PARTNER INFORMATION FORM
Learnmera Oy
1. ORGANIZATION DETAILS
	Legal Name
	Learnmera Oy

	Short Name / Acronym
	LM

	Legal Form
	For-Profit Organization

	PIC Number
	940898255

	OID
	E10176763

	Business ID
	FI2435988-6

	VAT Number
	FI2435988-6

	Address
	Sinimäentie 10 B 02630 Espoo

	City
	Helsinki

	Country
	Finland

	Website
	https://learnmera.com/

	Primary Contact
	Veronica Gelfgren

	General Email
	veronica@learnmera.com

	General Phone
	+358451695454


2. BACKGROUND & EXPERIENCE
Organization Description
Learnmera Oy is an established private adult education and corporate training provider, founded in 2011 and based in the Helsinki area. Originally focused on delivering premium executive business language programs and specialized integration courses (such as beginner Finnish and Swedish for internationals), Learnmera has evolved into a digitally driven educational technology developer. The organization holds a formidable global footprint in vocational and adult education, notably through its proprietary platform, The Language Menu – Tools for Teachers, which supports a member base of over 35,000 educators worldwide. This extensive instructional design background is further demonstrated by major national e-learning and m-learning initiatives contracted by the Swedish Cultural Foundation in Finland, such as the Vårdsvenska (Swedish for healthcare personnel) and Swedish in Finland programs.
Advanced Digital Ecosystems & Technical Project Outputs
Leveraging an in-house intersection of pedagogy and advanced computing architecture, Learnmera has expanded its creative capacity to build next-generation learning materials. Driven by advanced engineering competencies, the organization designs, develops, and deploys high-end digital outputs that bridge the gap between traditional learning and interactive technology:
· AI-Integrated Web & Progressive Web Applications (PWAs): Utilizing clean-code frameworks (HTML5/CSS3/JavaScript) alongside professional low-code/no-code web ecosystems (WordPress, Webflow), Learnmera designs highly responsive, adaptive learning environments. These portals seamlessly incorporate Large Language Model (LLM) workflows using LangChain frameworks and Google AI Studio (Gemini APIs) to deliver automated content generation, tailored student feedback loops, and intelligent text automation. 
· Data-Driven Course Analytics: Guided by Google Professional E-commerce and Digital Marketing competencies, the organization applies AI-driven analytics, advanced search engine optimization (SEO/SEM), and data architectures to track learner engagement, maximize open-access dissemination, and optimize strategic social media outreach for transnational projects. 
· High-Fidelity Audiovisual & 3D Assets: Incorporating professional post-production software (including DaVinci Resolve and Adobe Creative Cloud Ecosystems) combined with 3D modeling, mesh design, and digital sculpting in Blender, Learnmera creates visually compelling, highly interactive multimedia assets and digital guidelines that captivate modern learners. 
Immersive Technologies: Virtual Reality (VR) for Education
Recognizing that experiential learning dramatically increases knowledge retention, empathy, and technical skill acquisition, Learnmera is actively advancing its curriculum into Virtual Reality (VR) and extended reality (XR) spaces. Backed by solid expertise in the Unity 3D engine and specialized C# programming, the organization develops interactive, immersive 3D simulation spaces specifically tailored for adult and vocational education. 
Through this pipeline, Learnmera transforms theoretical content into fully realized virtual classrooms, workplace simulations, and socio-cultural scenarios:
· Interactive 3D Environments: Learners are placed in realistic, risk-free virtual simulations—such as professional medical wards, customer service settings, or simulated real-world scenarios—where they can practice language fluency, technical coordination, and situational problem-solving in a controlled environment.
· Intelligent AI Agents (Unity ML-Agents): By integrating Machine Learning Agents within Unity simulations, the virtual environments respond dynamically to student inputs. Virtual avatars and non-player characters (NPCs) exhibit context-aware, autonomous behaviors, allowing adult learners to navigate realistic human dilemmas, test behavioral strategies, and receive authentic feedback based on their real-time decision-making. 
· Accessible & Scalable Immmersive Pedagogy: This VR capability shifts the educational paradigm from passive reading to active, sensory-driven participation. It provides a vital bridge for learners with diverse background needs, enabling intuitive, spatial learning pathways that enhance cross-cultural competencies and practical real-life independence.
Supported by a agile team of contracted experts, freelance educational specialists, and international volunteers, Learnmera combines over a decade of pedagogical heritage with cutting-edge AI and immersive VR engineering to lead innovative, future-proof European educational collaborations.
Areas of Expertise
	language and integration
	
	ICT
	
	social media management

	

	youth involvement
	
	integration of foreigners in Finland
	
	educational resource creation

	

	STEM education
	
	e-courses
	
	tools for teachers and teacher training

	

	online tools for material creation
	
	Al tools
	
	Entrepreneurship

	

	Local engagement
	
	Inclusion & Diversity
	
	IT & Graphic Design

	


Key Personnel
1. Veronica Gelfgren
	Role/Position
	Director / Owner / Language teacher/ Researcher /Content Creator

	Qualifications
	Excecutive language teacher

	Languages
	English, Swedish, Finnish, Portuguese

	Experience

	A language entrepreneur since 1999, Veronica has worked as an executive language teacher in Swedish, English and Finnish for corporate clients for 20+ years. She worked mainly in Helsinki, but also in other Stockholm when needed. She has taught languages in over 100 institutes, corporations as well as in the third sector. She has developed customized needs-based language training and specializes in creating study materials that can be found online at Scribd.com and other educational websites. She has coordinated and partnered in over 50 domestic and EU projects, served as content developer, developed the content for the Vårdsvenska health care portal in Swedish as well as proprietary development of The Language Menu, the most extensive multi-lingual web portal for teacher material creation on the Internet. She was also the external evaluator for the TOI project MirrorMirror 2013-2015. 


2. Eric Gelfgren
	Role/Position
	Board member /Content creator

	Qualifications
	Has an associate degree in Engineering and an MBA in Marketing and International Business with 35 years of experience in the financial services industry.

	Languages
	English, Swedish

	Experience

	He has held senior positions in Fixed Income, Equity, and Derivatives trading, as well as within Commercial Banking and Asset Management. The most recent 15 years have been focused on business development, particularly within sustainability and responsible investments. Participated as Learnmera's key resource in the Erasmus+ project FEES Financial Education for Educators (2018-2021) as well as in a number of other projects in various supporting roles. 


3. Akanksha Maurya
	Role/Position
	IT manager

	Qualifications
	Akanksha holds a Master's degree in Computer Applications and Information Technology from Gujarat University, India. She has more than 11 years of experience in different frontend and backend technologies.

	Languages
	English, Hindi, Gujarati

	Experience

	Akanksha holds a Master’s degree in Computer Applications and Information Technology from Gujarat University, India. She has more than 11 years of experience in different frontend and backend technologies. She currently works as a web developer, as a coordinator for mobile app development and as System Admin. She is responsible for the development and maintenance of the web portal The Language Menu. She also creates the dissemination sites, web portals/apps for various other projects. She was responsible for maintaining the Javascript based search plugin for ecommerce stores, integration of payment gateways and managing the payment process at Klevu Oy. Programming languages/frameworks or technologies she has worked on: Java, Phoenix, HTML, CSS, JavaScript, JQuery, Wordpress, WIX, MySql, Hibernate and Google Analytics, Photoshop, Illustrator and Inkscape, Stripe, PayPal. 


4. Nuno Monteiro
	Role/Position
	IT /Digital Marketing Manager / Project Researcher / Content Creator / Translator

	Qualifications
	Nuno is a business management graduate with over 30 years of experience in the hospitality industry.

	Languages
	English, Portuguese, Spanish, French, Italian

	Experience

	An accomplished professional with a proven track record of managing hotels in Portugal and Ireland, consistently driving organizational excellence and high customer satisfaction. In parallel to a successful hospitality career, he has nurtured a lifelong passion for Information Technology, UI/UX design, and digital content creation, backed by structured technical certifications and extensive applied experience. 
He possesses a diverse technical toolkit spanning responsive web development (HTML/CSS/JavaScript, WordPress, and Webflow), databases, and interactive game design using C# within the Unity engine. Highly proficient in standard industry design ecosystems, his creative software competencies include Figma, Blender (3D modeling), Adobe Photoshop, Illustrator, and DaVinci Resolve. 
Positioned at the forefront of digital innovation, he holds specialized credentials in emerging technologies, including a Google Cloud Certificate in Generative AI (EQF 4), DeepLearning.AI training in LangChain for LLM Application Development (EQF 3), and expertise in Google AI Studio for building Gemini-integrated solutions. Furthermore, he holds a Google Professional Career Certificate in Digital Marketing & E-commerce (EQF 4), utilizing AI-driven analytics, SEO/SEM strategies, and social media automation to maximize campaign performance. 



5. Marja-Liisa Helenius
	Role/Position
	Translation coordinator / Project Researcher / Content Creator

	Qualifications
	Has a Master's Degree in English Philology from University of Helsinki, incl. subject teacher studies in English and French.

	Languages
	English, Finnish, French, German

	Experience

	18+ years of experience with translations, several years of English teaching experience in adult education, international project secretary and project manager for EU projects. Currently translator, project worker and translation coordinator at Learnmera Oy and Project Manager and Secretary of the Board at Learning for Integration ry, an NGO promoting language learning and integration of immigrants. Marja-Liisa has well-established connections with many international organizations in Helsinki. Worked with management, material creation and research for several EU projects dealing with languages and immigration with Learnmera Oy and LFI. She has been organizing Cafe Lingua language events since


6. Eveliina Kauhanen
	Role/Position
	Project Administrator

	Qualifications
	Eveliina is a project administrator at Learnmera Oy. She holds a master's degree in Adult Education from University of Helsinki, incl. sociological studies in Paris Descartes University.

	Languages
	English, Finnish, French

	Experience

	Now working for Learnmera Oy completing administration, research and organising meetings and training events in Finland. She has previously worked on projects such as Future Learning Finland (Business Finland) and she has worked for four different start-ups, incl. health care and EdTech sector. 


EU Project Experience
	Previous EU Projects & Experience

	LM has extensive experience leading dissemination/valorisation and working with social media for EU project dissemination. The LM staff has worked on over 50 EU and domestic projects. They have worked on projects involving entrepreneurship, financial literacy, digital literacy, integration, language learning for immigrants, STEM education, recycling, digitalisation, job skills, soft skills, ICT, digital marketing, empowering women, gender inclusion, mental health, parental leave, disadvantaged adults, health care, AR and VR etc LM has been involved in different types of EU projects, TOI, Justice, SCH, ADU, HEI and NordPlus projects since 2008, both as partner and coordinator.


Organization Information
	Organization Type
	Adult education provider and translation company

	Public Body
	No

	Non-Profit
	No

	Founded Year
	2011


3. CONTACT INFORMATION
Legal Representative 1
	Name
	Veronica Gelfgren

	Position
	Director

	Email
	veronica@learnmera.com

	Phone
	+358451695454


Contact Person 1
	Name
	Veronica Maria Gelfgren

	Position
	Director

	Email
	veronica@learnmera.com

	Phone
	+46451695454


Contact Person 2
	Name
	Eric Gelfgren

	Position
	CFO

	Email
	eric@gelfgren.com

	Phone
	+46707499993


Contact Person 3
	Name
	Nuno Monteiro

	Position
	IT Manager

	Email
	nuno@learnmera.com

	Phone
	+351960222252


4. ORGANIZATION PROFILE & EXPERTISE
	Digital Skills & Competencies

	Social media Web portals/apps UI/UX creation/design Wordpress WIX Google Analytics Editing Tools: Photoshop Illustrator Inkscape Video Editor DaVinci Canva Office Suite 

	Technical Skills & Expertise

	Programming Languages/Frameworks: Java Phoenix JavaScript JQuery HTML CSS Javascript based search plugin Databases & Backend: MySql Hibernate Relational databases design System/Process Management: Integration of payment gateways Managing the payment process Payment Gateways (Specific Tools): Stripe PayPal Figma


5. ASSOCIATED PARTNERS
1. Helsinki Times
	Website
	https://www.helsinkitimes.fi/

	Description

	Helsinki times occasionally writes editorials about projects they find interesting.


2. Learning for Integration
	Website
	https://www.lfi.fi/

	Description

	LFI helps with dissemination, courses and testing new tools.


3. Olkkari
	Website
	https://ravinteliolkkari.fi/

	Description

	Olkkari supports us with meeting venues and cooking space when we have food-related projects.


4. B-Creative
	Website
	https://b-creative.link/

	Description

	B-Creative supports us with Swedish language testing and dissemination in Sweden.


5. TropicalAstral Lda
	Website
	https://tropicalastral.com/

	Description

	TropicalAstral Lda supports us with testing, Portuguese proofreading and dissemination in Portugal.


6. VogalOrizontal
	Website
	https://vogalorizontal.com/

	Description

	VogalOrizontal supports us with testing and dissemination in Portugal.



7. PREVIOUS EU PROJECTS (2020 ONWARDS)
Project 1: Science App
	Year
	2024

	Programme
	Erasmus +

	Role
	Partner

	Grant Number
	2024-2-RO01-KA210-ADU-000274030

	Budget (EUR)
	60000

	Start Date
	04-01-2025

	End Date
	01-03-92026

	Link
	https://scienceapp.net/

	Description

	The Science App project is designed to help parents feel more confident when exploring science with their children. By combining practical educational tools with easy-to-use digital resources, the project supports parents in building their own science knowledge and developing positive, healthy science-related habits at home.  At its core, the project is inclusive and accessible. It is especially focused on stay-at-home parents, unemployed adults, and anyone who feels they have a limited background in science. It also welcomes parents from diverse demographics and those who value learning alongside others through peer support and shared experiences.  To bring this to life, the project will create engaging content for the Science App and develop both a website and a mobile app. Partners will work closely together, combining their expertise and resources to produce high-quality learning materials and user-friendly digital tools. Through these efforts, the project aims to increase parents’ confidence, strengthen scientific understanding, and grow an active online community where families can exchange ideas, resources, and encouragement.


Project 2: Digicomp
	Year
	2024

	Programme
	Erasmus +

	Role
	Partner

	Grant Number
	2024-1-ES01-KA220-ADU-000250995

	Budget (EUR)
	250000

	Start Date
	11-03-2024

	End Date
	01-03-22026

	Link
	https://www.digcomperasmus.eu/

	Description

	The DigComp project is an Erasmus+ initiative that strengthens digital literacy among adult educators across Europe through a comprehensive suite of tools including an E-Skills Self-Assessment Tool, virtual training platforms, and peer support networks. The project addresses the growing need for enhanced digital competencies in modern education while emphasizing recognition and validation of educators' achievements, promoting inclusivity for marginalized groups including low-qualified minority youth, and supporting the development of essential soft skills to help educators manage motivation, stress, and social isolation in increasingly digital teaching environments. By fostering collaborative learning spaces where educators can share best practices and resources, the project aims to bridge digital access gaps and create a more digitally competent and resilient adult education workforce throughout Europe.


Project 3: DIGMAR- Digital and Green Marketing in the Digital Age
	Year
	2024

	Programme
	Erasmus +

	Role
	Partner

	Grant Number
	2024-1-DE02-KA210-ADU-000253719

	Budget (EUR)
	60000

	Start Date
	09-02-2024

	End Date
	09-02-2025

	Link
	https://digmarproject.eu/

	Description

	The DIGMAR project - Digital and Green Marketing in the Digital Age - was created in response to the growing economic pressures that have increased unemployment and vulnerability across Europe. Through adult education, DIGMAR helps reduce barriers to employment by introducing learners to virtual entrepreneurship and the skills needed to build sustainable, future-ready livelihoods in the green economy.   The project supports unemployed and disadvantaged adult learners by strengthening the digital competence they need to start and grow online-based business ideas, while also aligning the learning with the goals of the European Green Deal. At the same time, DIGMAR invests in adult educators, ensuring they have the practical entrepreneurship knowledge and digital teaching capacity to deliver high-quality training in their communities.   Implementation is built around collaborative partner activities that develop both expertise and concrete learning outputs. Educators first receive structured entrepreneurship training, then deepen their understanding of virtual entrepreneurship and its role in the green economy. Partners research and co-create project materials, culminating in two key outputs: a Virtual Entrepreneurship Digital Guide and a Digital and Green Marketing course programme that can be delivered to adult learners and widely disseminated.   By the end of the project, DIGMAR aims to increase the digital skills and confidence of adult educators, provide ready-to-use course content for institutions, and open clearer pathways for unemployed adults to explore sustainable self-employment and modern digital work opportunities.



Project 4: Green Pathway to Tomorrow
	Year
	2023

	Programme
	Erasmus +

	Role
	Partner

	Grant Number
	2023-2-DE03-KA210-SCH-000170139

	Budget (EUR)
	60000

	Start Date
	01-01-2024

	End Date
	10-03-32025

	Link
	https://greenpathway.eu/

	Description

	Green Pathway to Tomorrow is a sustainability project for secondary schools that helps pupils understand environmental and climate challenges - and, more importantly, take practical action. The project builds key competences and green skills such as problem-solving, critical thinking, leadership, and teamwork, while encouraging pupils to become active change-makers in their schools and communities.  Through hands-on workshops aligned with EU green priorities (including the European Green Deal), pupils and teachers explore real solutions like reducing waste and energy use, lowering carbon footprints, and choosing greener transport and mobility options. By supporting school-based innovators and student-led initiatives, the project aims to strengthen everyday sustainable practices, improve schools’ environmental performance, and give participants the confidence to apply green skills to real-world challenges.


Project 5: Recycling
	Year
	2022

	Programme
	Erasmus +

	Role
	Partner

	Grant Number
	2022-1-TR01-KA210-ADU-000084308

	Budget (EUR)
	60000

	Start Date
	11-03-2022

	End Date
	01-03-2024

	Link
	https://www.facebook.com/ErasmusRecycling

	Description

	The Recycling project aims to increase awareness of climate change and environmental pollution - challenges that affect not only our local communities, but the whole planet. By focusing on practical, everyday choices, the project helps participants understand how waste is created and what we can do to reduce it in meaningful ways.  A key part of the project is promoting strategies to minimise waste, especially around food and packaging. It encourages more sustainable consumption habits, highlights the importance of reducing food waste, and supports the shift away from single-use plastics by promoting reusable options like glass and improving awareness of sorting and separately collecting packaging waste for recycling.  The project also supports the evaluation and reuse of existing waste streams. Participants explore how paper recycling can reduce pollution, protect forests, and support green jobs in the recycling sector. In addition, the project includes hands-on recycling courses that give textile waste and used clothing a second life by transforming them into practical items for everyday use.


Project 6: TIME2ACT@SD – Time to Act through Sustainable Experiences for HigherEducation Students
	Year
	2022

	Programme
	Erasmus +

	Role
	Partner

	Grant Number
	2022-1-PT01-KA220-HED-000087984

	Budget (EUR)
	250000

	Start Date
	12-01-2022

	End Date
	01-03-12025

	Link
	https://time2act.ipsantarem.pt/

	Description

	TIME2ACT@SD is a higher education project that helps students build stronger knowledge, skills, and attitudes around sustainable development and the UN Sustainable Development Goals (SDGs) - and turn that learning into real behavioural change. It does this by creating interactive digital content, practical tools, and innovative teaching methods based on gamification, designed for higher education teachers to use in both formal and non-formal learning.  The project will produce open educational resources and run engaging learning experiences - including MOOCs, webinars, workshops, and hands-on bootcamps - to strengthen sustainability literacy and encourage more conscious choices in everyday life, from consumption habits to lifestyle decisions. Key outputs include transnational research studies, web/mobile and immersive sustainability games, a dedicated online platform, stakeholder focus groups, and an international conference, all aimed at helping young people move from awareness to action.




Project 7: HI-YOUTH WORK! – Hybrid Intelligence in Youth Work

	Year
	2026

	Programme
	Erasmus+

	Role
	Partner

	Grant Number
	2026-1-SE02-KA210-YOU-000451574

	Start Date
	01-03-2026

	End Date
	28-02-2027

	Link
	[TBC]

	Description
	HI-YOUTH WORK! is an Erasmus+ mobility project helping youth workers explore how artificial intelligence, digital tools, and human-centred approaches can support more inclusive youth work. Bringing together organisations from Türkiye, Finland, Portugal, Germany, and Italy, the project focuses on three main areas: digital skills, ethical awareness, and intercultural cooperation. Participants will learn how to use AI tools creatively and responsibly while considering privacy, inclusion, human rights, and the wider social impact of technology.
The project features two international training activities: the Hybrid Intelligence Bootcamp, which utilizes practical methods like simulations, hackathons, and case studies to explore algorithmic literacy and creative problem-solving; and Building Ethical and Innovative Youth Work with Hybrid Intelligence, focusing on the ethical, inclusive use of AI and navigating real-life dilemmas without losing human connection. A key outcome will be the Hybrid Intelligence Toolkit, a practical collection of methods, exercises, and ideas to help organisations introduce future-focused digital approaches into daily activities. The project is especially relevant for youth workers supporting young people with fewer opportunities, including refugees, NEETs, and those at risk of exclusion, aiming to create more accessible and innovative learning opportunities across Europe.


Project 8: Suomiportaat – Finnish Language and Integration Project
	Year
	2026

	Programme
	Suomen Kulttuurirahasto (Finnish Cultural Foundation)

	Role
	Partner

	Start Date
	Spring 2026

	End Date
	Ongoing

	Link
	https://suomiportaat.com/

	Description
	Suomiportaat is an integration project designed to support migrants in Finland by offering free, interactive mini-courses aimed at developing Finnish language skills across multiple capability levels. The initiative addresses the language barriers commonly faced by integration seekers, helping participants cultivate intermediate (A2–B1) conversational abilities, essential vocabulary, and practical grammar tailored for everyday scenarios such as work, travel, health, and social interactions. Beyond core language learning, the initiative heavily incorporates cultural tips and insights to guide participants smoothly through their social integration, building overall confidence in real-life Finnish society.

The project is jointly organized through a collaborative partnership consisting of Learning for Integration ry, Learnmera Oy, and Mirsal ry. Driven by practical, interactive methodologies, the course structures employ peer-to-peer activities, group assignments, and simulation of real-life scenarios alongside supporting tutors fluent in English, Finnish, and Arabic to provide multi-layered educational guidance. Funded by the Finnish Cultural Foundation (Suomen Kulttuurirahasto), Suomiportaat serves as an accessible learning pathway to cultivate deeper, inclusive social engagement and practical independence for newly arrived populations across Finland.









Project 9: Nordic Sauna Map – A Shared Cultural Heritage
	Year
	2025

	Programme
	Kulturfonden för Sverige och Finland (Swedish-Finnish Cultural Foundation)

	Role
	Partner

	Grant Number
	Ansökan: 5197 (Status: Under review)

	Budget (EUR)
	62,000 SEK Total (50,000 SEK Grant Applied / 12,000 SEK Co-financing)

	Start Date
	15-01-2026

	End Date
	15-12-2026

	Link
	https://nordicsaunamap.com/

	Description
	Nordic Sauna Map is a Swedish-Finnish collaborative initiative between B-Creative Association (Sweden) and Learnmera Oy (Finland) that documents traditional sauna and winter bathing culture through field research, digital mapping, and educational development. The project focuses on the regional cultural heritage of Skåne and Blekinge in Sweden alongside the Helsinki region in Finland. By combining their core expertise—Learnmera leading in language, pedagogy, and digital creation, and B-Creative heading cultural storytelling, photography, and audiovisual media—the partners are building a cross-border exchange. A central element includes a joint study visit where the Swedish team travels to Finland to experience and document authentic savusauna (smoke sauna) rituals, conducting interviews with local sauna masters and winter swimmers in their native environments.

The project culminates in three primary deliverables freely accessible online for schools, museums, and the general public: an interactive digital map detailing 100–180 public saunas across both countries enriched with photos and audio clips; a comparative cultural report published in three languages; and three tri-lingual school lesson plans available in PDF and web formats. Operating on a three-language interface (Swedish, Finnish, and English), the project website functions as both a communication hub and a living digital archive. To ensure long-term vitality, a user-generated content strategy invites sauna owners, associations, and local communities to continually add stories and photos, keeping the collective heritage document active ahead of a planned future expansion into Denmark, Norway, and Iceland.




8. POLICIES & COMPLIANCE
The organization has the following policies in place:
	✓ Gender Equality Plan

	✓ Equal Opportunities & Non-discrimination

	✓ Safeguarding / Child Protection

	✓ Code of Conduct / Ethics

	✓ Anti-fraud & Financial Transparency

	✓ Environmental & Sustainability Policy

	✓ GDPR / Data Protection

	✓ Information Security

	✓ Safeguarding Child and Vulnerable Adult Protection
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