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Disclaimer 
Ed Prizes, including the EdSim Challenge, is a project of the U.S. Department of 
EducaGon (ED) and is administered by Luminary Labs. 
 
This presentaGon contains informaGon and resources from public and private 
organizaGons that may be useful to the reader. Inclusion of this informaGon does 
not consGtute an endorsement by ED or Luminary Labs of any products or 
services offered or views expressed.  
 
This presentaGon also contains hyperlinks and URLs created and maintained by 
outside organizaGons, which are provided for the reader’s convenience. ED and 
Luminary Labs are not responsible for the accuracy of the informaGon contained 
therein. 
 
The Announcement of Requirements and RegistraGon for the EdSim Challenge 
published in the Federal Register NoGce on November 2, 2016 contains all rules, 
terms, and condiGons for the Challenge and is the authoritaGve document 
governing the Challenge. 
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Welcome 
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Introduc<on 
 

Albert Palacios 
Educa&on Program Specialist,  

Division of Academic and Technical EducaGon 
Office of Career, Technical, and Adult EducaGon 

U.S. Department of EducaGon 
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Agenda 
•  Vision 
•  Background 
•  Challenge Overview 
•  Q&A 
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Vision 
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The Opportunity 
•  Look beyond the textbook to idenGfy 

engaging ways to deliver educaGonal 
content  

•  Improve the marketplace for technology 
development in educaGon 

•  Create more efficient learning tools that 
build a highly skilled workforce 
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The Vision 
•  Define the next generaGon of tools for 

delivering high-quality educaGonal content 
•  SGmulate a marketplace for simulaGons that 

transfer career and technical educaGon 
•  Encourage collaboraGon amongst 

developers, as well as between educators 
and developers 
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Call to Ac<on 
 

The U.S. Department of EducaGon calls for 
concepts for immersive simulaGons that transfer 

academic, technical, and employability skills. 
Successful simulaGons will pair the engagement of 

commercial games with rigorous educaGonal 
content to prepare students for the 21st century 

workforce. 

 www.edsimchallenge.com | 9 



 www.edsimchallenge.com | 10 

Challenge Video 



Background 
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Career and Technical Educa<on  
•  Career and technical educaGon (CTE) 

provides students with the necessary 
academic, technical, and employability skills 
to succeed in the 21st century workforce 

•  CTE offers preparaGon for a range of 
career pathways 

•  The Challenge encourages solvers to 
explore the diversity of pathways 
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Simula<ons and Gaming 
•  Simula?ons mimic real life situaGons 

through interacGve guided experiences 
•  Serious games are games designed for a 

purpose other than pure fun, typically to 
educate 
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1Fatimah Lateef, “Simulation-based learning: Just like the real thing.”



An Opportunity to Transform 
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Currently: 
Students learn from textbooks 
at school and play simulation-

style games at home

Looking Ahead: 
Students learn through 

simulations at school, which 
they can also explore at home



Real 
Environment 

Augmented 
Reality 

Augmented 
Virtuality 

Virtual 
Environment 

Virtuality Con<nuum 
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Mixed 
Reality 



Challenge Overview 
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Timeline 
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CALL FOR SUBMISSIONS November 2, 2016 

VIRTUAL ACCELERATOR Spring 2017 

FINALISTS ANNOUNCED Winter 2017 

WINNER ANNOUNCED Summer 2017 

SUBMISSION DEADLINE January 17, 2017 

DEMO DAY Summer 2017 

CURRENT STAGE 
	

PUBLIC FEEDBACK November – December, 2015 



SubmiNng an Entry 
To complete your submission on the Challenge 
website, you will need to do the following by 
4:59:59 p.m. EST on January 17, 2017: 
•  IdenGfy an eligible team lead 
•  Create a Luminary Lightbox™ account 
•  Complete the submission form 
•  Submit your entry 
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Eligibility 
To be eligible, you must either:  
•  Enter as a group of individuals, all 18 years 

or older, with at least one team member 
who is a ciGzen or permanent resident of 
the United States 

•  Enter on behalf of an en?ty maintaining a 
primary place of business in the United 
States 
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Submission by Round 
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Concept & Designs Prototype & Plans 

Entrants Finalists 

•  DescripGon of concept, simulaGon 
experience, and learning objecGves 

•  Development plan and technical 
consideraGons 

•  Early thinking around 
implementaGon and scaling 

•  Storyboards / visual mockups 

•  DescripGon of learning outcomes 
and assessment metrics, 
implementaGon and adopGon 
strategy 

•  Interoperability consideraGons & 
open source elements 

•  Playable prototype 



Selec<on Criteria 
First round submissions will be evaluated on the 
following criteria: 
•  Learning Outcomes (5 points) 
•  Engagement (5 points) 
•  Commitment (5 points) 
•  Implementa?on Strategy (5 points) 
•  Scalability and Expansion (5 points) 

Judges to be announced soon! 
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Awards 
TOTAL PRIZE POOL 

$680,000 
 

 5 finalists receive: 

$50,000 
1 grand prize winner receives: 

$430,000 
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Q&A 
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Thank You 
 

We look forward to receiving your 
submissions, due January 17, 2017  

at 4:59:59 p.m. EST 

www.edsimchallenge.com  
 

QuesGons? Email hello@edsimchallenge.com.   
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