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Teacher Resource Guide
The goal of the Invictus Games Sydney 2018 Education Project is to promote school and student engagement with the Invictus Games Sydney 2018 and to develop teaching and learning resources immediately associated with the Invictus Games through collaboration with the NSW Department of Premier and Cabinet (DPC) and other internal and external agencies. The development and delivery of the Invictus Games Sydney 2018 Education Project (IGEP) strategy will develop sophisticated curriculum materials and will explore themes which underpin the Invictus Games including inclusion, resilience, and service. 
The key outcomes of the Invictus Games Sydney 2018 Education Project are to:
· Deliver high quality curriculum materials immediately associated with the Invictus Games and linked to the NSW syllabus.
· Provide innovative virtual learning experiences to maximise access for NSW public schools.
· Design contemporary curriculum materials for future learning as a legacy of the Invictus Games Sydney 2018.
The IGEP will raise student awareness of the historical and modern contributions of our military service and through the themes of the Invictus Games, students will learn and explore what tools can help heal their physical and psychological wounds.
The basic foundation the IGEP is to establish and maintain the integrity of the key themes of Invictus Games with the flexibility to allow teachers to extend learning tasks to meet the needs of their students. The concept incorporates cross-curricular, KLA specific and extension tasks stemming from central inquiry based tasks. 
Learning Design and Core themes
The project incorporates a design thinking methodology to present a student-centred learning cycle linked to the Invictus Games Sydney 2018 and the associated themes.
The IGEP aims to explore the power of the Invictus Games through education and focusses on three core themes:
· INCLUSION
· RESILIENCE
· SERVICE
Schools are encouraged to share their learning and collaborate together to extend the project’s legacy (refer to Our Education Project Sharing Community).
Project learning design:
	Through the Invictus Games Sydney 2018 Education Project:

	
· Students will explore
· Students will learn
· Students will experience
· Students will understand/apply
· Students and teachers will share
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Education Project Design
The central educational engagement of the project encourages guided inquiry based on the core themes of resilience, inclusion and service; in addition to a range of syllabus-linked online modules.
A 9-minute video on the Invictus Games Sydney 2018 Education Project website, featuring basic facts and key interviews, will assist teachers to introduce the context of the Invictus Games. There will also be a series of other videos on the website covering each of the core themes.
The intent of this video resource is to expedite student orientation and support teachers in establishing a consistent foundation from which to lead learning. This is important as learning should be based on the Invictus Games Foundation’s core values which are celebrating the positive outcomes of resilience, empathy, inclusivity and empowerment rather than negative aspects such as depression, loss, abandonment or focusing the horrors of war conflict.
Project content structure:
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Join our Education Project Sharing Community
Share your ideas with us!
We are inviting teachers to submit ideas for new lessons to build into the Project and the opportunity to share the outcomes of their student’s work.
Do you have an existing resource or lesson which could be adapted to the Invictus Games core themes or is there something new you could add to the Project? 
Download this google form to add your resource and submit it to our team.
Key Inquiry Focus Questions
INCLUSION AND THE INVICTUS GAMES 
· People with disabilities experience a range of challenges in everyday life. Can you identify some of these challenges? Explore how you could improve accessibility in your local community and for the future.
· There are a range of accessible adaptations in society for people with a physical disability - but not all disabilities are physical. How do you identify disabilities which aren’t physical? Explore how you can better support mental health and wellbeing in your community.
· The Invictus Games uses sport to promote positive physical and mental health for injured veterans. What other ways have soldiers coped with post-war challenges in the past? Explore how what we’ve learned in the past can help us in the future.
· The Invictus Games showcases the ability of wounded war veterans with a positive approach. How can we support and include other types of communities who face challenges and share their stories? Explore the ideas behind the Invictus Games and use them as a model for change in other areas of the community
RESILIENCE AND THE INVICTUS GAMES
· The Invictus Games uses sport to build resilience. How does sport impact on us mentally and physically? Explore options at your school to improve mental and physical wellbeing.
· We are learning all the time about resilience and its links to mental and physical health. What have we learnt about the past which has improved life for others? Explore what the future holds for those affected by mental and physical health challenges.
· People with disabilities experience a range of challenges in everyday life. How could you help someone who has a disability? Explore what changes that you could make in your school to make it more accessible.
· There are a range of accessible adaptations in society for people with a physical disability - but not all disabilities are physical. How do you identify disabilities which aren’t physical? Explore how you can better support mental health and wellbeing in your community.
SERVICE AND THE INVICTUS GAMES
· There are many different kinds of service in our community – military, community and others. What are the benefits of service to our community? Explore the kinds of service that might exist in your school or local communities.
· The veterans of the Invictus Games have served our nation. What does it mean to serve your country? Explore the benefits that both service people and our society gain from serving others.
· The Invictus Games veterans have served in many different capacities – through conflict, peace time and even natural disasters. What forms of military service are there? Explore the different roles that the military plays and explore the different organisations that comprise our Defence Forces.
· The Invictus Games celebrates veterans from the Defence Forces who have served our country. How could we celebrate other forms of community? Explore ideas to support the recognition and celebration of those who serve in other capacities.


Online Modules
These online modules are available through the Invictus Games Sydney 2018 Education Project website and feature a range of dynamic and engaging educational challenges for students using the Adapt Learning platform.

STAGE 3: ADAPTIVE SPORT, TECHNOLOGY AND THE INVICTUS GAMES
This module explores the skills, strategies and technologies available to manage change and challenges, linking the history of technology with mindsets of resilience and strength to the modern-day Invictus Games competitor.
NSW Syllabus: EN3-3A, EN3-1A, EN3-8D, EN3-9E, MA3-18SP, MA3-3WM, MA3-1WM, PD3-1, PD3-3, V-2, V-3, V-5, V-6, HT3-3, ST3-3VA
Australian Curriculum: ACELA1504, ACELY1708, ACELY1711, ACELA1505, ACELT1611, ACELA1524, ACELA1511, ACELY1712, ACELY1702, ACELY1703, ACELY1713, ACELA1501, ACELA1516, ACELA1515, ACELT1795, ACELY1700, ACELY1710, ACELY1796, ACELY1816, ACELY1709, ACELT1610, ACELT1613, ACELA1502, ACELT1608, ACELY1699, ACMSP118, ACMSP119, ACMSP120, ACMSP147, ACMSP148, ACPPS051, ACPPS052, ACPPS053, ACPPS056, ACPPS055

STAGE 4: SPORTS SCIENCE AND BIOMECHANICS IN ELITE AND ADAPTIVE SPORTS
This module explores the science of biomechanics to capture, analyse and improve the ways their bodies perform in order to reach undiscovered peaks of achievements – with a focus on marginal gains, or small improvements and modifications in movements that can lead to major impacts on performance.
NSW Syllabus: PD4-4, PD4-11, (PDHPE) 4.4, 4.5, 4.15, MA4-11NA, MA4-15MG
Australian Curriculum: ACPMP080, ACPMP084, ACPMP082, ACPMP087, ACPMP086, ACPMP088, ACMNA178, ACMMG181, ACMNA193, ACMNA194, ACMMG199

STAGE 4: STORYTELLING, COMMUNITY AND SERVICE – CREATING TEXTS AROUND THE INVICTUS GAMES
This module focuses on the role of storytelling in our community, exploring the meaning of service, leading to production of a range of text types through to collaborative publication.
NSW Syllabus: EN4-2A, EN4-3B, EN4-7D, EN4-9E, GE4-3, GE4-4, GE4-6
Australian Curriculum: ACELT1620, ACELA1528, ACELY1729, ACELY1726, ACELY1728, ACELY1738, ACELY1723, ACELY1734, ACELY1765, ACELY1722, ACELY1727, ACELY1804, ACELY1808, ACELA1534, ACELA1545, ACELA1546, ACELA1549, ACELA1542, ACELT1767, ACELA1537, ACELA1536, ACELA1809, ACELA1763, ACELA1766, ACELA1532, ACELA1544, ACELA1539

STAGE 4: WAR AND THE HEALING POWER OF ART – EXPLORING VISUAL ARTWORKS AND THEIR IMPACT ON COMMUNITY
This module focuses on the Canadian artwork ‘Lest We Forget’, exploring the concepts and practices behind art-making, as well as exploring the impact of artwork on the larger community.
NSW Syllabus: (Art making) 4.2, 4.4, (Critical and historical studies) 4.8

STAGE 5: THE SCIENCE OF PROSTHETICS THROUGH THE AGES
This module explores developments in prosthetic technologies through time to assist veterans, including the Invictus Games competitors, as well as focusing on the future possibilities.
NSW Syllabus: WS5.1, WS5.2, WS5.3, WS8, PW2a, PW2d, LW3f
Australian Curriculum: ACSHE160, ACSHE228, ACIS165, ACSIS169, ACSIS170, ACSIS171, ACSSU190, ACSHE192, ACSHE194, ACSIS198, ACSIS199, ACSIS200, ACSIS203, ACSIS204

STAGE 5: VETERAN WELLBEING – CHANGING PERCEPTIONS FROM WWI TO TODAY’S INVICTUS GAMES
This module examines perceptions of veteran wellbeing and Australia’s role in wars throughout the 20th century, linking these historical perceptions with today’s celebration of Invictus Games competitors.
NSW Syllabus: HT5-1, HT5-4, HT5-5, HT5-7, HT5-9, EN5-3B, EN5-4B, EN5-7D
Australian Curriculum: ACELT1641, ACELT1643, ACELA1557, ACELA1569, ACELA1550, ACELA1563, ACELA1559, ACELA1570, ACELA1567, ACELA1571, ACELA1573, ACELA1562, ACELA1556, ACELT1815, ACELY1813, ACELY1811, ACELT1636, ACELT1638, ACELT1637, ACELA1565, ACELT1635, ACELT1812

STAGE 5: BUILD A BETTER WORLD: INVESTIGATING INCLUSIVE AND ACCESSIBLE TECHNOLOGIES AND SPACES
This module investigates inventions and designs that seek to improve access for all, leading to a project-based task in which students design, market and create a prototype of their own inclusive invention.
NSW Syllabus: HT5-2, HT5-4, GE5-1, GE5-6, EN5-3B, EN5-9E, (Design and Technology) 5.2.1, 5.3.2, 5.4.1
Australian Curriculum: ACELT1641, ACELT1643, ACELA1557, ACELA1569, ACELA1550, ACELA1563, ACELA1559, ACELA1570, ACELA1567, ACELA1571, ACELA1573, ACELA1562, ACELA1556, ACELT1815, ACELY1813, ACELY1811

STAGE 5: THE MODERN WORLD AND AUSTRALIA – AUSTRALIA’S INVOLVEMENT IN RECENT CONFLICT
This module explores Australia's involvement in contemporary conflict and peacekeeping missions, the role of service personnel through time and stories of contemporary service personnel who are competing in the Invictus Games Sydney 2018.
NSW Syllabus: HT5-2, HT5-5, HT5-6, HT5-7, HT5-10
Australian Curriculum: ACOKFH023, ACHHS182, ACHHS183, ACHHS186, ACHHS187, ACHHS189



Adapt Learning
The curriculum resources and learning experiences will be available through the Adapt Learning platform. Adapt is an open source e-learning platform that gives teachers the power to create online modules and encourages students to undertake self-directed learning.  
Please find below a brief overview of using Adapt as you create your modules.
The Invictus Games curriculum materials are branded as below. Modules are clearly labelled by stage and subject area, together with a brief sub-heading and an overview (one paragraph max.).
[image: ]
Lesson sequences are broken down into modules with approximate time-frames for class completion.
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Modules are marked with short, active commands and are structured with an Overview, explaining what’s ahead for each lesson. A progression bar manages students’ progress through modules.
[image: ]

Accessibility Compliance
The Invictus Games Sydney 2018 Education Project resources, videos and the Adapt Learning online platform meet WCAG2.0 accessibility compliance.
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HSIE - Stage 5

The modern world and Australia - Australia‘s involvement in recent conflict

This Stage 5 HSIE module explores the following: Australia's involvement in contemporary conflict and
peacekeeping missions, the role of service personnel through time and stories of contemporary service
personnel who are competing in the Invictus Games Sydney 2018.
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This Stage 5 HSIE module explores the following: Australia's involvement in contemporary conflict and
peacekeeping missions, the role of service personnel through time and stories of contemporary service
personnel who are competing in the Invictus Games Sydney 2018.
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MODULE 1: Exploring the Invictus
Games

This module will take around 30 minutes to complete in class.

In this module, you will explore the following:

« What the Invict nes are
« A physical activity in class
« A discussion around ability, inclusion and resilience

Watch the video: 'What are the Invictus
Games?' (9min)

@3 YouTube

In your workbook, write down your own definition of ‘invictus' (1 sentence only).
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