamified coding education in more countries by making it available in 
multiple languages. 

In addition to this, Kodris will expand its products to reach children and adults. Kodris is also planning to 
introduce a certification programme that users can achieve to attest their progress in learning.
Finally, Kodris aims to provide employment opportunities for women software developers in the company 
itself and expand training opportunities in the rural areas of Turkey with higher prevalence of gender 
inequality. 
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We were introduced to Kodris through RoboRave 
International robotics competition last year. We 
were given a thirty-day free trial which we used 
with my students at “Academy at Larragoite”, a 
digital school in Santa Fe Public School District.  We 
used the sixth-grade through eighth-grade 
curriculum with approximately ten students. At our 
school, we have been teaching coding to our 
students using C++, Arduino and Python 
programming languages. The primary reason for us 
to choose Kodris, was that it has great interactive 
scenes with simultaneous block and text coding, 
which I believe is the most outstanding feature of 
Kodris. This synchronized block and text coding 
make learning Python easier and enjoyable for 
students.  They are able to visualize how the code 
works instantaneously. They are able to learn 
Python in simple steps and by trial and error.  My 
students loved working on the engaging tasks with 
the Kodris characters; it was more like playing a 
game for them. We all know that students learn 
better when they are having fun! As educators, we 
also liked that it is an online program that allows 
teachers to make class lists, track student progress 
and evaluate their understanding. The Kodris 
curriculum is from first grade through ninth grade, 
teaching all programming concepts and topics. We 
are eagerly awaiting the high school curriculum 
which is under development and expected to be 
online by the summer of 2021. I’d like to congratulate 
Kodris for writing such an educating, engaging and 
highly e�ective program. I highly recommend Kodris 
to all educators.

“

”
Erem Birkan
Math, Scientific Technologies and Robotics Teacher at the 
ACADEMY AT LARRAGOITE, Santa Fe, New Mexico, USA
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For more information

kodris.com imece.com

https://imece.com
https://twitter.com/imeceplatformu
https://www.instagram.com/imeceplatformu/?hl=en
https://www.linkedin.com/company/imece/mycompany/
https://www.kodris.com
https://twitter.com/kodriskodlama
https://www.instagram.com/kodriskodlama/
https://www.linkedin.com/company/kodris-egitim-teknolojileri-a-%C5%9F/
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