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Qur School

© Coeducational, Anglican,
Independent school in regional
Victoria

© 1,350 students from Early Learning
to Year 12, approximately 200 of
these are boarders
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http://en.wikipedia.org/wiki/Virtual _world
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http://en.wikipedia.org/wiki/Virtual_world

QUEST .
ATLANTIS What is an Avatar?
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representation of himself/herself or
alter ego, whether in the form of a
three-dimensional model used In
computer games or a twdimensional
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http://en.wikipedia.org/wiki/Avatar _(computing) =
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http://en.wikipedia.org/wiki/Avatar_(computing)

QUEST : :
ATLANTIS What is Quest Atlantis?

€ A 3D virtual world especially designed kéiddle
Schooktudents

€ FRully monitored environment with a strong focus
on respect for others and safety in an online
world

€ Students can only join Quest Atlantis after being
enrolled by their teacher

€ All teachers must complete the Quest Atlantis
TeacheilTraining,conducted online




QUEST .
ATLANTIS What happens in

Quest Atlantis?

Aa¢KS o5 azFugl NB
travel to virtual places to perform
educational activities (known as
Quests), talk with other users and
mentors andouild virtual LIS N& 2 V |

“Eat Your Vegetables and Do Your Homework:

A Design-Based Investigation of Enjoyment and Meaning in Learning”
S.Barab, A. Arici, & C.Jackson

Indiana University

B | earning, playing and helping in a virtual world”
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ATLANTIS The Learning

Engagement Theory




QUEST . ,
NS The Social Commitments

DIVERSITY AFFIRMATION “Everyone matters”

QP /i . "
PERSONAL AGENCY $$ “/have voice
SOCIAL RESPONSIBILITY %,& “We can make a difference”
 ENVIRONMENTAL AWARENESS “Think globally, act locally”

CREATIVE EXPRESSION “| create”

HEALTHY COMMUNITIES

COMPASSIONATE WISDOM

“Learning, playing and helping in a virtual world”



