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SUPPORTING THE USE OF TECHNOLOGY IN LEARNING

Let's tackle cyber crime together

With cybersecurity incidents on the rise and security threats 
becoming more sophisticated, we’ve introduced a new 
superpower – N4L’s cybersecurity services.

Learn how we can work together to protect your school n4l.co.nz/protect 

Proactively monitor your school’s network

Notify you of cybersecurity vulnerabilities or incidents

Support you to resolve identified risks or issues
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Meet our fabulous sponsors for 

Google for Education
Google is working to support education through its products, programmes, and philanthropy. 
Google Cloud, Chromebooks and Google Workspace for Education are transforming how 
educators and students learn, work, and innovate together with free, secure tools. 

edu.google.com/intl/ALL_nz/

Microsoft
Microsoft Education provides schools with solutions, technologies and education expertise to 
accelerate opportunities for all learners. Windows 11 devices work with or without an 
internet connection, protect against online threats, and have inclusive, built-in solutions that 
help each student achieve their potential.

microsoft.com/en-nz/education

Canon
Canon wants to inspire students to ask big questions, engage passionately, and have 
powerful experiences they’ll carry with them for life. It’s working with schools and educators 
to stay ahead of the curve through innovative display technology.

canon.co.nz/business/education-solutions

ETV
ETV connects students with content by recording and distributing programmes and videos from 
broadcast television and internet channels. It offers educators more than 150,000 searchable, 
on-demand videos, with additional annotation (EVA) and management (ELINK) tools.  

etv.nz

Network for Learning (N4L)
N4L is a Crown-owned technology company that connects schools and kura across the country 
to fast, safe and reliable internet. One of the largest networks of its kind in the world, its aim is 
to support all kaiako and a-konga to teach and learn safely online.

n4l.co.nz

impactED
impactED offers in-school and off-site workshops in professional learning and development training 
to support kaiako in their professional growth and development. Programmes reflect the national 
priorities for PLD guidelines and cover Local curriculum, Assessment for learning, Digital Fluency, 
and Digital Technologies.

impacted.co.nz

CommScope Ruckus
CommScope Ruckus designs, builds and delivers purpose-driven networks that enable our digital society 
to interact and thrive. Together with partners, its hardware and software empower schools and educators 
to deliver exceptional experiences the students counting on them.

commscope.com/ruckus/

Digital Circus
Digital Circus is a MoE accredited PLD provider supporting schools across New Zealand. It is 
passionate about providing purposeful and personalised PLD, that transforms teaching and 
learning through organising events, online learning, and ready-to-use classroom resources

digitalcircus.org.nz

Gold

Silver Plus

Silver
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MOTAT
Auckland’s Museum of Transport and Technology (MOTAT) provides hands-on education 
experiences on-site or at your place of learning. There are exhibitions and activities run at 
the museum, as well as online workshops and STEAM Cell trailers for hire containing 
specialised STEAM equipment, teaching resources and collection items.

motat.nz

Lenovo
Lenovo EDU blends hardware, software and services to provide a comprehensive learning 
environment. It offers a specially developed portfolio that makes it easy for students and 
teachers to connect, collaborate and engage from anywhere.

techtoday.lenovo.com/nz/en/solutions/education

Conbrio Technology
Conbrio has been working with schools since 1995. As technology evolves within education, the 
company aims to be at the leading edge, finding different ways to support schools as they navigate 
new learning methods, stretched budgets and modern school environments.

classtech.co.nz

Science Alive
Science Alive is a not-for-profit organisation dedicated to inspiring interest in science and 
technology. Recently, it launched a suite of activities to help achieve this, including online 
resources, outreach programmes, in-community exhibitions, and educator support. 

sciencealive.co.nz

flexicommercial
With more than 40 years’ experience, flexicommercial understands the financing needs of schools. 
It offers a diverse range of products to fit any situation across the education sector and is currently 
working with 2,000+ schools.

flexicommercial.com/nz/

New Era Technology
New Era Technology provides a single point of contact for all your technology and support needs.  
Its education solutions are designed to maximise student achievement, empower teachers to  
innovate and engage, and enable IT to deploy and manage technology across a campus.

neweratech.com/nz/education/

Using Technology Better
Using Technology Better is a Microsoft Training Partner, Apple Learning Specialist, Google 
Cloud Partner, and Google for Education Partner that specialises in working with education 
clients. Its trainers all come from education backgrounds and have extensive facilitation 
experience. 

usingtechnologybetter.com

ActiveVision
ActiveVision supplies schools with interactive teaching tools, including panels and software 
solutions that deliver immersive and new learning experiences. It will work with you to 
design, deploy and support you with the best audio-visual solution for your classrooms.

activevision.co.nz

HELP IT
Based in Taupo-, HELP IT takes the time to make sure schools in and around the Central Plateau 
area have the best solution in place for their ICT needs. For nearly 10 years, the company’s 
provided support, computers, networking, cloud, maintenance, and repairs.

helpit.co.nz

Silver
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https://www.flexicommercial.com/nz/
http://motat.nz
http://techtoday.lenovo.com/nz/en/solutions/education
http://techtoday.lenovo.com/au/en/solutions/education 
http://classtech.co.nz
http://sciencealive.co.nz
http://neweratech.com/nz/education/
http://usingtechnologybetter.com
http://activevision.co.nz
http://helpit.co.nz
https://youtu.be/71U4w2iH4mA
https://youtu.be/EGGUV529UNE
https://youtu.be/sfEUV_P1ZK8
https://youtu.be/YpRF6KRCLFg
https://www.activevision.co.nz/
http://helpit.co.nz
https://www.sciencealive.co.nz/
https://www.neweratech.com/nz/
http://usingtechnologybetter.com
https://techtoday.lenovo.com/au/en/solutions/education
https://www.motat.nz/
https://youtu.be/zHsoLIKv2KY
https://youtu.be/wN2oFReUeqc
https://classtech.co.nz/


CONTENTSCONTENTSCONTENTSCONTENTSCONTENTSCONTENTSANDVIE WSNEWSANDVIE WSNE WSANDVIE WSNEWSANDVI

2 INTERFACEXpo 2022: Meet our Sponsors

4  Sign up for your FREE digital copy of 
INTERFACE Magazine

6 INTERFACE News and Views

7    Noticeboard 

8  Making Kami the best possible learning 
experience

 It’s won awards and made digital waves 
around the teaching world, with more than 
34 million users in 180 countries. And it’s 
free for teacher to use in New Zealand. We’re 
talking about digital learning platform Kami 
and here we catch up with Co-founder and 
CEO Hengjie Wang.

10 ETV: School Copyright Licensing Initiative

11 INTERFACEXpo 2022: Delegate Guide
 Programme of the Day
 Welcome to the Workshops
 Thanks to our Sponsors

15 Competitions: Heaps of great prizes to be 
won!

16 Still haven’t found what you’re looking for?
 “Just Google it!” How often have you 

heard (or said) that? Sometimes it’ll 
work; often results won’t turn out quite as 
expected. Finding information online can 
be a challenge, requiring skills like digital 
literacy, problem solving, critical thinking, 
and persistence. Here we explore some of 
the secrets to successful online searching.

20  File Share: Two pages of free online 
resources

22 From the back: Using virtual reality to teach 
students to survive bushfires

 Being placed in the path of a raging 
bushfire may not be a conventional way 
for students to learn the skills needed to 
deal with emergency situations. But that’s 
exactly what researchers in Australia are 
doing thanks to a new virtual reality (VR) 
experience.

23 INTERFACE Teacher and Student Minecraft 
Competitions 2022

4		  INTERFACE  112	MAY 22

Got a story to tell about your digital experiences in teaching?   
We’d love to hear from you at comment@interfacemagazine.co.nz       

Are you receiving your FREE DIGITAL COPY  
of INTERFACE Magazine?
We’re trialling going fully digital and every educator in New Zealand can now access and 
enjoy their very own copy of INTERFACE, for free and when and where they choose.

If you’d like a copy and aren’t receiving the link, please let us 
know at mydigitalcopy@interfacemagazine.co.nz  

We’ll add you to the list – or work with you to ensure our email 
isn’t being blocked by your school.

Make sure you join us in this exciting new digital direction and 
continue to receive the latest and best news, views, insights, 
and information about education technology. 

mailto:mydigitalcopy%40interfacemagazine.co.nz?subject=
https://interfaceonline.co.nz/issue111-april2022/
https://interfaceonline.co.nz/issue111-april2022/
https://interfaceonline.co.nz/issue111-april2022/
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Facilitate real connections between students, from secure 
digital classrooms to collaborating together on complex 

projects, with Surface and Microsoft 365 for Education.

Come chat with us at the Microsoft stand to discuss how
Surface can bring your classroom to life.
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Meet the team 
EDITOR  
Greg Adams 
027 255 1301 
Greg.Adams@interfacemagazine.co.nz

ADVERTISING  
09 575 2454 
Advertising@interfacemagazine.co.nz 

DISTRIBUTION MANAGER  
Michelle Durbin  
09 575 2454 
Michelle.Durbin@interfacemagazine.co.nz

DESIGN  
Design@interfacemagazine.co.nz

EVENT MANAGER INTERFACEXpo  
Paul Colgrave  
Paul.Colgrave@interfacexpo.co.nz

 
 
FOLLOW US  

facebook.com/interfacemagazine

@interfacemag   

youtube.com/interfacemagazine

SUBSCRIBE TO INTERFACE
For details go to  
interfaceonline.co.nz/subscribe/  

NEW ZEALAND INTERFACE™  
(ISSN 1177-973X) is published six times a 
year by G MEDIA PUBLISHING LIMITED 
 

 
© G MEDIA PUBLISHING LIMITED 2022. 
Editorial opinions are not necessarily those of 
the publisher. We do not endorse or accept 
responsibility for any third party featured in this 
publication, unless stated otherwise. 

While every effort has been made to ensure 
accuracy of information in this magazine, the 
publisher does not accept liability for inaccuracies, 
omissions or misinterpretations that may occur, 
and urges readers to always check online 
resources before using them in class.

 
INTERFACE Magazine is printed using 
certified sustainably managed materials.

We’ve said it before and we’ll say it again, 
we couldn’t do it without you! Ka Pai. 
Your input and support have enabled us 
to provide this great resource for you, the 
educators of New Zealand. 

INTERFACE is now entering its 16th year. 
From the printed magazine, through 
adding our events, social media and 
e-newsletters, to the switch more recently 
to publishing digitally, our aim has always 
been to be right there with you, informing 
and inspiring your use of digital 
technology in your teaching and your 
students’ learning.

If you’re not receiving your free copy of the 
digital magazine, please let us know at 
mydigitalcopy@interfacemagazine.co.nz 
and we’ll add you to the emailing list (or 
work with you to ensure our email isn’t 
being blocked). 

Those of you joining us at our 
INTERFACEXpo events, we’ll see you very 
soon. Introduce yourself and say ‘hi’ to 
the team. We always love to catch up! 
Beyond that, we look forward to being by 
your side and supporting you in your 
continuing digital journey through the rest 
of 2022 and beyond. Noho ora mai.

Biometrics – an identification process 
using physiological attributes – is 

becoming ever more common. From 
fingerprint scans opening a smartphone to 

voice recognition to activity trackers, the 
unique features of our bodies are touching 

the technology around us. Are you using 
any form of biometrics at your school? If 
you are, we want to hear from you and 

find out more. Contact Editor Greg Adams 
at greg.adams@interfacemagazine.co.nz

THANKS FOR 
READING AND 
YOUR CONTINUING 
SUPPORT!

  
ARE YOU USING ANY FORM OF 
BIOMETRICS IN YOUR SCHOOL?
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Once you get rolling with Science in Motion...

For more info check out 
www.education.nzta.govt.nz/science

SCIENCE LESSONS
ARE SIMPLE!

• Easy, fun activity  
plans for Years 1-10

• Build science capabilities 
and concepts.
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Localised Curriculum

Digital Fluency

Digital Technologies

Digital Citizenship

Hybrid Learning 

STEAM + Project-Based Learning 

PERSONALISED PLD
For Teachers By Teachers

 

Ministry of Education 
Accredited Provider 

Nationwide 

www.digitalcircus.org.nz

 
FULLY FUNDED PLD

APPLY NOW
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CONBRIO IS SKRILAB’S NZ RESELLER
Conbrio Technology is the New Zealand reseller of 
the SkriLab, a full turn-key STEAM product.

“SkriLab is the ultimate 3D printing and robotics lab in a 
school. The integration of individual components allows 
teachers to conduct their lessons comfortably with the use of 
modern technology. SkriLab offers tools, materials, lesson 
scenarios and multimedia aids, which makes it a perfect tool 
for carrying out interesting and engaging lessons.”

For more go to classtech.co.nz. 
Alternatively, contact  
sales@conbrio-it.com or  
0508 467 483.

MICROSOFT TEAMS AND ACCESSIBILITY TOOLS FOR 
KAIAKO
Throughout Term 2, you’re invited to join Microsoft Aotearoa’s 
Learning Delivery Specialist, Conor McHoull, for a free weekly 
online training series. Each week, Conor will take you through 
a different topic, as well as hot tips and tricks, alternating 
between ‘Microsoft Teams for the Classroom’ and ‘Building an 
Inclusive Classroom with Microsoft Accessibility Tools’. The 
sessions will run from 3.30pm to 4.30pm on Tuesdays, from 
week three onwards. All training sessions align with a PLD 
module from the new Microsoft Learn Educator Centre, so 
attendees will gain industry-endorsed badges. Visit  
aka.ms/termtwotrainingnz to register.

DO YOU KNOW ABOUT GOOGLE’S NEW 
TRAINING SERIES?

Google for Education has launched a free ‘Did you know?’ 
Training Series, where you can catch up with all the latest 
updates to teaching and learning tools, as well as safety and 
security tools for schools. The 30-minute demo-based, training 
sessions examine technical features of Google Workspace for 
Education and Chrome. Coming up are:

•  May 10: Better engage students and save time with new 
Google Meet features

•  May 17: Access and Data Controls to Keep Users Secure

•  May 24: Support all Learners with Chrome Accessibility 
Features

•  May 31: Admin console Management Best Practices

Register at bit.ly/DYK2022 to watch live or catch up at a time 
that works best for you with the recorded webinars. 

ENTRIES ARE OPEN FOR 
MAPPING COMPETITION    
The She Maps ‘How Cool is Your 
School?’ competition is on – and 
has a Tello Drone up for grabs for  a Primary and a 
Secondary School in New Zealand. The challenge is for 
students to use satellite data to map the amount of green 
shade on your school grounds. 

“The aim is to bring the focus on sustainability and the 
importance of trees as a natural air conditioner in the 
school environment,” said She Maps Chief Executive 
Officer, Paul Mead. “We want students to come up with 
some solutions to maybe make their school a little bit 
greener and more of an inviting space to learn and play.” 

Entries close Friday 1 July, 2022. Find out more at 
shemaps.com/mapping-competition

UTB’S STEAM CAMPS SOUND REALLY GOOD    
“You know that beautiful sound of children completely 
engaged with learning? Excited voices, vocal 
collaboration? Well, that’s exactly what’s been echoing 
through our UTB STEAM Camps,” explained Using 
Technology Better’s Bex Rose, 

The UTB STEAM specialists have recently been hosting 
camps across New Zealand, which aim to encourage 
students to innovate, create and collaborate, as well as offer 
teachers the chance to gain exposure to STEAM tools. 

“They have been held at our PLD schools or other suitable 
locations throughout the term and holidays. All schools 
that request full funding will go through a selection 
process where we choose hosts based on region, decile, age 
ranges, and existing support.”

If you’d like to know more about STEAM Camps contact 
bex@usingtechnologybetter.com
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Can you tell us about Kami? 
Kami is a digital interactive learning 
platform that transforms any kind of 
resource into something that’s a lot more 
engaging, bringing static documents to 
life. It allows teachers and students to 
interact with and collaborate on 
documents and learning resources, either 
within the classroom or remotely.

However, it’s more than just a substitution 
tool. We don’t just take pdfs and make it 
so that you can do stuff with that pdf. We 
allow teachers to go well beyond that, 
being able to collaborate on the same 
document, add text boxes, shapes, and 
images, do assignments and assessments 
on it, add video and embed video links, 
get feedback, and more. There’s a range 
of features for transforming the classroom 
that are spread throughout the entire 
platform. 

How did you come up with 
the idea?
It was originally just for me and some 
friends at university to use. We spent all 
our money buying the latest gadgets and 
devices but the software wasn’t great for 
notetaking. As we knew some coding and 
how to build apps, we decided to create 
our own solution.

When we launched Kami, it turned out 
that a lot of people in schools could also 
benefit from the technology that we’d 
built. Today, we’re supporting a 
community of millions of users around 
the world, teachers and students. 

When you started, what was 
your aim for the app?
I think fundamentally we’ve always 
wanted to help people. We saw that there 
was a massive engagement problem in 
classrooms. We also saw how much 
paper was being used and how much 
money was being spent printing 
documents. We knew how transformative 
the right solution could be.

Can you tell us a little about 
your background? 
I went to Mt Roskill Grammar School and 
the University of Auckland, which is 
where I met Jordan Thoms and Alliv 
Samson, my best friends and co-founders 
of Kami, while studying engineering.

When I started university, I knew that I 
wanted to become a software engineer, 
because I’d been tinkering my entire life 
and had been coding for about six years. 
My favourite tools when I was five was a 
pair of scissors and some screwdrivers 
because I opened every toy my parents 
bought me, to their dismay.

The others are very similar minded. 
They’re hard working and love to know 
and learn how things work.

We were also lucky enough to meet Bob 
Drummond, who’s now our Executive 
Chairman and Chief Revenue Officer. 
He’s mentored us for almost 10 years. 
While buying us lunch every week – so 
we would have a good meal – he’d talk 
with us for an hour about the progress 
we’d made.

I feel lucky to have met some incredible 
people and built this incredible solution 
and business.

Where did the name come 
from?
Over a period of a couple of months, we 
were brainstorming, spending sleepless 
nights trying to think of a good name for 
our product, something that was short 
and snappy. One day Jordan decided to 
look up what paper meant across a 
bunch of different languages. It turns out 
that paper in Japanese was kami. We’re 
digital paper in the classroom, so ‘kami’ 
works perfectly. That’s where the name 
came from.

There’s a difference between 
writing a little bit of code 
with your mates, to running a 
global business. How have 
you coped with that? 
We’re always learning, right? As a team, 
we’ve really diversified. We’ve hired some 
of the best people on the planet to 
provide the quality of the product that we 
deliver. We’re now over 75 people, here 
and around the world.

Making Kami the best possible 
learning experience
It’s won an award for being the fastest growing company in the country. It’s made digital 
waves around the teaching world, with more than 34 million users in 180 countries. And 
it’s free for teacher to use in New Zealand. We’re talking about digital learning platform 
Kami and here we catch up with Co-founder and CEO Hengjie Wang.

KAMI FOUNDERS (L-R): HENGJIE WANG, ALLIV SAMSON, 
BOB DRUMMOND, AND JORDAN THOMS
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The hard thing is how do you take this 
raw talent, from very different 
backgrounds, and organise them towards 
a single mission of making Kami the best 
possible experience for teachers and 
students on the ground. We nurture them 
in lots of different ways, offering our 
entire team PD and giving them space to 
learn. 

For a lot of us, this is very rewarding 
work, we’re super passionate about the 
education industry, about transforming 
millions of lives around the world. People 
on the front lines are really doing it tough 
and trying to do the best job they can 
possibly do for the future of their 
students. We want to do right by that 
next generation.

When COVID first struck a 
couple of years ago, you 
made a huge commercial 
decision to offer Kami for 
free to everyone around the 
world. Why?
We just wanted to help. When we first 
started seeing schools go remote in Hong 
Kong, we knew how quickly things 
needed to go digital. Over that weekend, 
we started translating a bunch of 
resources into Cantonese, to traditional 
Chinese, and released all of that. 

We offered Kami for free for the whole of 
Hong Kong. Then we started seeing 
schools shut down across the world and 
decided to do the same thing. We 
translated resources and provided as 
much assistance as we possibly could. 
We allowed people to use our product for 
free and saw our adoption go up 
massively.

We all know this now, but we probably 
saw three, four or five years of digital 
transformation of the classroom, over this 
period of time.

It was a brave business 
decision to give it away. How 
has it worked out?
It was definitely a period of uncertainly. 
However, we knew what the North Star 
was and we just went all in.

Of course, it certainly had an impact. Our 
sales dropped to zero, literally overnight. 
But that was okay, we knew what the 
mission was and that we just needed to 
help. We knew that supporting teachers 
and students, in probably one of their 
toughest periods of learning, was the 
right thing to do.

A month or so later, when they were able 
to breathe and assess the situation, 
schools started to say Kami was now an 
essential tool in their learning 

environment and what did they need to 
do to buy the product.

But you’re still offering Kami 
to schools here for free?
Yes, absolutely. Kami is free, forever for 
all New Zealand schools.

What’s the thinking behind 
that?
All the company’s founders benefitted 
hugely from our local, New Zealand 
education system. We all went to school 
here and we really want to give back. 

Last year, Kami was named 
the fastest growing company 
in New Zealand, in the 2021 
Deloitte Fast 50 Index.  
How did that feel?
It was surreal, a once-in-a-lifetime 
experience. To come out on top was 
incredible. It’s taken a lot of hard work 
and sleepless nights from the entire 
team.

Some teachers are a little bit 
wary of technology. Do you 
have a message for them 
when it comes to using Kami?
The first step is always a little bit 
overwhelming. I know, I get it. But it’s 
important to give things a go. Think of 
Kami as one of the baby steps. Start with 
simple small things and go from there.

Every teacher has pdfs and static 
documents that they’ve been printing 
out. This is going to help them basically 
digitise that and substitute everything 
they would have otherwise been printing 
and handing out to everyone. 

Our job is to make it super easy for 
teachers to adopt and to use, not just for 
themselves but for kids, too. We’ve got 
plenty of users at four and five who don’t 
know how to read but are using Kami.

Ultimately, once you start transforming 
the classroom to digital on Kami, it starts 
becoming a lot more fun and engaging. 
You can start adding, for instance, video 
annotation onto documents. If you want 
to show your workings, you can share 
your screen.

Do teachers shape how Kami 
has been developed?
Yes, absolutely. We talk to them daily 
and get feedback all the time. Then we 
react to that feedback. We make 
improvements every day just in response 
to what’s coming in. 

I think that’s one of the main reasons 
why we’re the best digital classroom 
platform because we respond to teacher 
feedback so quickly and effectively.

Can you tell us anything 
about your future plans?
It’s still obviously a very tough time for 
teachers and we want to make sure that 
we continue to support them.

Schools here and around the world have 
invested heavily in devices, 
infrastructure, providing a lot of training 
to teachers. That’s not going anywhere, 
so I think the future is incredibly bright 
for us, to be able to go and ask what 
other solutions and experiences we can 
bring into the classroom, to make the 
classrooms even more engaging, 
interactive and accessible. 

Locally, I just want to see Kami adopted 
as widely as possible. We want to make 
sure we lower all the barriers to using it, 
so that at least in our backyard people 
can truly benefit and have a really 
engaging, interactive classroom. 

We started with 15 people at the 
beginning of the Covid pandemic. Now 
we’re more than 75 – and we’re always 
looking for smart, talented people to join 
our mission. They all have the same 
values and culture of just wanting to do 
the best they can to help the next 
generation of learners. We’re barely 
scratching the surface with 34 million 
students and teachers. There’s a lot of 
transformation that needs to be had. We 
have big ambitions!

Thank you.
Hengjie Wang is Co-founder and CEO of 
Kami and was talking to INTERFACE 
Editor Greg Adams.

More about Kami
Kami is a digital classroom app 
that lets teachers and students 
interact with and collaborate on 
documents and learning resources. 
Based in Auckland, the company was 
founded in 2013 by Hengjie Wang, 
Jordan Thoms, Alliv Samson, and 
Bob Drummond.

For more go to kamiapp.com/blog/
what-is-kami/ or check out tutorials 
and case studies at youtube.com/c/
Kamiapp

Virtual reality helps students to survive bushfires.  
See page 22.

http://kamiapp.com/blog/what-is-kami/
http://kamiapp.com/blog/what-is-kami/
http://youtube.com/c/Kamiapp
http://youtube.com/c/Kamiapp
https://youtu.be/CUeht9YzORQ


What if copyright licensing was centrally 
funded by the Government, therefore 
permanently enabling educators to focus 
on their teaching, supported by any print, 
music and audio-visual resources that 
they want to use? 

ETV believes that access to these 
materials to enhance teaching should be 
available to all educators and all schools. 
To help make this happen, we have set 
up the ‘School Copyright Licensing 
Initiative’ and are asking for your support. 

In many countries, these licences are 
already centrally funded. In Australia and 
the UK, for example, teachers can go 
about their daily teaching safe in the 
knowledge that they’re fully protected 
from any threat of copyright prosecution. 
Licences are purchased for schools by 
their respective governments, making it 

easy and cost effective to access a broad 
array of curated educational content from 
online resource centres (similar to ETV) 
that deliver licensed material to schools. 

Here in New Zealand, however, the 
situation is very different. Copyright 
licences are currently purchased by each 
individual school on a voluntary basis, as 
directed by their Board of Trustees. 

Not fit for purpose 
This is a legacy environment that was 
created under the 1980s ‘Tomorrow’s 
Schools’ policy that, especially in an 
anywhere, anytime post-Covid learning 
environment, is demonstrably no longer 
fit for purpose. That’s why we urgently 
need a centrally funded copyright licence.

Throughout the country, our schools 
proudly proclaim their commitment to 

creating honest, ethical and law-abiding 
citizens of the future, respecting all laws, 
not just the ones that suit. Copyright laws 
are enacted to ensure that the people 
creating content are supported and 
remunerated for their intellectual property. 

Please add your voice to the call for 
centrally-funded copyright licensing at  
bit.ly/copyrightpetition

By Martin Drew, General Manager of 
ETV. Find out more about ETV at etv.nz

Modelling ethical behaviour to your students: 
Why respecting copyright is a big deal 
Each and every day, you and your fellow teachers risk breaking the law by infringing copyright. 
But you can help to change that by adding your voice to the ‘School Copyright Licensing 
Initiative’, which is calling for copyright licensing to be centrally funded by government and 
available free to schools, writes Martin Drew.

Equal access for all teachers and 
students to the digital and physical 
resources needed for teaching  
and learning.

EVERY TEACHER. EVERY SCHOOL.
GOVT FUNDED COPYRIGHT LICENSING

Please add your voice to this call for a 
government-funded copyright licence for all 
schools by signing the petition here.
     
      bit.ly/copyrightpetition
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http://bit.ly/copyrightpetition
http://etv.nz
https://etv.nz/
https://our.actionstation.org.nz/petitions/equal-access-to-resources-for-all-students-govt-funded-copyright-licensing
https://our.actionstation.org.nz/petitions/equal-access-to-resources-for-all-students-govt-funded-copyright-licensing
https://our.actionstation.org.nz/petitions/equal-access-to-resources-for-all-students-govt-funded-copyright-licensing
http://bit.ly/copyrightpetition
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Lincoln Event Centre
Friday 20 May, 2022

Keeping you ahead of the latest digital trends and developments in education.

Presentations 
Workshops 

Exhibition 
Networking

                          LINCOLN DELEGATE GUIDE
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Programme for the Day
Our schedule is a little bit different this year. We are running two, identical half-day sessions.

Morning Session

7.30am:  Doors open. 

  Delegates sign in and explore the 
  exhibition

8.00am – 8.25am: Welcome from INTERFACE

  Short presentations by Network for  
  Learning (N4L), Google for Education  
  and Microsoft

8.30am – 9.10am:  Workshops 1-3 
  Canon, Network for Learning (N4L)  
  and Digital Circus

9.20am – 10.00am:  Workshops 4-6 
  Google for Education, Lenovo and ETV

10.00am – 10.30am:  Morning tea

  Enjoy refreshments, explore the   
  exhibition and catch up with the digital  
  learning community

10.30am – 11.10am:  Workshops 7-9 
  Microsoft, The Museum of Transport  
  and Technology (MOTAT), and   
  impactED

11.15am – 12.00noon: Short presentation by ETV

  Presentation by Google for Education:  
  What is happening behind the scenes to  
  ensure you, your students and your data  
  are secure.

  Wrap-up, prizes, and goodbye

Afternoon Session

12.30pm:  Doors open.

  Delegates sign in and explore the 
  exhibition

1pm – 1.25pm: Welcome from INTERFACE

  Short presentations by Network for  
  Learning (N4L), Google for Education  
  and Microsoft

1.30pm – 2.10pm:  Workshops 1-3 
  Canon, Network for Learning (N4L)  
  and Digital Circus

2.20pm – 3pm:  Workshops 4-6 
  Google for Education, Lenovo and ETV

3pm – 3.30pm:  Afternoon tea

  Enjoy refreshments, explore the   
  exhibition and catch up with the digital  
  learning community

3.30pm – 4.10pm:  Workshops 7-9 
  Microsoft, The Museum of Transport  
  and Technology (MOTAT), and   
  impactED

4.15pm – 5pm: Short presentation by ETV

  Presentation by Google for Education:  
  What is happening behind the scenes to  
  ensure you, your students and your data  
  are secure.

  Wrap-up, prizes, and goodbye

interfacexpo.nz/taupoprogramme2022/

http://interfacexpo.nz/taupoprogramme2022/


Workshops
1-3  8.30am and 1.30pm
1 Canon Getting the best learning experiences with classroom display technology

 Tod Lounge

2 Network for Learning (N4L) Introducing N4L’s new superpower – cybersecurity services

 Habgood Lounge

3 Science Alive Discover Science Alive Ma-tauranga!

 Baylis Lounge

4-6  9.20am and 2.20pm
4 Google for Education Artificial Intelligence (Ai), Machine Learning (Ml) and Google Experiments 

 Baylis Lounge

5 Lenovo LanSchool teaching and classroom management software

 Habgood Lounge

6 ETV Leveraging the potential of ETV, ELINK, EVA for Teaching and Learning

 Tod Lounge

7-9  10.30am and 3.30pm
7 Microsoft How to bring Microsoft’s Inclusive Classroom to your school

 Habgood Lounge

8 MOTAT What to do with your Microcontroller

 Tod Lounge

9 impactED Digital Technologies coherent pathways in action to support Ka-hui wide digital storytelling

 Baylis Lounge
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interfacexpo.nz/workshops2022/

IVEY HALL, LINCOLN UNIVERSITY  SOURCE: WIKIMEDIA COMMONS

http://interfacexpo.nz/workshops2022/


Thanks to our sponsors:

Gold

Silver Plus

Silver

Supporting

Find out more about our sponsors at interfacexpo.nz/sponsors2022/
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Keep in touch  @interfacemag  #xpo22

https://interfaceonline.co.nz/competitions/
http://interfacexpo.nz/sponsors2022/
http://interfacexpo.nz
https://www.impacted.co.nz/
https://etv.nz/
https://www.n4l.co.nz/
https://www.digitalcircus.org.nz/
https://www.motat.nz/
https://www.microsoft.com/en-nz/education
https://www.commscope.com/ 
https://www.canon.co.nz/business/education-solutions
https://twitter.com/Interfacemag 
https://twitter.com/Interfacemag 
https://edu.google.com/intl/ALL_nz/
https://techtoday.lenovo.com/au/en/solutions/education
https://www.activevision.co.nz/
https://www.flexicommercial.com/nz/
https://www.sciencealive.co.nz/
https://www.neweratech.com/nz/
http://usingtechnologybetter.com
https://classtech.co.nz/
http://helpit.co.nz
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BOOKS: PICK FROM 
FOUR TITLES
We have four fab books to give away in this issue. Firstly, 
there’s ‘Computer Coding Games for Kids’, which is a 
step-by-step guide to building computer games using 
Scratch. Then we have ‘The Ultimate Roblox Handbook’, 
with advice, tips and hints for this popular game creation 
platform. Or ‘Win the Game of Googleopoly’ might be more 
your style, as it explores the secret strategies of search 
engines. And lastly, maybe you’ll prefer ‘STEM Junior 
Engineering’, with its engaging explanations of how 40 
things work.
What will it be? The choice is yours. Simply select  
your preferred title when submitting your entry.

Entries close Wednesday 8 June, 2022.

BRAINBOX FM RADIO 
ELECTRONIC KIT
Learn how a radio works with this ‘snap and play’ FM 
Radio Electronic Kit. As with all BrainBox sets, there’s 
no soldering or trimming required as the activity uses 
brightly coloured, simple components with press-stud 
connectors. The radio kit includes: 2 x two-snap 
connectors, 3 x three-snap connectors, 1 x battery 
case, 1 x speaker, 1 x FM IC unit, and 1 x slide switch 
(but you’ll need to provide two AA batteries). Once 
built, tune into FM channels from 88 to 108.
If this prize is on your wavelength, we have one 
available to win.

Entries close Wednesday 8 June, 2022.

WIN@ INTERFACEONLINE.CO.NZWIN@ INTERFACEONLINE.CO.NZ

We have some awesome prizes up for grabs this issue. 

SPIRAL CABLE 
PROTECTOR  
(4-PACK)
 
Charging cables can easily become worn with use, split or 
even break. Give them a helping hand by adding a layer of 
protection with a Spiral Cable Protector. Made from tough 
silica gel, these flexible but durable supportive covers 
wrap around the cable and protect it. When the cable is 
pulled out, the bending force is absorbed by the cover 
instead of the wire, which helps to prevent damage.
There are three packs on offer for your protection, each 
with four covers (colours are random).

Entries close Wednesday 
8 June, 2022.

To enter any of the competitions just go to our website.

MINI USB VACUUM
 
Are things like dust, crumbs and hairs accumulating on 
and around your keyboard and computer? Keep things 
all clean and tidy with a Mini USB Vacuum. Powered 
directly from a USB port, this nifty device comes with 
two attachments: a flat, bristle brush head for general 
surface cleaning; and rubber suction head for getting 
between keys, and into gaps and crevices. There are also 
two power settings to choose, so you can get a little 
extra suck if required.
We have two mini vacuums up for grabs 
(green colour only). Make sure you 
clean up by entering on our 
website.

Entries close Wednesday  
8 June, 2022.

3to 
WIN!

4to 
WIN!

2to 
WIN!

1to WIN!

https://interfaceonline.co.nz/competitions/
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Still haven’t found what you’re 
looking for?
“Just Google it!” How often have you heard (or said) that? Sometimes it’ll work; other times 
results won’t turn out quite as expected. Finding information online can be a challenge, 
requiring skills like digital literacy, problem solving, critical thinking, and persistence. Here 
we explore some of the secrets to successful online searching.
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http://INTERFACEonline.CO.NZ
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From news stories to cheap deals, images 
to classroom resources, searching for stuff 
online is something we all do most days.  

Trouble is, we don’t always find what 
we’re looking for. And that’s hardly 
surprising as there’s an awful lot of data 
accessible on the worldwide web. Various 
numbers are bandied about – it’s not the 
easiest thing to measure but we’re looking 
at anywhere between 40 and 90 
zettabytes of data. (A zettabyte is about a 
trillion gigabytes.)

So, imagine the challenge facing students 
to go online and research for a project, 
essay, story or presentation. Sure, they 
busily click away, flicking from page to 
page but are they finding the useful and 
accurate information they actually need?

Search engines
Thankfully, there’s a huge helping hand in 
the shape of search engines. The clue’s in 
the name, of course. These are software 
programs designed to help you find 
information online, usually through 
keywords and phrases. (Keywords, aka 
focus words, are words that best describe 
the content you’re looking for.) Generally, 
search engines work by scanning the 
internet, indexing what they find and 
matching results to your search.

When we think of search engines, the 
first one that comes to mind is almost 
certainly Google. And that’s no surprise 
given that it performs about 85 per cent 
of all online searches. If you were 
wondering just  how many searches, it’s 
around 63,000 per second.

Microsoft’s Bing is second (about seven 
per cent). It’s similar to Google to use. It’s 
full of internal features – like translation 
and currency conversion – plus, the daily 
background images offer a changing 
visual experience. 

Yahoo and Baidu are next (about three 
per cent each). One of the oldest 
surviving engines, Yahoo’s prevailed by 
offering a broader portal service, including 
news, shopping and games. Baidu is 

popular in China. Yandex, Ask and 
DuckDuckGo round out the top seven 
searchers. 

DuckDuckGo 
(duckduckgo.com) is 
an interesting one. Its 
key selling point is 
that it provides 
private, untracked 
searches (whereas Google and Bing, for 
example, will track your search history). A 
potential benefit to students is that by not 
tracking search habits, DuckDuckGo’s 
search results are not influenced by a 
user’s past search and click histories. It 
also has a useful feature called ‘bangs’, 
which allows you to search directly within 
another website.

Tips for top searches
Online searching can be intuitive, a 
process of elimination, guesswork or just 
plain luck. It may take a few tries and 
some rewording to find the answer. A 
quick online search (no, the irony of this 
statement isn’t lost on us) reveals plenty 
of advice and recommendations for 
successful online searching. 

Google offers some tried-and-tested ‘tips’ 
that offer a good place to start.

1. Use keywords: Choosing the right 
words to search with can make all the 
difference between finding or not the 
answer you seek. Keep the order of 
the words as precise and accurate as 
possible. The more keywords used in 
your search the better. Imagine 
describing something to a friend. The 
more descriptive you are, the better 
they’ll understand.

2. Avoid irrelevant words: Don’t use 
smaller words that don’t add to your 
description, such as ‘the’, ‘and’, ‘but’, 
‘in’, and ‘with’. They simply slow down 
the search process. Google calls these 
Stop Words. If you do need to use one 
in the search description add a ‘+’ in 
front, with a space before it.

3. Similar words: There can be many 

ways to describe the thing you’re 
searching for. In Google, to search for 
a keyword and words similar to it, use 
‘~’ before the word in question and it 
will search for all synonymous words.

4. Exclude words: You can exclude 
results that contain a particular word 
or phrase by using the ‘minus’ symbol. 
For example, you might be searching 
the word ‘court’ (the legal location) 
and want to exclude tennis courts, so 
search ‘court -tennis’.

5. Search within your search: If your 
Google search generates way too many 
results, scroll down to the bottom of 
the page and click on the ‘Search 
within results’ link. A new search box 
will pop up and allow you to enter 
another search of the results.

Unexpected engines
When is a search engine not a search 
engine? A number of popular sites can act 
as de facto search engines, as they have 
so much content that simply searching 
them will provide plenty of useful results. 

YouTube is a prime example. Being by far 
the biggest video streaming site, it’s a 
great place to search for video content. 
Khan Academy (khanacademy.org) is one 
of the best sources of maths, science and 
other school subjects. Just ask a question 
to see a selection of related information. 

Internet Archive (archive.org) is an 
enormous, searchable online library of 
webpages (625 billion), books (38 
million), audio recordings (14 million, 
including 240,000 live concerts), videos 
(seven million), images (four million) and 
software (790,000 programs). Likewise, 
Wikipedia (en.wikipedia.org) has a vast 
database of information to explore easily 
and quickly, with more than six million 
English-language articles and 600 new 
articles added every day.  

You can search for a host of company, 
business and employment information on 
LinkedIn (linkedin.com). For images try 
Pinterest (pinterest.nz).

Amazing the things you find 
when you bother to search for them.

SACAGAWEA, EXPLORER   

http://duckduckgo.com
http://khanacademy.org
http://archive.org
http://en.wikipedia.org
http://linkedin.com
http://pinterest.nz
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The same can be said of most social 
media sites. Twitter, Facebook and 
Instagram allow users to search for 
content on their sites. 

Specialised search
There are search engines that specialise 
in defined topics (you may hear them 
called vertical or niche search engines). 
Generally, they list only webpages that 
fall within their area of interest, which 
makes them far more efficient if you’re 
searching for something specific.

Wolfram Alpha (wolframalpha.com) 
describes itself as a ‘computational’ 
search engine – it doesn’t just search but 
it analyses results based on its built-in 
data, algorithms and machine learning 
methods. It’s probably best known for 
providing the answers to maths 
problems. However, there are sections on 
other subjects like science, technology, 
culture, and arts, that you can browse 
through.

Still with maths, you can ask questions 
on Search On Math (searchonmath.com), 
which will run your search through 11 
million formulas on a variety of maths-
related websites to come up with some 
answers.

Get The Research (gettheresearch.org) 
focuses on helping people find academic 
articles. On Creative Commons 
(creativecommons.org), you can find 

information on copyright licences.

PDR (pdr.net), or Prescribers’ Digital 
Reference, will search for any drug and 
show why it’s used, common brand 
names, dosage details, storage 
considerations, and more. If you’re stuck 
for the meaning of a word or an acronym, 
MetGlossary (metaglossary.com) may 
have the answer among its database of 
2,000,000 terms and phrases. 
Manybooks (manybooks.net) has 
catalogued more than 50,000 public 
domain books for you to explore, 
download and read. TinEye (tineye.com) 
will conduct reverse image searches.

There are sites for finding mentions, 
users, and trends across several social 
media sites, such as Social Searcher 
(social-searcher.com), Mentionlytics 
(mentionlytics.com) and Social Mention 
(socialmention.com).

Google itself has several specialised sites 
where you can search for specific things, 
including Google Books (books.google.
com) and Google Scholar (scholar.google.
com).

Kid-friendly searching
As we are all well aware, there are 
inappropriate sites and materials 
scattered across the internet. Most 
schools have filters. Network for Learning 
(N4L), the company that operates the 
fast and safe managed network 
connecting schools across the country, 
has your back, too. It blocks some 45 
million potentially dangerous and 
distracting websites at schools every 
day. We’re also lucky to have Netsafe 
(netsafe.org.nz) and the expert advice 
and detailed information about online 
safety it provides. 

Google and Bing both have safe search 
settings and YouTube has a restricted 
mode that can be activated to help 
protect students from inappropriate 
content and stop them viewing pages 
you don’t want them to see.

For younger users, there are kid-friendly 
search engines, designed to allow access 

free classroom resources.  
See File Share on pages 20 and 21

Layers of the web 
Surface Web (Visible Web): This is 
the regular internet. The place where 
most of us work, rest and play. It’s 
what we generally understand be the 
web and where traditional search 
engines crawl and index sites.

Deep Web (Invisible Web): This is 
an umbrella term for parts of the 
internet not fully accessible using 
standard search engines. It’s 
considered to be far bigger than the 
surface web, possibly containing as 
much as 90 per cent of online 
information. Where the deep web is 
concerned, the conversation often 
turns to nefarious or malicious uses. 
However, that’s not necessarily the 
case as it’s the online home to many 
innocent (and useful) pages. The 
deep web includes pages without 
links to other sites (which is the basic 
principle behind how search engines 
manage to work), as well as private 
databases, archived pages, servers, 
and programs. Your personal banking 
screen, checkout and payment 
redirections, and web-based email 
inbox are all part of the deep web. 

Dark Web: You’ve heard about it in 
the news and the movies. The dark 
web is arguably a subset of the deep 
web and this is where things get 
shadier. It’s information that is 
deliberately hidden and encrypted 
– more than half the dark web is 
believed to be for illicit and criminal 
activities, such as drugs and weapon 
sales, hacked data, stolen goods, etc. 
Regular browsers can’t access dark 
web websites, as they use what’s 
called The Onion Router hidden 
service protocol. A specialised 
browser is required to gain access, 
like Tor (torproject.org).
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free classroom resources.  
See File Share on pages 20 and 21

only to safe and moderated content. 
Examples include Kiddle (kiddle.co), Safe 
Search Kids (safesearchkids.com), Kid 
Info (kidinfo.com), and KidzSearch 
(kidzsearch.com).

But remember, as good as these tools 
are, none are fool-proof or a replacement 
for education and supervision.

Invisible search (for the things 
that Google, Bing and Yahoo 
can’t find)
While Google and the like are great for 
regular, every day searching, they can’t 
find everything. There’s a deep and 
invisible web that’s less accessible and 
requires a different ways to navigate it.   

Is it illegal to go on the deep and dark 
web? No, accessing it is not illegal – what 
you do there is another matter. In fact, 
some uses are perfectly legal and using 
this hidden part of the web offers 
benefits, including user anonymity, 
privacy and untraceable sites.

Accessing the deep web is a way to find 
information that’s off limits to regular 
searches. While some information is 
private, quite a lot is simply archived and 
stored data – like public records, journals, 
community databases, and government 
information – webpages in draft or being 
designed, and intranets.

There are a number of tools for searching 
the deep web.

With Wayback Machine (archive.org/
web/) you can look at the history of any 
public site. There are more than 681 
billion webpages saved over time to 
explore.

The Directory of Open Access Journals, 
DOAJ (doaj.org) has more than 11,800 
journals available, across 80 languages 
from 126 different countries. Subjects 
include education, history, medicine, law, 
science, technology, and more.

Search historical newspaper archives with 
Elephind (elephind.com). With more than 
3.8 million newspapers available across 
4,300 different titles, there are some 200 
million archives at your fingertips.

WorldCat (worldcat.org) is a catalogue of 
library collections. You can search for 
books, music, video, articles and more. 

The National Security Archive (nsarchive.
gwu.edu) will find declassified documents 
and other data regarding U.S. national 
security, foreign policy, military history, 

and more.

8 things you may not know about  search
1. Google automatically puts an ‘and’ in between words you search. So, if you’ve 

entered two words into the search bar, it will assume that you want results with 
both words. To look for pages that include one word or another, but not both, 
use ‘or’ in between words. 

2. Find definitions by prefacing the word(s) you’re trying to define with the word 
‘define’. For example, you could type ‘define: online search’. You can also 
add ‘etymology’ before a word to see its origins.

3. There is a built-in calculator for performing basic maths. To launch it, simply 
type in the equation – like ‘4 + 13’ or ‘square root 24’ – or search for 
‘Calculator’. Google will also perform unit conversions, like ‘30km in miles’. Once 
this function is open, you can choose a variety of measurements (such as area, 
temperature, speed or volume) and their respective units.

4. Google’s spellcheck automatically uses the most common spelling of a given 
word regardless of your misspelling, typos, or regional spelling. Also, capitals 
don’t matter. ‘New Zealand’ and ‘new zealand’ will give the same results.

5. You can search social media posts by putting ‘@’ in front of your keyword (other 
results will follow as usual underneath). Or if hashtags are what you’re interested 
in, simply put # in front of your keyword.  

6. Need a timer in class for a test or activity? If you want a five-minute countdown, 
in the search bar, type ‘set timer for 5 minutes’. For other lengths of time, 
change the value. For a stopwatch, search ‘stopwatch’ – or select the appropriate 
tab as the timer/stopwatch function is the same window.  

7. Wondering about tomorrow’s weather? Find out by searching ‘weather’ to see 
what it’ll be like in your location. Or add a city/town name, like ‘weather 
dunedin’, to find the forecast for a certain place.

8. An IP address is a unique code that identifies a device on the internet or a local 
network. IP stands for ‘Internet Protocol’, which is the set of rules governing the 
format of transmitted data. To find yours, simply type ‘what’s my IP’ and Google 
will show what it sees as your public IP address.

Obstacles to navigate
There’s a wealth of information online and 
plenty of tools to help us find what we’re 
looking for. However, some obstacles 
remain for students (and teachers) to 
navigate, things like:

•  What search terms to use;

•  What results to click;

•  Evaluating what information 
is reliable, credible, relevant and 
student friendly; and 

•  Processing information

On top of these, some students face 
further challenges, from limited internet 
access to language barriers to learning 
difficulties – and, of course, just general 
digital literacy skills.

Successful searching is a skill that needs 
to be nurtured. Offer students 
opportunities to practise, and provide 
guidance and feedback as needed. 
Google Search Education (google.com/
intl/en-us/insidesearch/searcheducation/) 
has resources to help your students 
become more skilled at searching – 

whether they’re just starting out with 
search or ready for more advanced 
training.

If you want to improve your own search 
skills – everyone thinks they can search 
but we could probably all do it better – 
there’s plenty of advice online. Naturally, 
Google has a course for that, too – Power 
Searching with Google (coursebuilder.
withgoogle.com/sample/course), a 
self-paced class that will have you finding 
facts faster than you ever thought 
possible.

Being able to search online efficiently and 
effectively is an essential, modern-day 
skill everyone needs – and it’s becoming 
ever more so in our increasingly 
information-saturated world. 

There’s no need to climb highest 
mountains and run through fields (to 
continue the U2 theme from the 
headline), you just need to take the time 
to hone your search skills and you’ll soon 
find what you’re looking for. 

Compiled by the INTERFACE team.

Competition: Show us what you and your 
students can do in Minecraft. Page 23.

http://kiddle.co
http://safesearchkids.com
http://kidinfo.com
http://kidzsearch.com
http://archive.org/web/
http://archive.org/web/
http://doaj.org
http://elephind.com
http://worldcat.org
http://nsarchive.gwu.edu
http://nsarchive.gwu.edu
http://google.com/intl/en-us/insidesearch/searcheducation/
http://google.com/intl/en-us/insidesearch/searcheducation/
http://coursebuilder.withgoogle.com/sample/course
http://coursebuilder.withgoogle.com/sample/course
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AdLit (adlit.org) offers information for 
educators of struggling adolescent 
readers and writers. The site shares 
different teaching strategies, reports and 
guides, toolkits, booklists, and articles, 
as well as a multimedia library of free, 
research-based resources. These include 
videos of classroom lessons related to 
teaching literacy.

From providing sustainable food and 
water to building healthy cities, The 
Nature Conservancy’s Nature Lab  
(bit.ly/naturelabplatform) tackles 
wide-ranging environmental issues 
through lesson plans, videos and 
activities, or go on virtual field trips. 
Most come with resources and helpful 
teacher guides.

Boddle Learning (boddlelearning.com) 
is an interactive 3D maths app for Years 
1-6. Learning alongside bottle-headed 
game avatars, students complete 
questions and lessons. Set up a 
classroom, add students and then follow 
their progress, identify learning gaps 
and see overall usage.

Teach Your Monster to Read 
(teachyourmonster.org) is a literacy 
game. Students create a monster and go 
on a journey through three game 
scenarios meeting a host of characters 
along the way. As they progress, they 
improve their reading skills, from letter 
identification and sounds to reading full 
sentences. 

A SELECTION OF FILE SHARE RESOURCES IS ALSO LISTED UNDER ‘FREE STUFF’ AT INTERFACEONLINE.CO.NZ

Teach geometric proofs with 
CanFigureIt (canfigureit.com). This 
interactive tool and workspace for 
exploring and learning about geometric 
proofs, deductive reasoning and problem 
solving, offers lesson plans, printable 
guides, webinars, and video tutorials. 
Follow students progress and 
performance from a teacher dashboard.

WWF’s Wild Classroom (worldwildlife.
org/teaching-resources) offers 
educational resources for teachers to 
help kids explore and understand the 
world around them. It includes games, 
videos, lesson, and toolkits, which 
feature guides and activities on some of 
the organisation’s priority species and 
conservation goals.
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NATURE
The National Audubon Society protects 
birds and their habitats throughout the 
Americas using science, advocacy, 
education, and on-the-ground 
conservation. Audubon for Kids (bit.ly/
audubonforkids) offers a range of videos, 
games, activities, and lessons to learn 
and inspire students about birds. 

MATHSREADING
Reading Bear (readingbear.org) teaches 
early readers more than 1,200 
vocabulary items and all the main 
phonetic patterns of English. There are 
50 presentations to choose from, each 
playable either as a video or as an 
interactive slideshow. As sounds are 
pronounced, the corresponding letters 
are highlighted.

From fractions to measurements, 
rounding to algebra, Dad’s Worksheets 
(dadsworksheets.com) has nearly 
10,000 maths-related worksheets. The 
site also offers printable tables and 
charts, plus multiple interactive 
calculators for long division, factoring, 
degrees to radians, roman numeral 
conversion, and more.

http://adlit.org
https://www.nature.org/en-us/about-us/who-we-are/how-we-work/youth-engagement/nature-lab
https://www.nature.org/en-us/about-us/who-we-are/how-we-work/youth-engagement/nature-lab
http://boddlelearning.com
http://teachyourmonster.org
http://teachyourmonster.org
http://readingbear.org
http://dadsworksheets.com
http://boddlelearning.com
http://adlit.org
https://www.nature.org/en-us/about-us/who-we-are/how-we-work/youth-engagement/nature-lab
http://interfaceonline.co.nz
http://canfigureit.com
http://worldwildlife.org/teaching-resources
http://worldwildlife.org/teaching-resources
http://canfigureit.com
http://worldwildlife.org/teaching-resources
http://teachyourmonster.org
http://interfaceonline.co.nz
https://www.audubon.org/get-outside/activities/audubon-for-kids
https://www.audubon.org/get-outside/activities/audubon-for-kids
https://www.audubon.org/get-outside/activities/audubon-for-kids
http://readingbear.org
https://youtu.be/qy7PtOWC3IY
https://youtu.be/_5KxqdsUWV4
https://youtu.be/dug8EB5yFNM
https://youtu.be/sCOoOB-Xbd0
https://youtu.be/9ciqWNYqfCc
https://youtu.be/eMkKMXnJC_A
http://dadsworksheets.com
http://dadsworksheets.com
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GAMES
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Create awesome animated journeys on a 
world map with Mult (mult.dev). You 
need an account to create and save your 
map. Search for and add your city 
locations to the 3D globe – up to nine. 
Choose the title, background colour 
scheme, shape, speed, and distance unit 
(km or mi). When you’re done, embed, 
download or share.

Learn about nutrition and healthy 
eating with My Plate Match Game  
(bit.ly/myplatematchgame). This simple, 
interactive game is built around the 
main food groups (fruits, vegetables, 
protein, dairy and grains). Players 
choose foods from these to learn how 
much of each to eat is good for healthy 
living.

Create a poster, meme, thumbnail, 
sticker, logo, business card, and more, all 
with PicFont (picfont.com). Start by 
uploading your image or choosing your 
design/dimensions. Use the editor to add 
and format text, change colours, 
customise and move elements, and add 
effects. Download the result. 

Economics Games (economics-games.
com) has 14 simulations and 48 
multiplayer games to help students 
learn microeconomics and industrial 
organisation. Choose the game – topics 
include competition, pricing and trading 
– enter the number of players and share 
the login. Observe and debrief through 
your interface.

Lywi (lywi.com) looks like an intuitive 
tool for creating simple comic strips. Set 
the background, then add content from 
Stickers (pop art images), Bubbles, Text, 
and Shapes. The editing tools also 
provide all the usual options to re-size, 
rotate, draw, and crop. Save the image as 
a .png file, share and enjoy. 

Add a voiceover to a video with 
Text2VoiceOver (text2voiceover.com). 
Select the ‘Create Voiceover’ and choose 
the video (either a YouTube link or from 
your device). Once loaded, decide on the 
location for your voiceover and follow 
directions for adding text and one of the 
15 voice and 13 language options.

ClassroomQ (classroomq.com) lets you 
organise and manage your students’ 
questions and queries. Start a session 
and get a class code. Students enter their 
name and the code. When they need 
assistance, they simply click the red 
button. You see a list in the order of help 
requested – students can also cancel 
their request. 

Bing Fun (bing.com/fun) has a great 
selection of fun and engaging puzzles 
and mini games. Scroll down the page to 
choose from options like sudoku, chess, 
matching cards, sliding tiles, and jigsaw. 
There are also quizzes on current news, 
celebrities and geography, most with 
several difficulty levels.

Try your hand at podcasting with the 
help of Vodited (vodited.com). Once 
you’ve recorded your podcast, upload 
your audio (supported files include WAV, 
M4A and MP3). The site creates a 
transcript that you can edit like a Word 
document. It then automatically edits 
the audio. Apply for access to the Beta.
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WHAT IS THIS? Wherever you see this symbol it means there’s a video to watch on  
                                             the resource. Simply click and view. Or visit our YouTube channel.

http://mult.dev
https://www.healthyeating.org/products-and-activities/games-activities/myplate
https://www.healthyeating.org/products-and-activities/games-activities/myplate
http://picfont.com
http://economics-games.com
http://economics-games.com
http://lywi.com
http://text2voiceover.com
http://classroomq.com
http://bing.com/fun
http://economics-games.com
http://mult.dev
http://picfont.com
https://www.healthyeating.org/products-and-activities/games-activities/myplate
http://vodited.com
http://bing.com/fun
http://lywi.com
http://classroomq.com
http://vodited.com
http://text2voiceover.com
https://youtu.be/RUkpEuPYa0c
http://interfaceonline.co.nz
https://youtu.be/_6p7Ljv1-ms
https://www.youtube.com/user/INTERFACEMagazine
https://youtu.be/hbYEvSjSQpI
https://youtu.be/lK7mSvHtato
https://youtu.be/J55NF85lqww
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Using virtual reality to teach 
students to survive bushfires
Being placed in the path of a raging bushfire may not be a conventional way for students 
to learn the skills needed to deal with emergency situations. But that’s exactly what 
researchers in Australia are doing thanks to a new virtual reality (VR) experience.

For those living in South Australia, the 
driest region in the driest country in the 
world, bushfires are an unfortunate and 
regular part of life. 

Learning how to survive the threat of fire 
is vitally important and a new virtual 
reality experience developed by scientists 
at the University of South Australia is 
helping students to learn how to be safer 
in a bushfire incident.

Focusing on students in Years 5-7, the 
program presents a scenario where they 
are tasked to look after a friend’s dog just 
before a fire event begins. They participate 
in a series of problem-solving activities to 
help save and protect themselves and the 
dog.

Feeling confident
Published last month, the results from the 
PhD research project demonstrate how 
immersive VR experiences can deliver 
positive learning outcomes. Among the 
findings, more than 80 per cent of 
students agreed or strongly agreed that 
they felt more confident to calmly 
evaluate the options and make wise 
decisions to protect themselves from a 
bushfire. This compares to 91 per cent of 
participants originally lacking any 
knowledge of fires, and 67 per cent 
saying that they were too young to make 
safety decisions in a fire.

“VR has enormous potential to teach 
children about emergencies,” said 
Professor Delene Weber, who supervised 
the research. “As digital natives, they’re 
engaged by technology, so when it’s 
immersive – as it is with VR – they can 
experience events realistically, yet within 
safe parameters 

“In this scenario, we applied best practice 
in terms of VR and educational design, 
showing how the technology can achieve 
higher order learning skills, such as 
analysis and application of information to 
a new situation. And we tested the 
effectiveness on one of the most 
vulnerable groups, children. 

“Because they have fewer life experiences 
to build resilience, aren’t as physically 
strong, and are less likely to have learned 
much about bushfire safety, they’re often 
most at risk. Yet the capacity for children 
to contribute to bushfire safety at their 
household level should not be 
underestimated.

“They do not need to be passive victims 
of disasters and with purpose-built virtual 
reality experiences such as these, we can 
help empower children to understand the 
risks but realise they can help.”

Disaster scenarios
The researchers believe that virtual reality 
experiences can have enormous potential 
to engage, educate and empower younger 
generations – and potentially be used for 
other disaster scenarios, including floods 
and war environments.

“Virtual reality is empowering children to 
understand how their can control aspects 
within a disaster or can cope by themselves, 
and it helps them build their confidence 
so that they can contribute positively 
rather than being afraid,” added Weber.

“This technology could easily be applied 
to other disasters, such as floods and 
wars, which is particularly pertinent now 
with extreme floods still affecting New 
South Wales and Queensland, and the 

atrocities of war occurring in Ukraine.

“There’s certainly no reason you wouldn’t 
get the same positive results when 
focused on different traumatic events 
– although the more predictable the 
processes are, the easier it would be for 
designers to create a relevant scenario.”

The scientists are also hoping to 
investigate VR education scenarios for 
teenagers and young adults.

“Building competencies and resilience in 
young people of all ages is vital for their 
ability to survive in disaster situations – 
nothing in life is guaranteed, but we want 
to make sure that our children are given 
the very best chance.

“Well-designed VR can provide an 
opportunity for children to apply newly 
acquired knowledge, reinforce their learnt 
concepts, and enable immediate feedback 
- all incredibly valuable learning tools.”  

Source: University of South Australia,  
bit.ly/bushfirevr

Wanted: Your e-adventures in the classroom.  Got a story to tell about  
teaching with tech? Just drop us a line at comment@interfacemagazine.co.nz

LINE OF FIRE: STUDENTS TESTING THE PROGRAM 
AT MAWSON LAKES PRIMARY SCHOOL.

http://interfaceonline.co.nz
https://journals.sagepub.com/doi/abs/10.1177/07356331211054569
mailto:comment@interfacemagazine.co.nz
https://youtu.be/1zP4BI2Qsbk
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We know you’re doing some awesome things with Minecraft Education Edition.  

Now’s the time share your success. Simply tell us about a project you’ve been doing  
in class with Minecraft. 

 
Your challenge is to ‘Build a Better Future’. Come up with a creation in Minecraft that 
helps to protect our environment. From sustainable living to fighting climate change to 

tackling plastic pollution, the choice is yours!

WIN some awesome prizes, including a #StikBot Zanimation Studio.  
PLUS, get the bragging rights as the best Minecrafters in the country.

Entries close Friday 8 July (end of Term 2).

For full details and entry forms go to
interfaceonline.co.nz/minecraft2022

More on Minecraft Education Edition at 
education.minecraft.net

http://interfaceonline.co.nz/minecraft2022
http://education.minecraft.net
https://youtu.be/AZ7AcvbebKo


http://thinkfwd.co.nz/education

