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“Studies of … Land, Country & People” 



Overview GeoGO 

GeoGo is conceived as an interdisciplinary STEM 

intervention underpinned by design thinking, 

collaborative inquiry and digital learning.  

 

A key feature of GeoGo is an applied use of 

interactive 360-virtual reality technology as a means 

to capture, investigate and analyse our spatial world.  

 

An additional benefit of the project is its contribution 

to fostering and enabling community engagement in 

urban and regional GeoTourism development. 

 



WHY?  

What problems does GeoGO specifically aim to address? 
The STEM problem: 

(a) Arguably  - widespread disengagement and underachievement of students in 

schooling and tertiary sector in STEM subjects – studies – jobs (OECD results) 

(b) Teacher’s professional uptake of STEM – knowing how to teach STEM 

(c) Of particular concern regional and remote representations – teachers & students 

 

The SEGRA problem: 

(a) Working with regional communities to foster sustainable economic growth 

(b) Providing a springboard for inquiry, innovation and productivity 

(c) Attracting visitors and enterprise to regional communities 



Key threads 

Incorporating new digital learning technologies in learning design 
VR 360 panoramas and videos used effectively in planned and purposeful teaching & learning 
 

Supporting educator's professional  learning – ‘STEM-X’ education  
RE: teaching of inquiry (research), design thinking and digital learning  

And integrating other X-curricula – ARTS, HPE, HASS 
 

Actively engaging students in project-based learning  
Studies and sharing stories  about Land, Country and People and the ways  

we can package this into learning, sharing and sustaining landscapes 

 

Working with councils and communities 
• Actively engaging the school community and business 

• Actively engaging key community groups, peak bodies and government agencies 

• Developing new enterprise and products for regional economic growth through Geo Tourism related 

activities 
 



Pilot Projects 2017 

Previously in 2016 – we worked on key questions – researching theory and practice 

How best to incorporate VR360 technology into learning design – planned & purposeful teaching 

How does this technology stand to benefit teaching and learning? 
 

Pilots projects are now active in 2 UniSA STEM courses, 4 regional schools and 2 metropolitan 

schools and includes 2 district councils (10 pilot studies). 
 

Pilot studies inform that: 

• An applied use VR360 technology indeed provides a much more powerful means to view the 

world.  There is more to notice, more to discover, more to think about and raise questions over. 
 

• The addition of  INFORMATION HOTSPOTS in the virtual tour provide both the users  (both 

VT makers and viewers) ability to discover and report much more about that space and place. 
 

• As web-based technology Virtuality is accessible, sharable, easy to learn and manage. 

 

Expected take up 2018 -  20 sites growing towards 100+ sites expected early 2019  



UniSA-GO 

Expected Outcomes   https://virtuality.augmentspace.com/projects/view/152 

 

Students, staff and visitors will be able to easily view, navigate and become more informed about our 

UniSA campuses through using our interactive virtual tour, UniSA-GO, (proposed launch February 2018). 

 

Learning Analytics embedded in the technology will also provide rich data regarding users’ experience and 

effectiveness of the technology achieving its fundamental navigation and information delivery purpose. 

 

International students and visitors, in particular, report much improved experience in navigating our 

campuses, and accessing relevant information, which can easily be translated into home language mode if 

required. 

 

Strong potential exists for the VR technology to be adopted in other courses as a means for capturing and 

analysing aspects of teaching and learning. 

 

Participating students and staff develop and enrich their IT capabilities which deepens teaching and 

learning penetration, particularly from a digital learning perspective and that this is noteworthy for internal 

research to be conducted. 

 

https://virtuality.augmentspace.com/projects/view/152


UniSA GO - Pilot 

Objectives - University students will: 

 

Learn to use Virtual Reality technology 

hardware & software effectively. 
 

Explore the question - how does VR 

technology benefit teaching and 

learning? 
 

Produce a short virtual tour that serves 

to inform users of  our campus and 

assist in wayfinding. 
 

Collaborate to produce much more 

detailed virtual tours in 2018 with 

students from across divisions. 

Summary of University Student’s Responses: 
The Virtuality technology is easy to learn and use. The VR panoramas provide richer and more detailed views of reality. There is 

more to notice, explore and study. Virtuality provides useful wayfinding capability. The ability to add HOTSPOTS means that 

virtual tours can be used as an interactive platform to navigate, investigate, communicate and discover objects and subjects. 

Our project is easily accessible and easy to share via smart devices. Used in learning design, the technology serves as an 

excellent platform for planning, inquiry, collaboration, evaluation and assessment. 

https://virtuality.augmentspace.com/Iterations/edit/229
https://virtuality.augmentspace.com/Iterations/edit/229
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https://virtuality.augmentspace.com/Iterations/edit/229


UniSA-GO Science Ed 

 

http://virtuality.augmentspace.com/Projects/show/32#426,1.9772386557835406,174.21204111218643,84 

A PLACE IN TIME  

Studying Weather 
Collects weather data over 10 days – Max & Min temp, 

Rainfall. Represents these data using graphical organisers. 

Provides data on humidity and wind speed related to specific 

days. 

Demonstrates connection between cloud types, wind 

directions and weather systems. Represents weather fronts 

using isometric maps. 

Analyses weather data over time to make informed 

predictions. Makes connection to recent severe weather 

events and disasters. 

Sensory Investigations  

Connecting the senses to Arts, 

Design and Expression 

Historical & Cultural Perspectives 

Kaurna People and their stories 

Settler’s Stories and urbanisation 

The University’s story 

Student’s stories  

Creek Bed Study  

Studying Living Things - Plants and Animals  

Burnside Council, CSIRO, Museum  

Classification, specific features – common and scientific name 

Adaptations and enablers – how and why it lives successfully. 

Connection to habitat and other living things 

Eco-system and sustainability perspectives  

Connection to seasons and human intervention 

Soil investigation 
Identifies soil types, their 

components and possible origins – 

clay, sand, silt, humus and other 

minerals or additives. Undertakes 

sedimentation experiment. 

Conducts a range of procedural 

tests that lead to specific outcomes 

about soil properties. 

Collecting, representing & reporting data 

Posing Questions 

Noticing, wondering and thinking more deeply  

Testing ideas 

http://virtuality.augmentspace.com/Projects/show/32
http://virtuality.augmentspace.com/Projects/show/32
http://virtuality.augmentspace.com/Projects/show/32
http://virtuality.augmentspace.com/Projects/show/32


McPark Garden Project 
STEM Project Objectives: 

1. Improve student engagement in their learning. 

2. Make the garden more accessible to staff, 

students and the community. 

3. Increase the relevance of the garden to student 

learning. 

Future Plans: 

● Add recipe trails to link garden to kitchen. 

● Add links to student work. 

● Create and link multimedia content such as 

how to videos to make garden lessons 

available outside of the garden.  

● Expand to map whole school. 

 

● Yr 6/7 Teacher - Mr Chris Couchman  

Where we are currently: 

● Garden photographed by teacher 

and students. 

● Most paths of the garden mapped 

and linked by students. 

● Planning for linked content 

underway. 

https://virtuality.augmentspace.com/Projects/show/47


Augment Space Examples 

So let’s make a virtual tour  



GeoGo - key connectors 

PLAY   GeoGO Video 
 

Positions learner’s engagement with their local surroundings. 

Making connection to REAL world - their world 

 

Embraces learner’s curiosity, connection, understanding and storytelling about the spatial world 

they inhabit. 
 

Provides sites with guidance and support to develop teaching and learning approaches that 

integrate processes of inquiry, design and production incorporating digital technologies across the 

curricula. 
 

Teachers, learners and communities design, develop, produce and local geo-trails using VR 360 

technology.  
 

Provides a platform for new STEM projects and Geo-trail innovations  
 

 

 



Using powerful & interactive digital learning technologies 

AUGMENT SPACE – Virtual Reality Software Engineers 
“Using virtual and augmented reality technology the Geo-Go project is developing frameworks and 

tools that will enable a variety of user groups to access and interact with 360 VR pictorial views of 

both internal and external spaces, engage with factual information about what they are seeing, and 

to tell and communicate their own stories about People Place and Country”. 
 

TOOLS 

360 Cameras  with integrated GPS mapping functionality 
 

APPLICATION 

Creating the interactive 360 Virtual Tour  - building HOTSPOTS to cache digital content  

Transfer to Augmented Reality view  - real time navigation and interaction 

Sharing the experience to Facebook, Instagram, Snapchat & embedding subscriber information 

Developing an educational  platform for teaching, learning, reporting and promoting purposes 

Embedding learning analytics – descriptive, predictive and network analytics 

 



innovative STEM-X Education 

 

 

• GeoGO is not just about using novel technology 

 

• GeoGO is an applied set of processes and learning experiences that can 

connect communities of practice, having potential to unleash all manner 

of STEM related projects that connect to industry and enterprise. 

 

• It’s about partnering research and practice with schools and their communities 

and especially local councils, agencies and industry groups 

 



A fully integrative STEM project 

  

 

 

 

A pedagogy we refer to as “purposeful design and 

inquiry” (PD&I) is a seminal component of integrative 

STEM education.  

 

PD&I pedagogy purposefully combines technological 
design with scientific inquiry, engaging students or teams 
of students in scientific inquiry situated in the context of 
technological problem-solving—a robust learning 

environment. 
 

Sanders (2009, p.21) 

STEM, STEM Education, STEMmania, THE TECHNOLOGY TEACHER, December/January 2009 

A fully integrative STEM project brings together skills of problem solving and inquiry within a team environment 

An integrative approach to STEM  

accepts the idea that  

knowledge is constructed holistically.  

 

It involves communities of practice;  

teachers, students and the school 

community working together, 

  

whereby TOPIC and PURPOSE  

frame the WHAT, the HOW and the WHY of 

teaching and learning. 

 



Mapping STEM+ using the Australian Curriculum 

ACARA’s STEM Connections Project undertaken in 2015 describes teaching STEM in ways that 

logically link common connectors (content, skills, processes and proficiencies) of each learning area.  
 

ACARA positions that there are overlaps and intersections between and among STEM learning areas. 

Teaching science thus can involve teaching mathematics and design thinking in ways that are relevant 

to that topic and/or investigation. 
 

“Opportunities for STEM exist with the learning areas themselves and are strengthened when the 

connections between learning areas are emphasised”.    (King, J. STEM Conference Presentation ACARA November, 2015) 

posing questions for inquiry 

problem solving, testing & reasoning 

instruments, measurement, notation & calculation 

data collection, processing & representation  

planning, designing, exploring, explaining 

patterning & constructing systems   

elaborating, communicating, presenting, sharing & evaluation  digital platforms 

Fig 2: Common connectors, Unsworth 2016 



Step 1: Identify the trail zone 

A key first stage of the project involves identifying the spatial canvas for geo trail R&D.  

 

This involves selection of local sites that combine to form a local geo-trail; such as a 

school garden trail, nature trail, foreshore trail, or parkland trail.  

 

Students, teachers and community members  

thus collaborate on the design of a geo-trail.  

 

They identify points of interest,  

undertake research and  

work through the design elements.  

 

 

Kids in Parks 

http://www.kidsinparks.com/enka-high-school-nature-trail-disc-golf-course


Step 2 – geo trail mapping 

Stage 2, involves the use of mapping tools and spatial software to represent the spatial 

canvas and to plot the sites. Later, these sites would become augmented and detectable as 

cached content sites available to the user through AR GIS technology *Geo-Go App. 

 

 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=0ahUKEwins4Pfm-TQAhWEFZQKHc2YDD8QjRwIBw&url=http://www.3ders.org/articles/20160713-early-success-of-pokmon-go-bodes-well-for-augmented-reality-developers.html&bvm=bv.140915558,d.cGw&psig=AFQjCNHDle1Hu7D0NZ54A6uvQYjLD95neg&ust=1481273258235984
http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=0ahUKEwi18ZaZnuTQAhXHJ5QKHZNSAvYQjRwIBw&url=http://cyberspaceandtime.com/MpL4T7t6enw.video&bvm=bv.140915558,d.cGw&psig=AFQjCNGsMnb5Yg5tVGEeAOTUADCzoJ6IrQ&ust=1481273840588379
https://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwj8vsehnOTQAhUFqJQKHYy_BV4QjRwIBw&url=https://wiki.mq.edu.au/display/ar/Draft+web+site&bvm=bv.140915558,d.cGw&psig=AFQjCNEOrAYoQ4ZlQ8kaAqJ-TjIPArARRQ&ust=1481273548454514


Step 3 – digital content production 

Stage 3, involves the production of digital content about LAND, COUNTRY and PEOPLE 

 

So let’s clarify what we mean here about LAND, COUNTRY and PEOPLE. In this project: 
 

• Land: relates knowledge about the physical and geological features of the landscape 

including natural systems and processes that continue shape the landscape.   
 

• Country: relates knowledge about biological diversity and its evolution over time, the 

nature of ecological systems and change, with focus on relationships to land, climate 

and sustainability.  
 

• People: relates knowledge of, and from the first peoples of Australia, and knowledge of 

and the broader community. Knowledge about people’s lifestyles and history provide 

rich contexts for knowing about their interaction with land and country. 

 



Step 4 – User application 

The use of a purpose built content management system will organise the upload of digital content from sites 

about Factual (curated) data and Personalised (fluid) data. These data can be pre-loaded by USERS before trail 

exploration commences. 

 

 

 

 

 

 

 

 

 

 

At Stage 4, cached digital content is made available to users and is configured within an augmented reality format 

so that users are able to search for, and interact with while exploring geo-trails.  

 

Being able to upload and share this ‘geo-tourist-information’ with others through the use of a purpose built App 

which we will call *Geo-GO will be a central activity of the project.  

 

 

http://www.google.com.au/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjM_o3qoOTQAhXEOJQKHeI_DKIQjRwIBw&url=http://travel.cnn.com/explorations/life/top-10-augmented-reality-travel-apps-569570/&bvm=bv.140915558,d.cGw&psig=AFQjCNF2qfGpUiDI7lr4xk70Y-9nnguXtQ&ust=1481274748111625


The ‘BIG’ ideas 

 

1. Engage schools and regional communities in the design, 

development and application of interactive *geo trails that inform 

and educate about Land, Country and People of that locality. 
 

 

2. Engage school communities in the design and development of  

eco-infrastructure and geo-tourism related services that attract 

users (tourists), promote the region and contributes to sustainable 

economic growth. 
 

 
 

 



RDAs 

Regional Participants 

Hubs for Research, 

Knowledge Production & 

Education Partnerships 

UniSA 
Mt Gambier 

Content Generation 

Creators/Providers 

UniSA 
Whyalla 

Communities 

Councils 

Schools 

Local 

Industries 
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Businesses 

Key Partners 

Business partnerships  

School STEAM projects 
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SA Gov 

DSD, DEWNR, 

SATC 
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Industry 

matchstudio 
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Technology solutions 

Sponsorship 
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Project 
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Coordination & 
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The Geo Tourism movement 

Geo tourism fosters sustainable tourism based upon landscapes (Robertson 2015).  

And provides USERS, education and experiences about Land, Country and People.  

Worldwide there are 120 Geo Parks across 33 countries registered by UNESCO. 

 

 

 

 

 

 

 

 

 

 
 

 

 

Source: Ng 2016 Source: Ng 2016 

http://www.unesco.org/new/en/natural-sciences/environment/earth-sciences/unesco-global-geoparks/


economic impact 

Jiaozuo Geo Park revenue - Source: Ng 2016 

SA targeting Chinese tourists with ambitious plan 

18 February 2013 

The South Australian Tourism Commission has unveiled an ambitious 

plan to triple the number of Chinese visitors to our state by 2020. 

The Activating China – 2020 strategy states South Australia has the 

potential to welcome 57,000 Chinese visitors, generating $450 million in 

expenditure by 2020. 

Premier Jay Weatherill said that the Chinese market is the fastest 

growing of our major international markets and the most valuable of all 

inbound tourism markets. 

“Currently we welcome 18,000 Chinese visitors to South Australia each 

year but this market offers huge potential to grow our tourism industry,” 

Mr Weatherill said. 

“Chinese visitors currently contribute about $110 million to the state’s 

economy and while this market will naturally increase over the coming 

years, we have developed a range of measures to fully capitalise on its 

emergence. 

Major source of revenue for Chinese economy - 28B USD  



One example – Blue Derby Tasmania 



3 opportunities …. 

1. Foreign Governments identify Geo Tourism is a major revenue producer 
Australia is yet to realise its full Geo Tourism potential. But, SA Government senses the economic opportunity  

SA targeting Chinese tourists with ambitious plan - South Australian ... 

 

2. Australian Governments identify STEM education as a major education priority.  
 

The drivers for restoring a focus on STEM education derive from political, social, and economic imperatives. 

DECD Learning Improvement policy –  identifies opportunity for Lead learning in STEM Education 

 

3. SA Government identifies economic downturn in regional communities 
Government and Regional Development Authorities thus are concentrating attention towards initiatives that may reinvigorate 

regional communities through sustainable economic development - Opportunity to contribute to regional development  

 

 

THEREFORE ….                                                          

 

 

 

http://www.tourism.sa.gov.au/media/sa-targeting-chinese-tourists-with-ambitious-plan.aspx
http://www.tourism.sa.gov.au/media/sa-targeting-chinese-tourists-with-ambitious-plan.aspx
http://www.tourism.sa.gov.au/media/sa-targeting-chinese-tourists-with-ambitious-plan.aspx
http://www.tourism.sa.gov.au/media/sa-targeting-chinese-tourists-with-ambitious-plan.aspx


The PLAN so far 2016 -2017 

• Position matchstudio as the lead agent to provide support in the development and facilitation of 

interdisciplinary collaboratory workshops/student industry linked PBL projects that link teaching and learning 

and research activities. 

• Engage key personnel across the University and key stakeholders to develop a working party with the 

relevant skill sets, capabilities and interests. 

• Develop a Memorandum of Understanding (MoU) with the Geological Society of Australia (GSA) inclusive of 

Memorandum of Agreement signed between the GSA and the Geological Society of China (2016). 

• Partner with Regional Business Partnerships Managers, Regional Development Associations, Local and 

State Government and Industry sponsors. 

• Position established UniSA regional study centres in Whyalla (Northern SA) and Mount Gambier (Southern 

SA) as research, knowledge production and education partnership HUBS.  

• Position city campuses regarding placement of university students to PBL projects to assist develop the 

knowledge, technologies and infrastructure required for Geo Tourism development. 

• Conduct needs analysis regarding current capabilities and future possibilities – regional communities 

• Position students, teachers and local communities co-producing local digital content, and the development of 

new products/services that describe and promote stories of Land, Country and People, especially Indigenous 

story. 

 


