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Abstract: Developers of this augmented reality-based artificial intelligence education program aim at 

augmenting student engagement in learning through the incorporation of virtual mentors and the overall 

experience being made engaging, efficient, and personalized. Therefore, the application provides contextual 

support, tailored learning pathways, and real-time feedback that significantly enhance users' understanding 

of complex AI concepts with customized AI avatars and augmented reality technologies. These artificial 

intelligence mentors and assistants act as learning facilitators for both engineering and non-engineering 

students while enhancing the educational experience. The software features natural language processing to 

enable smooth communication; it introduces gamification into the courseware, adds quizzes, and provides 

rewards for a better learning experience, among other features 
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I. INTRODUCTION 

The help of Artificial Intelligence has given education new options: namely personalized, adaptive, and engaging 

learning. For the first time in history, teaching cannot meet the different needs of students; however, AI mentorship 

changed education and allowed students to learn with custom guidance, real-time feedback, and learning experiences. 

Augmented reality educational apps with AI character helpers transform the way interactive and interesting learning 

takes place through technologies like natural language processing and machine learning. Virtual mentors guide learners 

to understand complex topics, thus enabling education for all kind of learners-technical and non-technical ones. 

New possibilities for AI mentorship arise like understanding the feelings of others, support of different languages, and 

using Virtual Reality. Most probably, in the near future, it will change education. This paper discusses how AI 

mentorship already assists, its benefits, and what could happen next to show how AI can provide learning for everyone 

through good teaching. 

There is a much wider scope of AI as far as mentorship goes in education, and so many future directions that can build 

up on its capacity. Added capabilities might be more advanced AI characters able to recognize emotion, support more 

than one language for a global user base, and interact with the Internet of Things, IoT device. Virtual Reality can 

produce new and exciting environments where students can "step into" places powered by AI. Creating advanced 

features similar to a game, which will really have play with others and face challenges powered by AI, will increase the 

student's want to reach goals in learning. 

AI mentoring will be another expression of the modern faces of the next generation of learning, where technology is not 

used as a support mechanism but to enhance experience. This makes AI mentors hungry to do whatever it takes to close 

the two gaps that traditional methods of teaching have not covered for today's learner. Their focus is on personalized 

learning paths, real-time adaptive feedback, and engaging educational content. This research paper will demonstrate, 

explore, and explain the current state and potential benefits and possible futures of AI mentoring. It hopes to transform 

education from inaccessible into accessible, inclusive, and effective for all.. 

 

 

 



IJARSCT  ISSN (Online) 2581-9429 

    

 

       International Journal of Advanced Research in Science, Communication and Technology (IJARSCT) 

                                   International Open-Access, Double-Blind, Peer-Reviewed, Refereed, Multidisciplinary Online Journal 

Volume 4, Issue 3, October 2024 

Copyright to IJARSCT DOI: 10.48175/IJARSCT-19969   465 

www.ijarsct.co.in  

Impact Factor: 7.53 

II. LITERATURE SURVEY 

The application of artificial intelligence in augmented reality for educational purposes has been seen as an effective 

mechanism in demystifying and capturing complex concepts involving AI, especially for students who would not have 

an engineering background. In many cases, AI education offers theoretical approaches that are more textual in 

description, rendering them unsuitable for students who may not be tech savvy. This however has a ray of hope in the 

form of AR which allows such experiences that help in actually depicting spatial AI aspects in concrete situations. For 

instance, Kim and Shim’s AIEduAR app explicitly illustrated that students who were taught AI concepts using ADDIE 

model with AR elements were actively involved and could understand visual problems through AI problem-based 

learning approaches.[1] 

Again, in addition to the already existing levels of commitment, it is possible to incorporate gamification in learning of 

Artificial Intelligence with the help of Augmented Reality which prolongs engagement. There are also edutainment 

systems akin to the one exhibited in “another report format” that allow taking a virtual mentor with a distinct character, 

for example, a “Friend,” a “Sponsor,” or a “Challenger,” all of them having different learning strategies aimed at 

students with various types of motivation and help. This way the learning process becomes more fun and flexible, 

helping students to self-learn the subject of artificial intelligence and their application more effectively.[2] 

There are prospects for the development of AR and AI oriented educational tools, though there are also drawbacks. But 

still, the scarcity of resources in both these areas and the challenges posed by instructional design will act as hindrances. 

On the other hand, far reaching possibilities for expansion can encompass collections that are richer and more advanced 

than the current ones with emotive features for recognition and multilingualism in order to cater to a wider range of 

students. The final point is the educational applications integrating AR and AI are indeed an effort in demolition of 

boundaries, making education easy and user.[3] 

 

III. PROPOSED APPROACH 

1. Begin 

This represents the preliminary phase of the process, during which the user inputs or commences the application. 

2. User Registration 

The website requires users to enroll themselves in the system. While enrolling, they may be required to input certain 

personal information- name, e-mail, and password - or log-in if previously enrolled.  

3. Home Page 

When the registration is successful, the system will lead the user to the home page. The home page is the primary 

interface through which the user may choose an action or option within the application. 

4. Select Topic AI/ML 

At this point, a two-way choice is presented to the user: 

Artificial Intelligence (AI) 

Machine Learning (ML) 

The user chooses the subject in which they are interested. 

5. Conclusion (AI/ML) 

This is a turning point in the flowchart. The user's choice is evaluated: 

If the user selects AI, the flow moves toward the AI-specific options. 

If the user chooses ML, then the flow proceeds to the ML-specific options. 

6. Character Select 

Depending on the selected choice by the user (AI or ML), he is prompted to select a character. The flowchart doesn't 

specify what the character represents, but it could be the role or style of interaction within the application. Choices are: 

Friend 

Sponsor 

Challenger. 

7. Decision (Character Type) 

Upon the selection of a character—be it a Friend, Mentor, or Challenger—the system dictates the progression according 

to the chosen character type. 
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In both the AI and ML tracks, the player has to choose one of the three available characters.

A friend, a mentor, and a challenger. 

Each character selection leads to different interactions or experiences:

This would represent a more friendly and encouraging sort, in which the user is somehow guided together with him.

In this mode, the user may receive more structured guidance, potentially accompanied by tips, hints, or explanations 

throughout the process. 

Challenger: This may indicate a more challenging interaction whereby the user will be challenged more and, therefore, 

tested seriously with perhaps harder problems or questions.

9. Conclusion 

If the player has chosen a character and followed it through, the flow comes to a conclusion at th

completed the session or interaction. This step may involve rendering feedback, results, or ending the user's journey.

 

 

 

IJARSCT  ISSN (Online) 2581

   

International Journal of Advanced Research in Science, Communication and Technology

Access, Double-Blind, Peer-Reviewed, Refereed, Multidisciplinary Online Journal

Volume 4, Issue 3, October 2024 

DOI: 10.48175/IJARSCT-19969   

  

In both the AI and ML tracks, the player has to choose one of the three available characters. 

Each character selection leads to different interactions or experiences: 

dly and encouraging sort, in which the user is somehow guided together with him.

In this mode, the user may receive more structured guidance, potentially accompanied by tips, hints, or explanations 

re challenging interaction whereby the user will be challenged more and, therefore, 

tested seriously with perhaps harder problems or questions. 

If the player has chosen a character and followed it through, the flow comes to a conclusion at the End, meaning it has 

completed the session or interaction. This step may involve rendering feedback, results, or ending the user's journey.
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dly and encouraging sort, in which the user is somehow guided together with him. 

In this mode, the user may receive more structured guidance, potentially accompanied by tips, hints, or explanations 

re challenging interaction whereby the user will be challenged more and, therefore, 

e End, meaning it has 

completed the session or interaction. This step may involve rendering feedback, results, or ending the user's journey. 
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Figure 2 - Application Overview 

 

IV. CONCLUSION 

It highlights how Artificial Intelligence is revolutionizing education through personal mentoring and adaptive learning 

frameworks. Inculcating AI entities that include virtual mentors, companions along with challengers would make the 

whole system of education rich and full of energy. The aforementioned different learning preferences handled through 

these entities further personalize education and make itmore involving. 

Examples include NLP and augmented reality. It complements the learning experience because efficient 

communication and instant feedback are permitted by it. Thus, AI and ML, with their abilities, will be easily learnt by 

users on intricate concepts. 

The other possible development of the paper could be emotion recognition, multilingual functionality, and Virtual 

Reality; this could make the learning frameworks more interesting and accessible. Such innovations strive to bridge the 

gap of tradition in pedagogical practice related to providing more accessible learning opportunities for students from 

diverse backgrounds and abilities. In summary, educational AI mentorship could change the delivery process of 

knowledge from being adaptive and personalized pathways of learning in students. Eventually, further advancements in 

AI technology will see to it that the environment where people learn will be efficient, inclusive, and one that meets the 

diverse needs of learners everywhere. Transformative transition These changing pedagogies from traditional 

approaches into AI-driven interactive education heralds a bright future wherein learning will be not only accessible but 

also transformative. 
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