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ABOUT US
Our Team consists of highly motivated 
individuals who have a passion for solving 
complex technical challenges and creating 
high quality design. Our approach to design 
and development results in impactful, 
engaging brands and immersive digital 
experiences that provide a return on 
creativity.



Ideation

Teenage girls can use an 
interactive application to learn 

about the Athleta brand.

PLANT IDENTIFIER APP
An app for plant 

identification and 
education.

01
ATHELTA TEEN VR 02

03ROBLOX CAMPUS RECRUITER
Attracting new students by 

allowing them to visit the UGA 
campus in the metaverse.



PLANT IDENTIFIER APP

VISION
Our app is unique in 

that it focuses on 
teaching PHD level 

information and 
techniques on specific 
plants in a much more 

robust manner

Create an app that 
specializing in the 

learning and 
interactivity of taking 

care of plants or trees.

PURPOSE
This app's benefits and 

scalability are 
incalculable. We will 

prioritize the 
educational aspect of 
the app over the profit 

side. 

ATTRIBUTES



Competition

TINY BOP
Each Explorer’s Library app is 
an interactive model that lets 
kids explore the invisible and 

awesome wonders of our 
world. 

NATURE ID
It is a tool based on a striking 
mix of technology and 
nature that allows identifying 
plants by making just a few 
taps!



OUR APP

AR
Using Adobe Aero we created a 

demo that shows Mario what 
plant is trying to eat him.

PLATFORMS
This app will be primarliy used 

on a mobile platform but will 
also be able to be used on a 

desktop .



In order to make the app a reality, we plan to:

⬣ Conduct more extensive research into how to incorporate high-level 

interaction into augmented reality.

⬣ Determine which database these competing apps are using.

⬣ Create a solution in case another company releases an identical app after 

we begin production.

⬣ Diverse Target Audiences

⬣ How can we monetize with free apps already on the market?

⬣ What are all these apps missing?

NEXT STEPS



ATHLETA TEEN VR

VISION
To assist in the growth 

of the adolescent 
segment of the athletic 
retail market, in which 
Athleta lags behind its 

competitors.

Investigate why Athleta
is unable to effectively 
reach the teen market 

through a scientific 
study and develop a VR 
to address this issue.

PURPOSE
We will collaborate with 
GAP's internal research 

team to compare 
results and craft the 

appropriate 
experience.

ATTRIBUTES



Competition

RTFKT
A leading brand that 

leverages cutting edge 
innovation to deliver next 

generation collectibles that 
merge culture and gaming.

VIRTUAL BRAND GROUP
VBG designs, builds, 
operates, markets and 
monetizes your business 
across the Metaverse



OUR APP

XR
We created a sample VR experience 
using Unreal Engine that allows you 

to shop a space and purchase 
items over the internet.

PLATFORMS
Apps written in Unreal can be 

written for any gaming platform 
and have infinite creation 

possibilities.



In order to make the app a reality, we plan to:

⬣ Develop an innovative solution for increasing brand awareness among 

teenagers.

⬣ Identify and eliminate unnecessary marketing practices.

⬣ Come to an agreement on what is currently working for them, how to 

minimize potential sales losses, and where our solution can most benefit 

them.

⬣ Is there another market for which we could use this information?

NEXT STEPS



CAMPUS RECRUITER 

VISION
Inserting the University 

of Georgia into the 
metaverse for the 

purpose of student 
recruitment and 

enrollment.

By creating the campus 
in Roblox, we will be 

able to target the 
audience and age 

groups required for 
future enrollment.

PURPOSE
Since this app will be 
scalable, there will be 

opportunities to 
collaborate with off-

campus student clubs 
and local businesses.. 

ATTRIBUTES



Competition

ENGAGEXR
A virtual communications platform that 

simulates the way we interact in the physical 
world, but without physical limitations, 

allowing for multi-user events, collaboration, 
training, education, and much more.

VICTORYXR
Offers immersive classrooms and 
campuses through virtual reality. This 
platform allows for students to 
interact in a synchronous yet virtual 
environment.



OUR APP

METAVERSE
Using Roblox we recreated the 

Holmes-Hunter academic building 
to prove proof of concept.

PLATFORMS
This app is used across 

platforms from iOS and Android 
to PC.



We've already created a small Roblox demo to test the feasibility of our concept, so 

we intend to proceed by:

⬣ Determine how to import the Campus building into Roblox.

⬣ How can we add incentives or prizes to Roblox in order to entice teenagers 

to play?

⬣ Develop a phasing strategy for constructing the entire campus.

⬣ Diverse Target Audiences

⬣ Try to find a modeling solution that will allow us to port these structures to 

different worlds in the metaverse.

⬣ What are all these current tours missing?

NEXT STEPS



THANKS
Does anyone have any 

questions?

ryan.fernandez@uga.edu

ryanfernandezdesign.com
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