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Let Al design the ultimate learning quest! ProxyU
leverages augmented reality and artificial intelligence to
create immersive, personalized educational challenges
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Solution description Target group

Please describe your solution, its main elements and objectives as
well as a brief implementation plan with some key overall
milestones, resources required and eventual barriers foreseen. What
is your final product/service/tool/activity? How could the solution be
used to enhance digital education in the your challenge area? How
could the successof the solution be measured? How will the solution
provide benefits to the challenge owner?

Innovativeness

What makes your solution different and original?
Can anything similar be found on themarket? How innovative is it?

Bored of bland lectures and stale textbooks? Say
goodbye to one-size-fits-all tests that feel like torture.
ProxyU is about to shake up higher education with an
ingenious fusion of augmented reality and artificial
intelligence! This dynamic duo of technologies provides

Who is the target group for your solution?
Who will this solution affect and how?
How will they benefit?

The primary target group for ProxyU is university
students across all disciplines and year levels. This
solution will directly affect students by providing them
with more engaging, competency-based learning
experiences compared to traditional passive studying
and generic exams.

Transferability

Can your solution be used in other contexts?

ProxyU is an educational application that leverages What parts of it can be applied to other context?

augmented reality and artificial intelligence to create
personalized, competency-based learning challenges for
university students.

The core innovations of ProxyU can be applied across

Students will benefit in several key ways: They will be many different educational contexts:

able to apply their knowledge in realistic simulated
scenarios, developing tangible skills like critical thinking,
communication, collaboration, and problem solving. This
experiential learning will reinforce course concepts and
prepare students for professional environments.

- The use of augmented reality simulations to create
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The core objectives of ProxyU are:

- To design immersive augmented reality environments
tailored to specific competencies outlined in a course's
syllabus. This will allow students to apply their knowledge
in practical, real-world simulated scenarios. Thn cemoeo [P W PO | PO PUVY || R | PUVPIPPpYs Perpupo

Sustainability

What is your plan for the implementation of the solution and how

- To utilize artificial intelligence algorithms that can do you see it in the mid- and long term?

analyze a course's learning objectives and automatically MID-TERM

generate unique challenges, problems, and 1. Pilot Phase:

collaborations activities aligned to those competencies. What is the impact of your solution? How do you measure In the pilot phase, educational institutions are selected,
it? teachers receive detailed training, ProxyU's content is

. . o tailored to specific courses, and initial feedback is
ProxyU will have a substantial positive impact on o e L e Lo
university education by enhancing student engagement,
developing career-readiness competencies, providing
data-driven insights into student proficiency, preparing
students for professional success, enabling instructors to
improve curricula, and increasing adoption as more
institutions realize the benefits of competency-based
digital education. The multifaceted metrics of engagement

What is the problem you are facing?

Team work
What is the challenge that you are solving?

ProxyU solves the pressing need in university education

Explain why you are the perfect team to develop this work and what
to move away from passive learning and generic

are the competencies you all bring in so the solution is developed

assessments towards more engaging,
competency-driven instruction and evaluation. The core
problems are low academic rigor, ineffective
standardized tests, lack of quality feedback, overreliance
on lectures, and misalignment with real-world skills
students need post-graduation. ProxyU meets this
multifaceted challenge through augmented reality
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levels, competency gains, teaching efficacy, career
outcomes, and partner growth will demonstrate ProxyU's
ability to transform passive learning into active
skill-building, validate the value of AR/Al education
technologies, and quantify the profound impact on
modernizing university instruction.

successfully. How well did you work as a team?
Could you continue to work as a team in the future?

We are a dynamic team known for our efficient teamwork
and value the richness of diverse perspectives from our
various academic backgrounds. This diversity enhances
our creative process, especially during brainstorming
sessions. Our deep familiarity with the university problem,
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	fill_3: ProxyU is an educational application that leverages augmented reality and artificial intelligence to create personalized, competency-based learning challenges for university students. 

The core objectives of ProxyU are:

- To design immersive augmented reality environments tailored to specific competencies outlined in a course's syllabus. This will allow students to apply their knowledge in practical, real-world simulated scenarios.

- To utilize artificial intelligence algorithms that can analyze a course's learning objectives and automatically generate unique challenges, problems, and collaborations activities aligned to those competencies. 

- To assess students' mastery of skills such as communication, teamwork, critical thinking, and problem solving, in addition to their understanding of course content.

- To provide students with detailed performance reports and personalized feedback from the AI on areas of strength and opportunities for improvement after completing each challenge.

The implementation plan will consist of:

- Partnering with select university educators to access detailed course syllabi and identify key competencies to be developed.

- Working closely with AR designers and AI developers to build out the simulations and algorithms tailored to those competencies.

- Conducting small-scale pilot testing of ProxyU with student focus groups and faculty to gather feedback and refine the app.

- Gradually expanding availability of the app through partnerships with universities seeking to improve competency-based, experiential digital learning. 

Ongoing success of ProxyU will be measured through student competency assessments, satisfaction surveys, instructor feedback, and university partner retention. The final product is a subscription-based educational app, which provides recurrent revenue to continually enhance the AR experiences and AI capabilities.

This will provide major benefits to challenge owners, which are universities seeking more engaging and effective modes of competency development and digital education. Please let me know if I can clarify or expand on any part of this full detailed response.
	fill_4: The primary target group for ProxyU is university students across all disciplines and year levels. This solution will directly affect students by providing them with more engaging, competency-based learning experiences compared to traditional passive studying and generic exams. 

Students will benefit in several key ways: They will be able to apply their knowledge in realistic simulated scenarios, developing tangible skills like critical thinking, communication, collaboration, and problem solving. This experiential learning will reinforce course concepts and prepare students for professional environments. 

The personalized AI feedback will allow students to identify strengths and areas for improvement, enabling data-driven enhancement of their competencies. They will be able to track progress over time in a detailed manner not possible with conventional assessments.

Collaborating with peers on immersive simulated challenges will improve teamwork abilities and build valuable interpersonal skills. The overall experience will be more engaging and enjoyable compared to just reading textbooks and taking multiple choice tests. This leads to greater motivation and interest in learning.
	Context What is the problem you are facing What is the challenge that you are solving: ProxyU solves the pressing need in university education to move away from passive learning and generic assessments towards more engaging, competency-driven instruction and evaluation. The core problems are low academic rigor, ineffective standardized tests, lack of quality feedback, overreliance on lectures, and misalignment with real-world skills students need post-graduation. ProxyU meets this multifaceted challenge through augmented reality simulations tailored to specific competencies and artificial intelligence that provides personalized feedback. This transforms outdated teaching and assessment methods into next-generation digital education centered on experiential learning and competency development.
	Impact What is the impact of your solution How do you measure it: ProxyU will have a substantial positive impact on university education by enhancing student engagement, developing career-readiness competencies, providing data-driven insights into student proficiency, preparing students for professional success, enabling instructors to improve curricula, and increasing adoption as more institutions realize the benefits of competency-based digital education. The multifaceted metrics of engagement levels, competency gains, teaching efficacy, career outcomes, and partner growth will demonstrate ProxyU's ability to transform passive learning into active skill-building, validate the value of AR/AI education technologies, and quantify the profound impact on modernizing university instruction.
	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: Let AI design the ultimate learning quest! ProxyU leverages augmented reality and artificial intelligence to create immersive, personalized educational challenges that develop real-world skills and career competencies.
	fill_2: Bored of bland lectures and stale textbooks? Say goodbye to one-size-fits-all tests that feel like torture. ProxyU is about to shake up higher education with an ingenious fusion of augmented reality and artificial intelligence! This dynamic duo of technologies provides an unparalleled experience where static studying transforms into interactive quests. Students can dive into virtual worlds tailored to their courses and conquer challenges leveled up to fit their skills. Meanwhile, artificial intelligence tracks their progress, providing a personalized guide for growth. With this kind of cutting-edge innovation, education finally gets the upgrade it deserves, levelling up learning to an experiential adventure unmatched by any other solution on the market. ProxyU doesn't just think outside the box, it explodes the box with a groundbreaking approach to captivate 21st century students.
	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: The core innovations of ProxyU can be applied across many different educational contexts:

- The use of augmented reality simulations to create immersive, practical learning experiences is highly adaptable to any subject, from STEM to humanities. The competency-based 3D challenges could be tailored to any skill set.

- The artificial intelligence algorithms providing adaptive feedback can be trained for different age groups and proficiency levels. The personalized insights would provide value from primary school to lifelong learning. 

- The focus on competency development and career readiness has relevance across all disciplines and real-world applications. These skills empower students regardless of their field of study.

- The data-driven approach to identifying student strengths/weaknesses and optimizing instruction is highly transferable and useful for educators in any setting.

- The supplemental, gamified style of learning could engage students of all backgrounds, learning styles, and age groups.

While initially designed for higher education, the modular nature of ProxyU means its key components can be customized for competency building and experiential learning in any educational context, from vocational training to employee development. Its versatility makes the solution widely applicable.
	Sustainability What is your plan for the implementation of the solution and how do you see it in the mid and long term: MID-TERM

1. Pilot Phase:

In the pilot phase, educational institutions are selected, teachers receive detailed training, ProxyU's content is tailored to specific courses, and initial feedback is collected from teachers and students on usability and effectiveness.



2. Gradual Deployment:

In the gradual deployment, ProxyU expands to more institutions, undergoes continuous optimization based on feedback, and collaborates to integrate the application directly into academic programs.

LONG TERM

3. Global Scalability:

For global scalability, ProxyU adapts to diverse cultural contexts, forms strategic partnerships with educational entities and governments, assesses global impact, and ensures financial sustainability through potential licensing agreements.










	Team work Explain why you are the perfect team to develop this work and what are the competencies you all bring in so the solution is developed successfully How well did you work as a team Could you continue to work as a team in the future: We are a dynamic team known for our efficient teamwork and value the richness of diverse perspectives from our various academic backgrounds. This diversity enhances our creative process, especially during brainstorming sessions. Our deep familiarity with the university problem, experienced daily, motivates us greatly to work on a project addressing this issue.



In terms of competencies, we have individuals passionate about engineering, science, and technology, as well as young enthusiasts in business, innovation, and creativity. 

This combination makes our team unstoppable, as demonstrated in the 28-hour marathon. We are committed to applying these complementary skills to develop an innovative solution and continue working effectively on ProxyU.
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