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Project Title: Education Equity (EduEquity)

Project Aim
Education Equity, shorten as EduEquity, is a project designed to address educational inequality in advanced secondary education, particularly at the A-Level stage. While basic educational resources are increasingly accessible online and easier to learn independently, high-quality, exam-focused A-Level materials are restricted behind paywalls or limited to private institutions. We have noticed that this is creating a structural disadvantages from lower-income backgrounds or regions with limited academic support systems.
The primary aim of this project is to bridge the gap mentioned previously by providing completely free, high-quality A-Level study materials through an accessible onnline platform so that anyone with the access to the internet can fully gain all the resources. By removing financial and institutional barriers, EduEquity seeks to promote equal learning opportunities and aid independent learning worldwide.

SDGs Addressed
SDG 4: Quality Education – Ensuring inclusive and equitable access to quality education
SDG 10: Reduced Inequalities – Reducing disparities in access to educational resources

Team Members and Roles
Samuel Lee – Project Lead, content planning & development, and primary coordination
Steve Li – Content development, quality assurance and subsidary coordination
Seven Peng – Website development, content development and technical mangagement
Shaun Starkey – Content development, PowerPoint development
Nico Chen – Statistical analyse and planning strategy, PowerPoint development

Project Activities and Development
In the initial stage, our team conducted discussions to identify a realistic and impactful method to address SDGs 4 and 10. After evaluations of various constraints, we have decided to develop an online platform to host free A-Level learning resources, as it was one of the most effective media for wide spread of content globally.
We have successfully designed and launched a website, marketting the transition from planning to actual implementation.
As our team started writing notes, we additionally decided to upload subject-related, super-curricular activities, for instance developing of an actual, fully working program using the knowledges from A-Level and some extended knowledges, which we believe that it has further expanded their understanding and helped with genuinely enjoying the process of learning an advanced secondary academic subject.
This phase demonstrated tangible progress toward achieving the project’s aims.

Response to First Feedback and Project Expansion
Following the initial submission, the GSL feedback highlighted several areas for improvement, particularly in measuring the impact and collecting user feedback in order to outreach strategies and be more aware of our impact.
In response, our team have implemented some key improvements.
In attempt to get statistics about the visitors and their activities on the website, we have found it difficult to manually read and analyse each of the visit/activity logs, as therewere about a hundred thousands of them including random crawling bots on the internet. In order to effectively distinguish actual users from mixture of bots and users, and also analyse frequently viewed materials, one of our team member, Seven (Peng, Seven) has suggested to use an AI agent, Chat Mushroom, which is an AI that he built independently, to analyse all the raw data. 
With the support of this Ai, our team members have generated statistical insights and evaluations for which resources were most effective. As a response to feedback from the user statistics made by Nico and the AI, we improved notes writen preivously to better suit the user needs, and made various modifications in the user interface and page navigations depending on the user navigation patterns.

Evidence
Our project is supported by the following evidence:
· Screenshots of the website and learning materials
· Images of the project in action
· Visualisations of data analysis results

Funding and Resources
The project has been developed without any external funding. All activities have been carried out using the team’s own skills, time, and available free digital tools.

Outcomes and Impact
Our project has achieved several key outcomes:
· Development of a free A-Level learning platform
· Initial user engagement and website traffic
· Implementation of an AI-based data analysis system
· Contribution to improving access to educational resources
A significant advancement is the ability to measure the impact. By analysing visitor data and user behavior, we can assess how the platform is used and how it can be further improved. This enables continuous refinement and ensures that the project remains effective and relevant.
According to our statistics between time period 2026.03.01 ~ 2026.04.21,
We had estimated total of 9939 unique users out of 16688 discrete IP address, coming from various regions including:
1. United States (32.3%)
2. Netherlands (23.0%)
3. China (21.0%)
4. South Korea (10.6%)
5. Andorra (3.2%)
6. France (1.8%)
7. Japan (1.2%)
8. Switzerland (1.1%)
9. Brazil (1.0%)
10. Others inculding UK, Singapore, Germany etc (3.5%)

Successes and Challenges
Sucesses:
· Clear identification of a specific educational gap
· Realistic and feasible project design
· Effective teamwork and role distribution
· Integration of data-driven decision-making
Challenges:
· Difficulty in reaching target users during early stages
· Time constraints affecting content production
· Maintaining consistent quality across materials
These challenges have been addressed progressively as the project developed.

Learning and Skills Development
Through this project, our team have developed a wide range of skills.
From a technical perspective, we have improved competencies in website development with security and conviniency, meaningful data analysis and the effective application of AI tools. Academically, members have strengthened their understanding of advanced A-Level concepts and learned how to design and explain the concepts effectively in details.
In addition, our project fostered key leadership and collaboration skills, including efficient communication, problem-solving and time & project management. Among these, we believe adoption of data-driven stratagies represents a particularly valuable learning outcome, enhancing both the professionalism and sustainability of the project, and learning to act in the best interest of the clients in ethical perspective.

Conclusion
EduEquity represents a practical and scalable approach to addressing educational inequality. By combining high-quality resources with accessible digital delivery, the project reduces barriers to advanced education.
The project will continue to grow, with the aim of expanding access to inequality education and contributing to greater global education equity.
