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Solution description

What is the final product/service/tool/activity you're proposing? What are its
main elements, technologies and objectives? Could you please include a brief
implementation plan with some key overall milestones, resources required and
eventual barriers foreseen?

How could your solution be used to enhance digital education nowadays? How
could its success be measured?

Context

What is the current or future problem you're trying to solve? How does your
solution align with DigiEduHack 2024 annual theme?

How does your solution confront the challenge posed by the hackathon
organiser and how does it address the challenge category?

Our solution directly adresses the topic "enabling access
for EdTechs" by helping schools discover the right tool for
their individual needs.

Apart from increasing visibility and discoverabilty it also
brings both parties closer together by focussing on their
real, most-pressing needs.

Target group

Who is/are the target group/s of your solution and how will they benefit from it?
Why is your solution relevant to them? how do you plan to engage these groups
so you fully meet their specific needs?

1. Members of schools with a digital culture established:
School administration as well as individual teachers.

For these schools our platform provides a way to form a
network and collaborate in solving their most-pressing
unadressed needs.

2. Universities as builders/makers: Provide students with
real problems for projects / courses instead of having to
come up and grade based on fictional problems.

How will your solution catalyse changes in education and what impacts will it
have at social and environmental level? Could you provide examples or scenarios
illustrating how such changes and impacts might unfold?

While current EdTechs tackle problems that they deemed
important, our platform is deeply driven by real demand,
focussing and the actual challenges schools want to have
solved, meaning that the solutions impact schools biggest

problems.

For students implementing these projects their quality of
education and motivation will improve, because they will
learn by solving real-world problems with real customers
instead of working on theoretical projects without a real
benefit provided.

Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?

Innovativeness

What makes your solution different and original? Are there similar solutions or
approaches currently available or implemented by education sector practitioners?
If so, why and to what extent is your solution better?

While there are some providers of EdTech "catalogues"
like VIDIS, Eduplaces or Skolon, our solution is different as
it is showcases project ideas, meaning that it does not
only focus on existing solutions, but provides a place to
network and assemble a team to drive new ideas.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

Sustainability

Once you have a prototype, what are your plans for a further development,
implementation upscale and replication of the solution? How do you see it
working in the mid- and long term?

Team work

Present the members of your team.

Why are you the perfect team to develop this work and what are the
competencies you all bring in so the solution is developed successfully? What is
your expertise within the thematic field concerned? Are you planning to continue
working as a team in the future? If so, why?

- Tray Minh Voong, Leonard Bruns: Researchers in
educational technologies, with insights into the educational
landscape

- Jan Hankel, Jan-Luca Kiok: Both professionals working
for an marketplace EdTech, one also an university student
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	Title of the solution: mEDiation, an EdTech matching platform
	Challenge addressed: Enabling Access for EdTechs in German Schools
	Team name: Team m3Diation
	Challenge category: Access and Availability
	Solution description: Our solution is a curated EdTech marketplace that not only provides a catalog of existing EdTechs, but also offers schools the opportunity to post project ideas or micro problems and find other people with the same needs in order to implement a project together.
The interface is a chatbot to which you can present your individual problem and then receive suggestions for suitable existing EdTech solutions or comparable project ideas from other people.

To test the viability, we want to bring these ideas together with groups of computer science students who will implement these projects via group work as part of their studies.
	Target grop: 1. Members of schools with a digital culture established: School administration as well as individual teachers.
For these schools our platform provides a way to form a network and collaborate in solving their most-pressing unadressed needs.

2. Universities as builders/makers: Provide students with real problems for projects / courses instead of having to come up and grade based on fictional problems.
	Context: Our solution directly adresses the topic "enabling access for EdTechs" by helping schools discover the right tool for their individual needs.
Apart from increasing visibility and discoverabilty it also brings both parties closer together by focussing on their real, most-pressing needs.
	Impact: While current EdTechs tackle problems that they deemed important, our platform is deeply driven by real demand, focussing and the actual challenges schools want to have solved, meaning that the solutions impact schools biggest problems.
For students implementing these projects their quality of education and motivation will improve, because they will learn by solving real-world problems with real customers instead of working on theoretical projects without a real benefit provided.
	Describe it in a tweet: 🚀 Imagine a curated EdTech marketplace where schools pitch real challenges, connect with others facing the same needs, and match with the right tools or with computer science students who bring their ideas to life.
	Innovativeness: While there are some providers of EdTech "catalogues" like VIDIS, Eduplaces or Skolon, our solution is different as it is showcases project ideas, meaning that it does not only focus on existing solutions, but provides a place to network and assemble a team to drive new ideas.
	Transferability: Going forward, the platform should be opened for EdTechs, software companies and freelancers in order to allow them to aquire projects.
After some time we will also be able to provide detailed insights into the real needs schools face by aggregating the project idea data.
	Sustainability: Instead of focusing on individual schools, we want to include the federal and state levels in the long term. Rather than schools coming together, our solution could be scaled up to enable states, regions, and higher government bodies to issue tenders and form a group of like-minded entities to finance educational projects across national borders. 
	Team work: - Tray Minh Voong, Leonard Bruns: Researchers in educational technologies, with insights into the educational landscape
- Jan Hankel, Jan-Luca Kiok: Both professionals working for an marketplace EdTech, one also an university student
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