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ABSTRACT

This paper addresses the inefficiency of traditional staff training for camp employees,
which often requires extended in-person sessions before the camp begins. StaffPrep is
designed to reduce the time staff spend on-site for training, allowing them to enjoy their
summer vacation while learning essential skills remotely [1]. The app has three core
components: an Al-driven feature that generates situational questions and answers to quiz
staff members; a multiple-choice quiz platform that records scores and reports them to the
camp for staff qualification; and an authentication system that enables users to create
accounts and track their learning progress. To evaluate the app’s effectiveness, 32 Al-
generated questions were assessed for quality and relevance on a scale of 1-10, with
results indicating high relevance and quality. Time is valuable, and StaffPrep empowers
users to save time while maintaining the integrity and efficiency of the training process.
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1. INTRODUCTION

StaffPrep is an app that was originally designed for a camp that | worked at. |1 was there one
summer and realized that the staff training requires employees to be at camp a week and a half
before the camp starts [2]. This annoyed me because it takes up a lot of time in addition to the 2
weeks | would work there as a counselor, and that there could be better things for me to do
instead of being stuck in the camp. Additionally, the training was pointless and was not
reinforced, as it would include lectures on how to deal with kids, what to do in certain situations,
and camp rules, but no testing on whether the staff members understand and fully remember the
concepts. On top of that, many returning staff would just not show up with an excuse of having
previously planned out something and that they have done the training before, which could be
potentially dangerous when unpredictable situations happen when camp starts. The process could
be easily replaced by a training app that would prepare the staff remotely, and quiz them to make
sure they are prepared for camp.

In Section 5, we explored three methodologies for remote staff training:
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Remote Educational Interaction: This methodology uses digital tools like video lectures and
interactive platforms to deliver remote training [3]. It aims to enhance digital competence and
accessibility. However, it struggles with engagement, limited testing mechanisms, and lack of
real-world application.

Training for Remote Service Providers: This method identifies training needs through
ethnographic studies and uses experiential learning for skill-building. It focuses on team-based
approaches but relies heavily on in-person mentoring and lacks scalable, technology-driven
solutions [4].

Remote Training with Self-Assessment: This approach combines virtual labs and self-assessment
tools for personalized training [5]. It promotes autonomy but falls short in replicating real-world
experiences and providing specific feedback.

StaffPrep improves on these by incorporating Al-driven dynamic content for situational training,
structured testing for knowledge reinforcement, and realistic scenario-based exercises [6]. These
features address engagement, scalability, and real-world application, creating a comprehensive,
flexible training solution.

The app essentially reduces the time that staff members have to spend on learning about the
materials that the camp requires them to know before working. This is achieved by the utilization
of the quizzing system and the situational Ai generated questions that would help the staff better
remember and master the concepts [7]. The Ai generated questions present real world scenarios
that are realistic, varied, and customizable to the users. Using Ai allows the app to elaborate on
the study materials provided by the camp and develop questions related but not mentioned in the
materials. Additionally, since it is an app and a remote self-learning process, the staff members
can complete this anywhere in the world while on vacation or work.

In this experiment, we evaluated the accuracy and relevance of Al-generated situational questions
and answers within the StaffPrep application. The goal was to test whether the Al could reliably
produce meaningful, high-quality questions that aligned with provided training materials and
real-world scenarios.

To set up the experiment, we generated 32 questions across 8 topics, rating each question on a
scale of 0-10 for relevance and quality. A score above 5 was considered relevant. The most
significant findings indicated that the majority of questions (81.3%) were highly relevant, with an
average score of 8.156. However, lower scores often reflected vague or nonspecific answers.

The results were consistent with expectations, as the Al successfully tailored most questions to
the training context. Minor deficiencies were due to limited answer specificity. Overall, the

experiment was successful, demonstrating that the Al-generated content was effective, with room
for refinement to improve clarity and detail.

2. CHALLENGES
In order to build the project, a few challenges have been identified as follows.
2.1. Authentication

Authentication ensures secure access to StaffPrep’s functionalities. To address skepticism, the
app uses encrypted storage and secure communication protocols to protect user credentials [8]. A
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robust password recovery system ensures accessibility if users forget their credentials, while
efficient design minimizes delays even for users with weaker internet connections. These
measures ensure the authentication process is reliable, user-friendly, and secure.

2.2. Training Questions

The Al system generates dynamic, relevant training questions using study material. To address
concerns about accuracy, the Al is fine-tuned and outputs are reviewed. Difficulty levels adjust
based on user performance, ensuring appropriate challenges. Additionally, pre-launch testing and
filters prevent nonsensical or inappropriate content. These safeguards ensure meaningful, high-
quality question generation.

2.3. The Quiz System

The quiz system evaluates users’ knowledge and securely stores results. Anti-cheating measures
include randomized questions and time limits [9]. Data validation ensures scores are accurately
recorded, while encryption protects data during transmission and storage. These strategies
guarantee fair, accurate, and secure reporting of users’ performance, addressing concerns about
reliability and integrity.

3. SOLUTION

StaffPrep is an app that was originally designed for a camp that | worked at. |1 was there one
summer and realized that the staff training requires employees to be at camp a week before the
camp starts. The training would include lectures on how to deal with kids, what to do in certain
situations, and camp rules. However, | realized that the process was not only tedious,
inconvenient, but also could be easily replaced by a training app that would prepare the staff
remotely. StaffPrep includes three major components or functions: study, practice, and test. The
Quiz and Practice functions use Ai, specifically Gemini, to generate a series of prompts,
questions, and the answers to those questions through the information in study materials that the
camp would provide [10]. By using Ai the app could generate a greater variety of questions not
limiting to the ones on the camp’s provided material. It could create scenarios for the staff so they
could familiarize them before getting to camp making them more confident and decisive when
they experience them in person. While the study function doesn’t record scores, the quiz does,
which would eventually be reported to the camp. The quizzing aspect of the app is very important
because it ensures that the staff fully understands the concepts and rules. Finally, the Study
function allows the staff to learn the material provided by the camp, this section of the app would
include more of the readings, videos or slideshows from the camp.

Figure 1. Overview of the solution
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The authentication system of this app is designed so each user would have a profile to keep track
of their progress and scores for their online staff training. Firebase authentication and Firestore
database are the main services that we used to build and store the user profile [14]. While
Firebase is used to authenticate user emails, usernames, and passwords, Firestore is used to store

profile pictures and test results.
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Figure 2. Screenshot of the log in page
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Figure 3. Screenshot of the actions 1

The authentication system includes the login/sign-up page, and the profile editing page. The
login/sign-up page stores the user email and created password into firebase and is linked to the
profile editing page, where the user would be able to edit their email and password there. We are
using the firebase authentication system to store the emails and passwords. The action would then
be synced and linked throughout the system through the “backend call— update document™ action.
The profile picture can be uploaded and stored in firebase in the profile page and it will also be
synced in the app like the email and password. The image is stored in the “Storage” feature of
Firstore and then the image url is stored into a collection in Firebase for each user. Besides the
user authentication, firestore is also used to store the quiz results of the users. The results, like the
email and password, are also stored in the user collection.

The Ai generation function of the app uses Gemini to generate situational questions and answers
through sample articles provided by the administrator. Each user’s quiz is unique to the user as
the quizzes are generated at the moment instead of previously provided quizzes. This would make
the user experience more personalized and also prevent cheating.
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Figure 4. Screenshot of actions 2

Figure 5. Screenshot of code 1

This function was created by linking the app with Gemini through an API key. Then, a custom
code was made so that the prompt for Gemini could convert the articles provided into multiple
choice questions through Json. The code translates Json into the format that Flutterflow uses and
sends over the questions that the users would see in the quiz page [15]. The articles are stored in
Firebase so it is easily accessed to change and edit. The prompt for Gemini is developed to
generate situational questions that are flexible and beyond the articles. In other words, Gemini
would process the article and create a made up scenario that would be more realistic to the users
related to the information given. Examples for the format of the multiple choice questions is also
provided in the prompt so that Gemini could build questions more accurately.

The quiz component of the app allows the users to test what they have learned in the app through
the format of multiple choice questions. The quiz includes 5 questions for each article and each
question would have a scenario generated by Ai with 4 multiple choice answers to go with it.
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Q [Code Expression]

[List Item at Index -> Question]

Figure 7. Screenshot of code 2

The questions and answers generated by the Ai are dynamically inserted into the quiz, meaning
that Ai is able to create the set of questions with their corresponding right and wrong answers
automatically. The action for this page allows the users to see if they get each question right after
selecting an answer. The answer would either turn green for correct answers, or turn red for
incorrect answers. The answers would then be recorded and stored into each user’s account in
Firebase to create a score report at the end. Every page receives the list of questions as the current
guestion number so that the program would stop generating questions once it hits 5 questions for
each section. Once the users complete the quiz, the quiz status would be reflected as either
completed or incomplete on the Quiz Selection page. The practice page is similar to the quiz page,
except the practice page doesn’t record the score, and the users could do it as many times as they
want to familiarize themselves with the concepts from the articles.
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4. EXPERIMENT

In the experiment, Ai is asked to generate situational questions and answers like a scenario and
solutions to the scenarios.the relevancy of the generated questions and answers would be tested.
This is important because especially when using Ai, generating questions beyond the provided
articles may not always be reliable.

Since the relevancy of the questions and answers is being tested, we will run tests that would
repetitively measure the accuracy of the independent variable. The variable would be labeled as
either relevant or irrelevant after testing 32 quizzes by going through the questions and
determining if it is a helpful and accurate assessment for the reference articles. The amount of
relevant and irrelevant questions is then recorded and assessed. Each question would be given a
rating (0-10) on the relevance and quality of the question. Any number higher than a 5 would be
relevant and any number lower would be irrelevant. The average rating of the relevant/irrelevant
questions would then be helpful for app improvement and future studies. Ideally the questions
and answers would be relevant but not limited to the sample articles. Although the questions and
answers could be scenarios not mentioned in the articles, they should still be within the
boundaries of the topic and helpful for the sake of staff training.
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Figure 9. Figure of experiment 1

There were a total of 32 trials in the experiment, and all of the 8 articles were tested. Each article
had 4 question samples, and each of the questions was given a rating out of 10 to evaluate the
relevance and quality of the question. While the ratings that came out were either 7,8, or 9, the 8
rating occurred most frequently (46.9%). Rating 7 and 9 followed with 18.8% and 34.4%. The
average rating for the data set was approximately 8.156 which indicates that the relevance of the
questions tend to be high as any rating higher than 5 would be considered relevant. The questions
with lower ratings tend to have a trend of not being specific enough in the answers. For example,
in question 22, the generated correct answer was “Assess the situation and call for assistance if
necessary.” The answer is very vague and doesn’t include a clear approach to solving the issue in
the question.

5. RELATED WORK

Source 1 leverages digital technologies to deliver remote education for professional development
in postgraduate education. It incorporates distance learning platforms, video lectures, and
interactive tools to enhance digital competence and accessibility. Customizable content delivery
ensures that training aligns with individual professional needs. While effective in providing
flexible and adaptive learning, challenges such as reduced engagement, technical barriers, and
limited knowledge reinforcement persist. This system is valuable for training professionals
remotely but would benefit from additional mechanisms to assess knowledge retention and
practical preparedness [11].

Source 2 identifies the training needs of staff delivering remote services, focusing on skills like
communication, ethics, and technological proficiency. It employs mixed methods, including
ethnographic studies, interviews, and team learning frameworks, to create competency-based
training. While didactic methods are used for basic knowledge, advanced skills are developed
through experiential learning such as case discussions and shadowing. This approach effectively
enhances staff confidence and teamwork but faces challenges like limited accessibility to
experiential training and reliance on in-person mentoring. The methodology could benefit from
integrating personalized and scalable digital solutions for broader applicability [12].

Source 3 uses remote labs and self-assessment tools to train electrical engineering students and
professionals. It incorporates active learning through interactive virtual environments and quizzes,
enabling learners to evaluate their progress and customize learning paths. The approach fosters
autonomy and skill development while providing flexible access to resources. However, it faces
challenges replicating real-world equipment interaction, providing in-depth feedback, and
ensuring accessibility in low-infrastructure settings. Expanding collaborative learning and
integrating real-life scenario training could enhance its effectiveness [13].
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6. CONCLUSIONS

When programming the app, there were many difficulties that we faced and dealt with. For
example, when using Flutterflow we realized that formatting the app and putting things where |
wanted them to be was harder than we expected. We had to watch many tutorials to get the hang
of it. Creating a Prompt for Gemini was also hard as we experimented with the wording
extensively to convey the right message for Gemini. A specific prompt allows the situational
quizzes in the app to be more accurate and varied. To create a 2.0 version of the App, we would
develop more functions to the app like more setting options that can help the app run more
smoothly. Additionally, we would add a function to the app where the camp could have
administrator accounts. The administrator accounts would allow the camp to edit the articles that
are being input into the app to generate questions and edit the quizzes themselves instead of
asking for me as a developer to edit the app and update it.
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