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We are the RTO, we write the 

course content that is Mapped 
RSG develop the VR as a 

learning resource for our 

Course content 

Subject Matter & Industry Experts 

that we are working with to develop 

notes that reflect skills required in the 

industry currently and in the future

Subject Matter & Industry Experts 

that also provide BIM & eCosting

models for us to include in the 

course 

Provide feedback in the 

development of the notes & will 

demo VR in classrooms

Melb Uni are evaluating the 

training materials and a review 

of the VR as a learning tool 

versus traditional learning 

Ensure our notes are mapped 

and compliant. Ensure 

Assessment is compliant
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provide advice on the way 

students engage and store 

information whilst they learn
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Project Partners



Victorian Government provided 

funding for the Maker Project under 

the Workplace Training Innovation 

Fund (WTIF). We will use this 

funding for the development of 

assets and distribution. 

The goal of the fund is to increase 

“productivity in the workplace and 

ensuring existing workers and 

students looking to enter the 

workforce have the skills they need 

to take up jobs in new and 

emerging industries”
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This has come to us from industry and TAFE feedback 

Increased Rates of 
Completion 

Better site safety 
skills

Increase 
enrolments

Job Ready 
Qualifications

Increased industry
required skills

Increased Skills, 
Retention & Productivity
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The Maker Immersion Project 
was Initiated to provide solutions 

to the problems in construction training



The Maker Immersion Training Program is an integrated set of resources to deliver the Cert. IV & Diploma in 
Building & Construction that are designed to be taught through TAFE’s.

It includes a full set of notes with the Units of Competency clustered into modules, with topics that are mapped 
down to the criteria required against Australian VET accredited training packages. 

The course incorporates scenario-based learning opportunities using Virtual Reality scenarios, and real examples 
in the notes and case studies to underpin the learnings required. 

The kit includes the following educational resources:

Mapped Notes Virtual Reality 
Scenarios 

Assessments Trainer Guide Student Guide Quizzes XBook 
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Our Program of Training



O
ve

rv
ie

w
 o

f 
C

o
u

rs
e

 M
o

d
u

le
s

19/08/2019 Copyright © Exner Education Pty Ltd 2019 7

Course  Notes 
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• Our notes are written by Industry with TAFES for industry ready graduates, they have been designed to match 
the natural rollout of tasks on a worksite  

• They cover the entirety of all units of competencies in the module 
• The full set of notes is more like a textbook that works as a reference document for both the student and the 

trainer 
• In addition trainers are able to use the notes as a reference document and select different components to suit 

the individual trainer’s delivery approach 
• They are mapped against ASQA training packages and accredited training packages 
• Our notes will cover a range of information for those who have no site experience and will allow the 

opportunity for more experienced student to move through to more relevant sections 

The notes include the following: 
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Course Notes
Course  Notes 

Mapped Notes Virtual Reality 
Scenarios 

Assessments Trainer Guide Student Guide Quizzes



Course Notes Sample Pages
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Course  Notes 



• There are two types of VR, Immersive & Interactive used in the course at different times, though not each 
module has VR

• Immersive VR requires the student to be seated and generally the student is introduced to key learning 
outcomes, or a base understanding is established that needs to be introduced early in the module  

• Interactive VR involves the student’s participation in a room scale VR, that will require them to stand in a 2.5m x 
2.5m space where they will be able to move around and interact with a worksite or simulated situation, 
physically picking up objects and interact with virtual workers. It allows students to test their skills in a safe 
environment without risk or fear of failure.

• VR can be used to demonstrate competency by the student .
• VR can be used as a training tool or assessment, however at this stage it is used as a formative assessment only 

as it has not yet been deemed a summative assessment tool.

The VR activities include the following: 
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Virtual Reality

Interactive VRImmersive VRDiscussion TelemetryMapping

Virtual Reality  
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Video of Interactive 
Video
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Video of Immersive 
Video



• Provides the trainer with the notes and unit of competency mapping

• Recommended activities 

• Recommendations of when immersive VR and interactive VR should be utilised by the trainer

• Lead ins to VR so the learnings from the experience are achieved

• Lead outs of VR to ensure that the information was viewed or experienced 

• Guided questions at the conclusion to ensure appropriate learnings have taken place

• Assessment Marking guide 

The Trainer Guide includes the following: 
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Trainer Guide

DiscussionActivitiesLead OutLead In Mapping

Trainer Guide



Quizzes
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Quiz 



• Provides an engaging reading experience for students.
• The XBook is delivered via a Learning Management System (LMS) SCORM package that is easily loaded onto all 

LMS programs, including Canvas, Moodle, Blackboard and Bright Space. 
• The XBook is the complete version of the notes accessed via tablet, computer or phone. 
• XBook presents key learning outcomes in an electronic environment with multiple interactive elements 

including 360° images, widgets, cartoons, video and animations to enhance the learning experience and 
retention of information

• There is an ability to search, highlight, bookmark and make notes which are saved and easily accessed every 
time opened.

• Student will receive a score at completion of the quiz 

The XBook includes the following: 

19/08/2019 Copyright © Exner Education Pty Ltd 2019 16

XBook

Viewable PlansWidgetsImagesVideo'sMapped NotesAnnotate

XBook



XBook Functionality 
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Table of contents 
that allows you to 
click onto 
relevant chapter

Store notes 
highlights & 
bookmarks Search by 

chapter or 
entire book 

Adjust viewing 
setting 

Ability to 
bookmark

Ability to make notes 

360-degree images of VR scenarios 

XBook
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Module 11 – The Maker Kit 

To combine the skills learnt and the opportunity to apply them to a practical project, using the previous 8 (for 

Certificate IV) or 10 (for the diploma) modules studied, the students use either Module 11 or other simulated work 

area. 

Application of materials and equipment that would normally be used on a construction project, adds to the realism 

of the practical component.  Building a three-sided, single level room, negates the need for a building permit and 

eliminates exposure to several on-site hazards and risks such as working at heights. 

Tools required will include: 

LaddersNail gunsSmall tools
PPE safety 
equipment

The Maker Kit  
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How we have reached out to industry?

2018 NATIONAL VET 
CONFERENCE 2018 WORLD VET CONGRESS 

Presentation & Exhibitor Presentation & Exhibitor 

INDUSTRY SHOWCASE TRADING PLACES PUBLICATION

Editorial Feature Exhibitor 
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Who we have spoken to? 

SWINBURNE CAMPUSES
HOLMESGLEN TRAINERS 

& STUDENTS QLD TAFE MONASH UNIVERSITY

We have also spoken to Box Hill Institute, Chisholm, Victoria Polytechnic & Federation University among others. Their 
feedback has been essential in developing our educational tools, particularly the notes, the VR experiences and the 

XBook to ensure they reflect current industry practices and are accepted as both realistic and best practice. 



19/08/2019 Copyright © Exner Education Pty Ltd 2019 21

Disclaimer and Copyright©

All examples provided in this material are for educational and 
training purposes. The material provided is not suitable as 
professional advice and users should obtain appropriate 
professional advice, representation or consult local authorities in 
their relevant jurisdiction.  

The Maker Immersion Project does not provide representation or 
warranty regarding the accuracy, currency or completeness of any 
third-party information provided.  Third party information 
provided in this material has been included in good faith and does 
not necessarily reflect the views of such party or indicate a 
commitment or completeness of a course of action. 

To the maximum extent permitted by law, The Maker Immersion 
Project, accepts no liability for any loss resulting from any errors, 
misstatements or omissions in any of the included material or any 
action or failure to act by any person or reliance made on any 
information or examples provided in this material.  

DISCLAIMER

© 2019 Exner Education Pty Ltd and Real Serious Games Pty Ltd

The information contained in this document is proprietary and 
covered by Australian copyright laws and subject to the Copyright 
Act 1968 (Cth).

This document, training structure, training program, integration, 
images, logos, icons and figures are all owned and copyrighted by 
© 2019 Exner Education Pty Ltd and Real Serious Games Pty Ltd, or 
used under the owner’s authorisation. 

If you are not the intended recipient, please note that any use or 
circulation of this document is not permitted.

The Maker Immersion Project is committed to upholding the rights 
of copyright owners.  If you believe any material breaches a 
contract or licence or constitutes a copyright infringement, please 
notify Exner Education Pty Ltd for immediate rectification.

COPYRIGHT ©
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QUESTIONS


