
 
 

Challenge #1 
TECH INNOVATION  

 
Challenge Statement: Develop a "software as a service" solution to motivate and facilitate 
student-driven learning as a supplement to the classroom education. 
 
Market Background: The entire “EdTech” industry is rapidly growing to meet the demands of 
teachers, schools and students with over $8 billion spent in the 2012-13 academic school year. 
Sites like Kahn Academy and Udacity have democratized learning for anyone, anywhere. 
Resources like Wikipedia have changed the way the world creates and archives information. 
The main challenge these tools face is getting learners excited about certain content and 
maintaining a consistent level of engagement in order to facilitate and measure learning. How 
will you capture a student’s desire to learn more and supplement their classroom learning in a 
meaningful way? 
 
Technology Background: The term “software as a service” simply refers to a solution that 
utilizes software that users will buy or subscribe to. This can be a mobile or desktop tool, can 
exist in the cloud or locally on the user’s computer. Unlike the manufacturing and distribution of 
a physical product, there is very little, if any, overhead needed for this type of product and can 
scale quickly with relative ease. For more information, see this Wikipedia article. 
 
Springboard Resources:  
Number One 
Number Two 
Number Three 
Number Four 
Number Five 
Number Six 
Number Seven 
Number Eight 
Number Nine 

 
Project Tips: 

● You should identify a specific market of students. Meaning, you will not be able to 
effectively create an idea for all students everywhere, but should instead focus on 
certain ages, gender, geography, subject matter, etc.  

● Your reason for choosing the market should be based on customer discovery insight.  
● There is no expectation that you actually develop functioning software, but should look 

at creating key desktop or mobile app mockups to communicate the idea. 
● Do your best to test your solution with your target market and make necessary changes. 
● Be creative with your business model, understanding that it can be difficult to generate 

revenue in this industry and come up with something that will be financially sustainable. 
 
 
 
 
 
 
 
 
 

https://en.wikipedia.org/wiki/Software_as_a_service
https://www.khanacademy.org/
https://www.udacity.com/
https://techcrunch.com/tag/khan-academy/
https://techcrunch.com/tag/udacity/
https://techcrunch.com/tag/edtech/
http://www.edtechmagazine.com/higher/
http://www.siia.net/Portals/0/pdf/Education/siia_oerguide_march2013update.pdf
http://theleanlab.org/index.html
https://www.edsurge.com/

