
V I RT U A L  W O R L D S  

I M P L E M E N TAT I O N  G U I D E  

Click icon below for Implementation Guide Virtual 

Worlds

https://files.cdn-files-a.com/uploads/3636724/normal_66b83f3d48958.pdf
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O B J E C T I V E S

Why?



O B J E C T I V E S

Objectives
Improved Student Achievement through Culturally Responsive 
Curriculum: 

• Improve student success in their education through the use of 
motivational & applied learning experiences, that authentically represent 
Aboriginal culture.

Improve Student Attendance and Engagement: 

• Use a culturally responsive learning curriculum, focus and pedagogy [e.g., 
Two way-Learning] through the “VR & technologies Learning Vehicle” to 
provide motivation and purpose in education for students, families and 
community and improve attendance and engagement for all students.

Engaging and Empowering Aboriginal Parents and Communities: 

• Provide a platform and process for Aboriginal communities to actively 
participate in the creation and curation of educational learning content 
to be embedded through the “VR & technologies Learning Vehicle”.

Community Engagement and Education: 

• Provide opportunities for the broader community to engage with and 
support the culturally responsive curriculum development and aligned 
“VR & technologies Learning Vehicle”. 



P RO J E C T  1 ,  

A U S T R A L I A N  

T W O - WAY  

S E A S O N A L  

C A L E N DA R  



• Two Way Seasonal Calander 

https://youtu.be/As8XeJ9w_0A


P R O J E C T  2  A U S T R A L I A N  
A N I M A L S  A N D  F I R S T  
N A T I O N S  A R T  C A N V A S



W O R K I N G  T O G E T H E R

W A R R K A M U  

Y I K A M A R T A L A

Australian Animals

https://youtu.be/zci9nVhaDaY


Students explore the 
concept of seasonal 
calendars, understanding 
the significance of 
different times of the year 
in Nyamal culture.

Students brainstorm and develop 
the design of the seasonal 
calendar, integrating Nyamal 
cultural themes and values 
through collaboration with elders.

Students learn artistic techniques 
to represent their seasonal 
knowledge, using tools like Tilt 
Brush to create vibrant digital art 
pieces.

Students work with community 
elders to integrate traditional 
knowledge and values into their 
seasonal calendar, ensuring 
cultural accuracy.

Students present their seasonal 
calendar, reflect on their learning 
journey, and prepare the project 
for sharing with the community.

Years 4-6: Study 
environmental changes 
and adaptations over 
different seasons

Content Descriptions: 
ACSSU072, ACSSU073, 
ACSSU075, ACSSU043, 
ACSSU094

Years 4-6: Create descriptive texts 
and oral presentations on seasonal 
significance, and use 
measurement and data to 
document seasonal changes.

ACELY1680, ACELY1694, 
ACELY1704, ACMNA075, 
ACMNA076, ACMMG084)

Develop and apply artistic 
techniques to create digital 
representations of seasonal 
elements.

ACAVAM110, ACAVAM111, 
ACAVAM112

Use digital tools to create and 
compile a seasonal calendar, 
planning and managing data to 
represent seasonal changes and 
events. 

(ACTDIK007, ACTDIP009, 
ACTDIP018)

Develop general capabilities 
(literacy, numeracy, ICT, 
critical thinking, social skills, 
ethics) through the 
documentation and 
presentation process. 

ACTDIK007, ACTDIP018

Project 1 & 2, Virtual 2-Way Seasonal Calendar integrates Nyamal cultural knowledge with digital art, fostering stronger school-community bonds. Students work 
with elders to create a seasonal calendar, blending traditional canvas art with modern tools like Tilt Brush. This project enhances literacy, ICT skills, and cultural 
understanding through immersive learning.



P R O J E C T  3  M A R B L E  

B A R  V I R T U A L  W O R L D S



W H A T  I S  T H E  
S O L U T I O N  ?

Virtual World Flyover

https://youtu.be/Ryep0abDcYE


Student Voice expressed through STEAM 

https://youtu.be/MW_rGoFfrAo


W H A T  I S  T H E  
S O L U T I O N  ?

Drone Topographical Mapping 

https://youtu.be/ywRPVlH9htY
https://youtu.be/ywRPVlH9htY


Students explore 
photogrammetry, 
creating 3D models from 
photographs, integrating 
Nyamal culture with 
technology.

Students brainstorm virtual 
environments using 
photogrammetry, integrating 
themes and values through elder 
collaboration, fostering cultural 
respect and creativity.

Students learn technical skills 
and artistic techniques, 
mastering photogrammetry 
and VR tools to create detailed, 
culturally-rich virtual 
environments.

Students work with community 
elders to integrate traditional 
knowledge and values into their 
photogrammetry-based virtual 
world creations.

Students present their 3D models, 
reflect on their learning journey, 
and prepare projects for upload, 
ensuring cultural accuracy and 
technical precision.

Years Use photogrammetry 
to model environmental 
adaptations and changes; 
create differentiated 3D 
projects showing survival 
strategies and geological 
impacts.

4-6 (ACSSU073, ACSSU043, 
ACSSU094)

Students use photogrammetry 
to create virtual worlds, 
integrating English, and local 
language, capturing voices 
through storytelling and data 
analysis.

English: (ACELY1680, 
ACELY1703, ACELY1712),

Math: (ACMNA076, ACMNA100, 
ACMNA123)

Students create virtual art using 
Tilt Brush, integrating Art and 
Digital capturing voices through 
digital storytelling, local 
language, and NFT creation to 
showcase their work.

Art (ACAVAM110, ACAVAM114, 
ACAVAM116)

Students create virtual art, 
integrating Digital Technologies 
collaborating with elders, 
capturing voices through digital 
storytelling, using 
photogrammetry, VR, and audio 
editing to enhance their 
projects.

Digital Technologies 
(ACTDIK007, ACTDIP018, 
ACTDIP021)

integrate general capabilities 
(literacy, numeracy, ICT, 
critical thinking, social skills, 
ethics) with Aboriginal 
Cultural Standards by 
documenting projects, using 
math and ICT, collaborating 
with elders, solving problems, 
and respecting cultural 
protocols.

(ACTDIK007, ACTDIP018)

Project 3 Virtual Worlds project integrates Digital Technologies and Aboriginal Cultural Standards, enhancing literacy, numeracy, and critical thinking. Students create virtual 
art using photogrammetry, VR, and audio editing, collaborating with elders, capturing voices through storytelling, and ensuring cultural respect. This approach enriches 
learning and preserves Nyamal culture.



T H E  S O L U T I O N  

• Including the community end user requirements in the planning 
process through extensive mind mapping

• Identifying community aspirations and pride; achieving the blessing of 
community elders; Developing a project plan and methodology to 
implement and embed culturally responsive STEAM that aligns with 
community aspirations

• Identifying the hardware, software and training required to deliver 
desired outcomes



A  S U C C E S S  
S T O R Y
D E E J A E

Student leader Deejae was approached by a New York artist in VR at the WA 
Resources Technologies Showcase and offered income for her Aboriginal Non-
Fungible Token.



F E E D B A C K  &  I M P A C T

Nyamal Elder Julie Whalebone:

"It has been great to see my kids and their fellow students going 
through an engaging and hands-on educational journey to create these 
amazing pieces of work. This initiative has sparked curiosity and passion 
amongst our students while also encouraging learning about our rich 
Aboriginal culture and history".



APICTA 2022 Awards

https://youtu.be/YAxjP_qEwKM


W H AT ' S  N E X T  ?  

2024-2025

The Mura Mirri VR Initiative in Western Australia encapsulates the project's mission to pave the way for future 
educational success using advanced technology while honoring and integrating Aboriginal cultural perspectives. The 
name reflects the journey (Mura) towards the future (Mirri) facilitated by Virtual Reality, providing students in remote 
areas with cutting-edge educational experiences.



T H A N K  Y O U  
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