
 

 

The Assurant Way Challenge: Our purpose 
 

 
 

Theme 
 

At Assurant, our culture is the secret of our success. We do things differently. We call 
it; The Assurant Way.  

Meet The Assurant Way here 
 
One of the four dimensions of The Assurant Way is our Purpose; Helping people thrive 

in a connected world.  
The Assurant Purpose Video 

 
This Purpose inspires us. It’s the reason we exist as a company, and why the work we 

do each day matters to us and to the people we serve. Today, we want to invite you to take 
The Assurant Way Journey with us!  

 

Challenge Statement 
 

The Connected World is the state of existence where everything is becoming 
increasingly digitized and globalized.  This means workplaces, healthcare, transportation, 
schools, personal devices, and home fixtures are increasing interconnected.  As a result, the 
world is becoming rich with digital assets (e.g., data, APIs, statistics, imagery, etc.).  We 
believe there is great opportunity to enrich the human experience based on interconnecting 
objects in the Connected World using logic and cool technology.  We are challenging you to 
use your innovative spirit and your technological expertise to help integrate the human 
experience with the digital experience.  

 
Your mission is to help people thrive by making the Connected World easier to live in 

and more enjoyable to experience.  
 



 

 

Expectations 
1. Your problem needs to be aligned with a common issue of at least one OR more 

personas. 

Example Personas: 

 Scrappy 

 Elderly Citizen at a Cross Walk 

 Freshman College Student 

If you have any questions about personas or what constitutes a persona, reach 

out to an Assurant advisor/contact through the messaging platform or to our Table for 

approval with the following info: 

 Who is the persona? 

 Characteristics of persona 

 Problem statement 

2. All participants are expected to submit their Source Code (Code) by providing a 

GitHub Repository URL. 

o Note: if you are not familiar with GitHub reach out to an Assurant 

advisor through the messaging platform. 

3. During the Demo, you are expected to communicate what your Minimum Viable 

Product was, what you were able to accomplish (running your code), explain 

any challenges and how you would have used 12 extra hours. 

4. While Figma and other design tools are powerful design tools, they typically 

aren’t considered development artifacts, (just a helpful nudge). 

Tips 
1. Do not re-invent the wheel but add something cool to it. 

2. If you think you would like feedback from an Assurant Advisor prior to the Demo 

presentation, reach out through the messaging platform any time between 9AM-7PM. 

3. Start with scoping out a Minimum Viable Product 

4. Read the syllabus to understand what the judges are looking for. 

5. Additional resources: 

a.  https://docs.github.com/en/get-started/quickstart/hello-world   



 

 

 

Category No Credit 
(0 points) 

Below Expectations 
(1 Points) 

As Expected 
(2 Points) 

Above Expectations 
(3 Points) 

Problem	Selection	
–	25%	

	
- How does it align to The 
Assurant Way Purpose? 
- Originality 
 

 
 
 
 

No-show 

Solution is for a single user; it is 
disconnected; or, brings little 

improvement to the user’s 
problem. 

 
A common/very well-known 
problem with multiple well-

developed solutions in the market. 

Solution is for a limited population 
of users; it connects one to two 

aspects of a connected world; or, 
brings nominal improvement to the 

users’ problem. 
 

A common problem with average 
impact that has only a few tech-

solutions in the market. 
 

Solution is for a large population of 
users; it connects three or more 

aspects of a connected world; or, brings 
great improvement to the users’ 

problem. 
 

State of the art problem with a high 
impact that has few to no tech-

solutions in the market. 
 

May include a very well-developed enhancement 
to a solution that already exists. 

Planning	–	15%	
	        	

- MVP Selection 
- Design Artifacts 
- Execution Strategy 

 

 
 
 

 
 

No-show 

Poorly defined MVP scope. 
 
 

Team created a single artifact, or 
no artifacts, to support their design 

and planning 
 

No work distribution across team 
members; big-bang merges/builds. 

Well defined MVP scope for a single 
iteration. 

 
Team created up to 2 artifacts to 

support their design and planning 
 
 

Work distributed across team 
members in alignment with skillsets 

or learning intentions; small 
merges, iterative builds. 

Well defined MVP scope with 
subsequent iterations defined. 

 
Team created 3 or more artifacts to 
support their design and planning 

 
 

Work distributed across team 
members in alignment with skillsets; or 
learning intentions; swarming of team 

members to solve problems; small 
merges, iterative builds, code stubs. 

 

Development	‐	
35%	

	
- Demo Working Software 
- Delivery of MVP  
 

 
 
 

No-show 

Software doesn’t work; cannot be 
demoed. 

 
MVP not delivered. 

Software works with some errors. 
 
 

MVP delivered. 

Software works without errors. 
 
 

Additional scope beyond MVP 
delivered. 

 

Presentation	–	
25%	
	

- Knowing your audience 
- Organization 

 
 

No-show 

Presentation is directed to a single 
persona. 

 
Presentation rambles without 
covering key points; no group 
dynamic during presentation. 

Presentation was inclusive of 2 
personas. 

 
Presentation covers key points with 
minimal rambling; group dynamic is 

apparent during presentation.   

Presentation was inclusive of 3 or more 
personas. 

 
Presentation clearly covers key points; 

without rambling; group dynamic is 
polished during presentation.   


