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"TECHNOLOGY IS
BEST WHEN IT
BRINGS PEOPLE
TOGETHER."
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All the students of classes P4 - S52 are
encouraged to bring forth their scientific
temperament in any representation of
writing, videos, photography or art forms.
Share your work at
https://forms.office.com/Pages/ResponsePa
ge.aspx?id=uWYNCS5gIt0-

CAIWF7EUWrNIKIO74pSNAIBUEWVNRWVUQ
TIYWEFZUEIZRKINUVVRMkglOEXJWKSPTi4u

Compiled by:
Maanvik Bhardwaj
M3B



“CRAET YOUR OWN VR WORLD:
GOOGLE CARDBOARD WORKSHOP |

& IDEATHON"
Q

VR is a technology that uses a headset to create a simulated, immersive
experience. It combines visuals, sound, and tracking to make you feel like
you're in a different world.

Gyan Bharati School hosted a VR Ideathon on July 20th, 2024.The event
began with an insightful one-hour workshop in which experts introduced
students to the basics of virtual reality, its applications and its potential
to revolutionize various industries. Participants were able to gain hands-
on experience with VR equipment, sparking their curiosity and
enthusiasm for this technology.

» The facilitator provided the materials
required for the VR headset, such as
cardboard, lenses, and elastic bands.
Step-by-step guidance was given on how to
assemble the VR headset, including cutting,
folding, and attaching the components.
Participants were encouraged to test their
VR headsets with their smartphones and
explore available VR apps to experience the RS GECRLEERGEE:ubETI AN
technology first hand. ideathon
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https://drive.google.com/file/d/1LUq8fLj5Wh_u_4gIjB4FIVGpCOOj_p2t/view?usp=sharing
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g “CRAET YOUR OWN VR WORLD:
GOOGLE CARDBOARD WORKSHOP
& IDEATHON”

The winning teams presented a diverse range of innovative VR applications,
including:
e Healthcare: Immersive surgical simulations, virtual therapy for mental
health disorders, and pain management techniques.
e Education: Interactive learning experiences, virtual field trips, and
simulations for STEM education.
e Architecture and Design: Virtual walkthroughs of architectural designs,
interior design visualizations, and urban planning simulations.
e Entertainment and Gaming: Next-generation gaming experiences, virtual

concerts, and interactive storytelling.
_ I

VR in Architecture

Virtual reality is helpful in many ways such way
is virtual tours which is a great help for people
whao live far away of the construction of thair

building. Lets dive deaper in this- q
Prospeciive buyers and clients who live far ﬁ.
away and are want to buy a house can use |
this technology fo explore around their house
and can even view the plan laycut before the
construction work even starts. This can save
the buyers’ money which they would spend for
transportation to a faraway place. This will also
save the buyer's fime. One such example of

" this Is a case study that follows-
Glickhere to watch the ful

Our esteemed judge, evaluated the ideas presentation
presented based on originality, feasibility,

potential impact and overall presentation.

The teams demonstrated exceptional

creativity and critical thinking, presenting a

wide range of VR applications.
The winners of the Ideathon are

1. Mayoor School Noida Y
2. Amity International School, Pushp Vihar
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https://drive.google.com/file/d/1sqxZDWacNtcxd0LXKytfUaUV1UP8VybI/view?usp=sharing
https://drive.google.com/file/d/1sqxZDWacNtcxd0LXKytfUaUV1UP8VybI/view?usp=sharing

Minecraft Education Edition is a tailored
version of Minecraft aimed at educational use.
Our Interschool Minecraft Competition was a
remarkable success! Students from different
schools showcased their creativity and
teamwork as they faced challenges and
created impressive structures within
Minecraft. We were genuinely amazed by their
inventive ideas and strong problem-solving
skills.

The winning team, Birla Vidya
Niketan, developed a project that
showcased the Periodic Table:
"Exploring the Periodic Table through
Minecraft Education." This initiative
provided a distinctive and engaging
e €XPerience, combining chemistry
ey - with creative problem-solving and
gamification.

The Runner-Up team from Tagore
International (East of Kailash)
developed a project illustrating the
water cycle. Participants s
demonstrated the natural stages of Y
water movement: Evaporation,
Condensation, Precipitation, and
Collection—using Minecraft's creative
environment, which encouraged
scientific learning and enhanced
problem-solving skills.

Meanwhile, Gyan Bharati School

created a project focused on

Ecological Interaction, utilizing

various biomes in Minecraft, and also
secured the Runner-Up position. T

QUEST : OCTOBER EDITION PAGE NO 3


https://drive.google.com/file/d/1zQZiQXBSC9eJpQueUJ1Rnyp-04HFomY7/view?usp=sharing
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Microsoft Paint is an easy-to-use
image editor designed for
Windows. It's an excellent tool
for beginners and children to
acquire fundamental computer
skills and explore digital art.
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The Interschool MS Paint
Competition for Children With
Special Needs was a touching
celebration of creativity and
inclusivity. We are excited to
share some highlights and
reflections from this uplifting

The theme centered around "Any event.
Famous Monument of Our
Country," and the students' -+ i
artworks vividly captured their I o - M|
individual viewpoints and |
creativity @) 2
Champ\!ons — —
Winner:-St.Columba's School and ' L_]

Gyan Bharati School T

L p—

Runner up:- Mayoor School ,Noida & 4

CLICK HERE TO GET A SNEAK PEEK OF
THE ARTISTIC BYTE.
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https://drive.google.com/file/d/19hWXFI_Dsw7vEJzaJ-06tDppv2ZGSyTp/view?usp=sharing
https://drive.google.com/file/d/19hWXFI_Dsw7vEJzaJ-06tDppv2ZGSyTp/view?usp=sharing
https://drive.google.com/file/d/19hWXFI_Dsw7vEJzaJ-06tDppv2ZGSyTp/view?usp=sharing

Scratch is a beginner-friendly coding
language that uses block level coding.
Students can create animations,
games, and stories using Scratch. It is:
an excellent platform to learn basics of
coding as well. One of the exciting

features of Scratch is its ability tojdraw
objects and shapes using sim
commands. In Drawin a -

participants went th ) fodir rounds
of riddles to guess the object to be
drawn and then used commands in
Scratch prosramming to draw the
object guessed.

e potential of

ivity and

nts. Winners were
creativity,

given, effective

le in Scratch and The

are L Saket
¥ International School, Pushp Vihar
nmaya Vidyalya
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CLICK HERE TO VI
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https://drive.google.com/drive/folders/1C4lyDaGcNgwDDjJjZtJGYDAsvQCkD_nv
https://drive.google.com/file/d/1EVOxjPa6nkMe4FXO0nHIiDjHJe77N9wW/view?usp=sharing

"~ Al QUEST

Artificial intelligence has seamlessly
woven itself into our daily lives,

enhancing both convenience and
efficiency. From voice-activated
assistants like Siri and
us manage tasks and
home devices, to Q}rso
recommendatlons o /
platforms thal_:‘?u ate o

entertainmentichg

experiences té o
preferences.i_

Al QUEST WAS A HUGE SUCCESS. STUDENTS FROM VARIOUS
SCHOOLS SHOWCASED THEIR CODING SKILLS AND CAPABILITY
OF USING ARTIFICIAL INTELLIGENCE IN THE FIELDS LIKE THREAT
DETECTION, READING ASSISTANT, TRAVELBOT, VIOLENCE
DETECTION USING CONVOLUTIONAL NEURAL NETWORKS,
TUTORING USING Al, Al IN CROP PRODUCTION ETC.
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The winner team of Ambience Public §phoo'i made a Project named *“
Agrosentry” which demonstrates optimal crop cultivation , remote
access, reduced labour work and optimized crop production.

The Runner Up team of Chinmaya Vidyalya School had developed a
Tourism Chatbot guiding tourists to select a place as per their
schedule, availability of accomodation as per their budget and other
preferences.

Click here to watch the video
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https://drive.google.com/file/d/1YHpoAKS_gE_CPw1wnJvJSB0bc56s9nVH/view?usp=sharing
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Gamification and robotics can
create a fun and effective
learning environment.
Combining game elements with
robotics makes complex
concepts more accessible and
enjoyable. This approach's key
components are interactive
challenges, rewards,storytelling,
collaboration, simulations, and
feedback. ' _ —

Interschool Robo
Techno Soccer T
examples of how
and robotics can
skills while fosteri
solving, teamwork, a
thinking.



At Tech- Spectrum teams across Delhi were
invited where schools competed with their
self-built robots showcased their Programming
and Designing skills with the zeal to accept
challenges leading using team work and
collaborative mind sets .The robots navigated
a challenging course with obstacles. Teams
were scored based on how quicklythey
completed the course. DPS RK Puram was the
proud winner; The completed the entire
Course with obstacles and demonstrated'their
problem solving-and critical thinking skills.

Arena with Obstacles

st et g
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https://drive.google.com/file/d/1rzVHil7GQrXX0e2rfAj9wWSdu5syd-Hq/view?pli=1
https://drive.google.com/file/d/1rzVHil7GQrXX0e2rfAj9wWSdu5syd-Hq/view?pli=1
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A TelUrnament-where the arema wi rthe shape of a soccer field is used for

the event play and differeht teams from-Delhi NCR sho their robot's
skills by passing the-ball (with the he lp of tWo robo i o

score points.-This gamified appro | h emphasized on|fair play, respect fo
opponents, and une rstandlng the imiportance of integrity ofﬂ,!échnology in
sports. Teams of Gyan.B haratl Birla Vityz an competed in the-final
round where students of|G

P“ B. !E School showcased their exemplary
technical , critical and prigblem sal\ ng'skills by winning the ma(:&'.'We__ '

being the host School As thg --1:“ oot proudly presented the award to
the participating schools in reCoghiti ion of their achlevements
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Students playifg the Techqp'chcer //“ —
i -
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; f Click here to see the Techno Soccer Tournament
ll-'
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https://drive.google.com/file/d/1u2pwapJJvUXBT7pQ1aArlf_d7Pszq3sZ/view
https://drive.google.com/file/d/1u2pwapJJvUXBT7pQ1aArlf_d7Pszq3sZ/view

Q1. WHAT IS THE TERM FOR THE FEELING OF BEING
PRESENT IN A VIRTUAL ENVIRONMENT?

2. UHAT IS THE NAME OF THE ROBOT DEVELOPED BY
TESLA RECENTLY?

3. IN THIS SCRIPT , ASTRONAUT REFERS TO :

QY. WHAT ARE THE COMPONENTS THAT ENABLE
MOVEMENT, SUCH AS MOTORS AND SERVAOS P

5. UHICH TYPE OF ROBOT IS DESIGNED TO OPERAT
IN ENVIRONMENTS THAT ARE TOO DANGEROUS FOR
HUMANS?
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Immerse yourself in the e\'rent.
Scan the QR code.

Mrs. Rinu Maan (Mineblox, Artistic bytes)

Mrs. Khyati Thukral(Techno soccer, Castle run)

Mrs. Kanika Ahluwalia (Al Quest, Drawing with Scratc
Mrs. Prabhjot Kaur (AR/VR ideathon)

Mrs. Neha Sharma (TechFest incharge)
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