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Application Form
Project Name* 
Name of Project

KingsQuest

Amount Requested 
Amount Requested

$50,000.00

Payment Source 

Basic Application Information
Applicant Name* 

Rabbi Moshe Rosenberg

Title of the project* 
KingsQuest

Association with school* 
Teacher/JudeoTech Integrator

Email Address* 
Mosherosenberg1@gmail.com

Phone Number* 
9178641094

School Name* 
SAR Academy
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School Address* 
655 West 254th Street
Bronx, NY 10471

Consultation* 
Have you spoken by phone with Rabbi Feld to prepare for Round Two?

Yes

Signed Authorization* 
Please upload signed authorization from school leadership indicating the applicant’s authority to 
represent the school in the Jewish Education Innovation Challenge.

Letter of Authorization.pdf

Program Overview
Overview* 
Provide a concise explanation of the revolutionary idea and why you feel it is revolutionary, 
what resistance it is likely to meet and context for that resistance; help us understand what 
inspired this idea, and how you predict it will change the classroom in the long term; provide a 
clear description of the problem being addressed.

Navi has long been the stepchild of the Jewish day-school curriculum -- under-taught, sped through, and 
often degenerating to the level of Bible stories. In today’s frenetic school environment, we’d be grateful for 
the time to actually cover all of Neviim Rishonim in elementary and middle school, even superficially. Schools 
no longer even reach Sefer Melachim, and don’t always finish Shmuel Alef or Shmuel Bet. And even that paltry 
amount is taught without the skills, without the analysis, and often without the Ivrit. 

But it doesn’t have to be that way.

What if there were a way that middle school students could teach themselves 90% of a Navi course, and 
do so in Ivrit, while learning dikduk, t’amei ha-Mikra, and textual analysis along the way?

What if we recognized Navi for what it is—a treasure trove of opportunities to teach ethical principles to 
young people, not in a preachy, unpalatable way, but naturally emerging from a text and its interpretation?

 What if the same lessons could be used to hone students’ reading skills and train them to take ownership 
of their own learning? 

And what if the kids would love doing it?
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That is KingsQuest.

KingsQuest is a flipped gamified way of teaching Navi, in which students view specially designed videos, 
composed in easy Hebrew and studded with clever animations. The videos contain embedded questions that 
the teacher can monitor, and they impart not only plot, but also grammar, trup, textual and analytical skills. 
They are interspersed with review exercises designed as games. Other online activities teach reading and 
summarizing and challenge the students to derive ethical lessons from the text. The videos, games and 
exercises are housed on a gamification, or quest-based-learning site, and thereby the whole enterprise takes 
on many game features: XP (experience points) are assigned, badges and awards earned, and bosses fought. 
Students get to choose, and progress at her own pace, without being stigmatized or discouraged by failure.

KingsQuest is nothing less than reclaiming an abandoned part of our curriculum and leveraging 
technology to turn it into a rich source for teaching skills, values and independence. 

It is not the technology per se that makes KingsQuest revolutionary, but the unique ways of using it to add 
both depth and breadth to a subject, while recasting the roles of student and teacher and adding excitement 
to the learning experience.

Some might claim that ethical issues need to be taught by a person, not a computer.  There are ways to 
encourage deep thought in the context of a quest and there is nothing wrong with teachers following up with 
a discussion when the subject matter calls for it. Others may claim that the very bright or the most challenged 
students will find this method limiting or still too hard. It will be necessary to provide a path that offers more 
enrichment and choice for the former. Teachers will now have time to give support to those having difficulty. 
A few students will do better in another learning environment, but those will be fewer than those who 
currently are lost.

Years of teaching Navi in middle school and feeling how much more could be done led Moshe Rosenberg 
to investigate new possibilities. As his interest in technology grew, he became convinced that a judicious use 
of the right combination of tools could solve the problem. He experimented making videos of different 
lengths, and settled upon a strategy that would make Ivrit b’Ivrit realistic. His interest in games, stoked by 
ISTE Conference sessions on Gamification led to additional game activities and the use of 3DGameLab. He has 
been piloting the concept this year in fifth grade and it is our hope to extend the model next year to sixth 
grade.

Research* 
What research have you done in order to find similar projects in Jewish days schools? Have you 
consulted with them?

The concept of flipping and gamifying simultaneously is only beginning to seep into the Jewish 
educational world. While I (RMR) have seen examples of running such classes in general studies at the ISTE 
Conferences of 2014 and 2015, and belong to the relevant sub-communities that discuss the methodology, 
until this year, I did not see anything similar in the Jewish world. To be sure, flipped classes are no longer 
exotic in Jewish Day Schools—the Lookstein Center for Jewish Education has already organized at least two 
cohorts of teachers interested in perfecting the technique—but none have chosen to gamify, as well. Until this 
term, the 3DGameLab Quest Armory listed only an English high school level course in Torah She’be’al Peh, 
which was not geared to fully independent learning. This term there are three new entries from the 
ncjhsjaguars that appear to relate to middle school Gemara topics. I have submitted a request to clone 
(=share) and await a response. 

Gamification in a Jewish educational setting is in its infancy. When an inquiry about it was posted this fall 
in the Lookjed listserv, it elicited a handful of responses, including my own, with widely varying concepts of 
gamifying not relevant to KingsQuest. (You can find that thread here.) We will continue to follow those in the 



Moshe Rosenberg SAR Academy

Printed On: 11 April 2016 Jewish Education Innovation Challenge 2015-2016 5

Jewish and non-Jewish world doing elements of what KingsQuest seeks to accomplish. (Just two weeks ago I 
toured High Tech High in San Diego and was told of gamified Judo Math which is the specialty of one faculty 
member.) Meanwhile, we are largely in uncharted waters.

Student and Teacher Roles* 
How does your project change the role of student and teacher from the traditional design?

Much has been made in recent years about teachers moving from being the Sage on the Stage to being the 
Guide on the Side. While Judaism never seeks to undervalue the authority of the “Sages,” who are one step 
closer to the revelation at Sinai, the model still has great value. The same Sages urged, in Pirke Avot, Ha’amidu 
talmidim harbeh—train many students who can stand on their own. We do not seek to make merely passive 
recipients of Torah, but independent learners who can, in turn, ignite learning in others. The same idea is 
implicit in the image of Aharon lighting the wicks of the Menorah “until the flame ascends by itself.” 

This goal has never been as attainable as it is today. The flood of educational technological advances, 
properly channeled, is a Godsend. With a dexterously varied stream of videos, games, widgets, doodads, we 
can impart information and skills that we could only dream about a few short years ago. Whereas ten years 
ago, a student asked to read a Perek of Tanakh in advance, with the aid of a translation, would likely 
respond,”But it’s your job to teach me that in class,” today it is natural to assign a video and its associated 
work to do at home. Most aspects of a course can be broken down and taught online, and tools exist to make 
the learning fun and to monitor students’ progress closely.

KingsQuest will never excuse a teacher from being a role model and a connection to the Masorah, but it 
will enable our students to stand on their own, proud flames in the Menorah of Torah. It will enable them to 
develop skills and not merely hear stories. And it will challenge their thinking about values and ethics, during 
a time when their entire world outlook is evolving.

Program Goals/Desired Outcomes
Clearly state the intended goal of the program. Describe the desired short term and long term 
outcomes for a student participating in the program. Explain how the desired outcomes are 
consummate with our description of the JEIC intent and goals.*

KingsQuest seeks to revolutionize the study of Navi by:

• Empowering students to learn Navi almost totally independently.
• Teaching crucial skills, from grammar to trup to reading proficiency to textual and exegetical analysis 

along the way.
• Challenging students to confront ethical issues that emerge from the text, thereby enabling them to re-

examine their values system.

In the early weeks of the program, while the methodology is still a novelty, the students will grow 
accustomed to the technical requirements and routines. They will be pleasantly surprised to see that this 
form of study is fun and deep at the same time. They will begin to get into the competitive spirit of earning XP 
and advancing levels in the gaming environment. 
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As the months progress, we anticipate that the competition will grow fiercer, but so will the realization 
that they are doing real learning. As they see perakim melt away and benefit from the personalized attention 
that is possible in a flipped environment, students will see their ability to handle pesukim and mefarshim 
grow. Formative and summative assessments will show them that they have absorbed plot, interpretation, 
basic concepts of dikduk and t’amei ha-mikra, and that they have thought deeply about ethical dilemmas 
evoked by the sefer.

As a culminating activity, we expect to have groups within the class collaborate in Project-Based-Learning 
project that will pull together the strands of what they have been mastering all year. In the second year, we 
plan to add a game-design element in which students will have the option of demonstrating proficiency 
through the design and production of a sophisticated game.

These goals are wholly consummate with those described in the JEIC Intent and Goals: 

1. Revolutionary

• KingsQuest is revolutionary in that it uses today’s tools to fulfill the Rabbinic prescription of Ha’amidu 
Talmidim Harbeh – of enabling students to become independent learners and stand on their own.

• It does so with more students than other methods (“harbeh”), not settling for the success of a few. So 
far, this is an assertion, based upon anecdotal information and observation. We hope and expect that it will be 
proven by experience and assessment time and time again.

• It will produce Talmidim and Talmidot happy to be so labeled and eager to continue to learn because 
their experience has been one that affirms their ability to master the Torah, and removes the discouragement 
of failure and unrealistic expectations.  Gamification adds the spice and removes the stigma of failure.

• Standing on their own includes the ability to take a stand on moral and ethical issues. At a time in their 
lives when their entire moral landscape is being rewritten, these students will be given the confidence and 
the tools to mine the word of Tanakh and its interpreters through the generations for guidance in developing 
the values by which they will live for the rest of their lives.

2.  Sustainable

• As our budget will illustrate, KingsQuest is not primarily based on the purchase of expensive 
equipment or programs, but on the creativity of its designers and the creative use of available and affordable 
technology.

3.  Accountable

• The budget and means of assessment, dealt with below, will demonstrate accountability.

4. Scalable 

• KingsQuest will easily adapt to the needs of other schools, in its totality, its components, or its 
concepts. Some schools may choose to adopt KingsQuest as a course, alongside or replacing their own. Others 
may pick and choose among the videos, games and activities to enrich their current offerings. Still others may 
learn from the methodology how to plan their own videos or gamify their own classes. Their benefit will be 
great and their outlay very minimal.
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Program Methodology and Implementation Plan
Provide a detailed breakdown of your proposed methods and project activities. Demonstrate how 
these are suited to address the problem to reach the stated goals. Include details of methodology, 
materials needed, timeline, and key personnel.*

I. Materials
Central to KingsQuest are the videos through which students independently learn plot, grammar, trup, 

and much more, all in easy Hebrew. Some factors which make the videos successful are: Duration, illustration, 
animation, and annotation. The duration of each video does not exceed five minutes. The illustrations tell the 
story as clearly as the narration, and no screen contains more than one verse. Lively and funny animations 
hold the students’ attention, and each video contains a series of embedded questions, designed in Educanon, 
which also enables the teacher to monitor each student’s progress. Color-coding teaches grammatical 
concepts and indicates quotations. Each video highlights some aspect of trup. Additional videos target key 
concepts in ethics emerging from the text being taught. 

Additional Skills
• Reading and dramatizing – Each perek contains at least two opportunities to read, record and/or film 

pesukim, using Vocaroo, iPad Camera, and other media.
• Reviewing  - Games designed through a variety of websites and apps, such as TinyTap, Makeit, and 

Classtools.net help the students review and retain the material they learn. These types of games will 
constantly evolve.

• Summarizing – A scaffolded approach over several chapters teaches students to select key aspects of a 
perek and write a summary. 

• Connecting – Special exercises encourage the students to make connections to other texts and bodies 
of learning to which they have been exposed.

• Textual analysis – Special exercises encourage students to compare the words of  exegetes, in the style 
made popular by Nechama Leibowitz, z’l.

• Values clarification – The moral dilemmas faced by the characters in the text provide ideal 
opportunities to engage students in an examination of their value system. 

II. 3DGameLab 

All of the materials outlined above are hosted on 3DGameLab, a respected Gamification site. This means 
that assignments are “Quests”. Succeeding is “leveling up”. Taking an exam is beating a “boss”. It means that 
students earn XP , awards, badges and achievements, which go into their personal profile. Furthermore, it 
means that students have choice in which assignments to do. Most important of all is that students are freed 
of the stigma and discouragement of failing—they do an assignment until they have mastered it and, just as it 
does not matter how many times it takes you to master a level in a video game, it makes no difference how 
many times it takes to correctly complete an assignment. 

III.Implementation

The concept behind KingsQuest is being piloted this year by Rabbi Rosenberg on select chapters of Sefer 
Shoftim, with very positive feedback.  We hope to extend this way of teaching to the sixth grade for Sefer 
Shmuel, and, G-d willing, eventually to seventh and eighth grades.

At the beginning of the year, each student will be given login information for both Educanon and 
3DGameLab. Their home base will be 3DGameLab, where all assignments will be housed in gamified form. At 
first, only a few quests will be visible to them, but, as they complete quests, they will accumulate XP and other 
quests will become visible. Typically, two video quests will be followed by a reading/recording one and two 
game reviews, with parshanut and ethics to follow. At first, most work will be done in class, but soon it will be 
routine to have assignments at home. 

IV. Time-Table
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Here is our projected timetable for designing KingsQuest for Sefer Shmuel Alef:
Summer 2016 – Perakim 1-8
School Year 2016-17 – Perakim 9-10
Summer 2017 – Perakim 11- 22
School Year 2017-18 – Perakim 23-25
Summer 2018 – Perakim 26-31; Shmuel Bet Perakim 1-5

Measurement/Evaluation
Explain how the program goals will be measured. Describe the process that will be utilized to 
track progress towards the stated goals. Be sure to include a timeline and frequency for 
implementing the chosen measurement and evaluation tools.*

KingsQuest lends itself to many ongoing forms of evaluation.

Every quest done by a student is submitted to the course’s instructor in some fashion. 
--Through the teacher’s dashboard in Educanon, the instructor can monitor which videos have been 

viewed and which questions answered correctly. 
--Often, a student will be asked to submit a screenshot of a game that was successfully completed. 
--Reading assignments are emailed to the instructor through Vocaroo. 
--There are actual exams, or bosses, that will indicate progress, and projects, which are yet another form 

of assessment.

Assessment is performed daily in class, as the instructor moves from student to student, solving any 
issues that arise.

If it is desirable to have a transparent assessment available for an administrator or outside auditor, it is 
possible to assign such a person teacher’s privileges in Educanon and 3DGameLab.

Finally, the students themselves are going to be part of the evaluation system. They will be aware of the 
novelty and potential of the educational experiment in which they are engaged and will be asked for specific 
written feedback after each Perek. (3DGameLab asks for feedback after each quest, as well.)

Organizational Capacity
Please include a description of why your team is well suited to implement this program. Include 
an overview of the team’s staff including each staff member’s years of teaching experience, 
years at that school, and credentials (Master’s Degree, Smicha, certification, etc.). You may also 
include a brief history of the school.*

SAR Academy is a school that never stops trying to improve and is not afraid to take risks. No program is 
so successful that it cannot become even better, and true excellence only happens when you constantly reflect 
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and redouble your efforts. Our curricula, and our physical premises, already excellent, are constantly 
evolving. We are 100% committed to traditional Talmud Torah, while open to ever emerging new ways of 
communicating our Masorah. We are deeply committed to the use of technology in the service of Torah and, 
towards that end, have a 1:1 iPad program in the entire middle school. Devices are accompanied by extensive 
training and support. We have an extremely supportive parent body and board, who encourage us to strive 
for excellence in every area. 

The KingsQuest team consists of seasoned and creative educators who are also techno-savvy:

Rabbi Moshe Rosenberg, creator of KingsQuest and team leader, is a master educator who has taught 
Judaic Studies on many levels since he was ordained by Yeshiva University in 1985. A congregational Rabbi, 
he is known for his creative approach to teaching and his willingness to use popular culture and technology to 
reach his students. He spends half his day in the classroom and half as a JudeoTech integrator. He is the 
author of Morality for Muggles: Ethics in the Bible and the World of Harry Potter (Ktav, 2011). Last year he 
was a winner of the Atid Innovation Challenge for Classroom Teaching, as well as first prize winner of the first 
Hackathon of the Jewish Education Project. 

Sarah Auerbach has been a middle school Judaic Studies and Math teacher at SAR Academy for five years. 
She also works with teachers as an educational technology integrator. She has a MS in Jewish Education and 
Administration from the Azrieli Graduate School of Yeshiva University and a BA in Psychology from Stern 
College for Women. 

Shifra Friedman, Judaic studies teacher for 6 years at SAR Academy has a dual MA from NYU in Education 
and Jewish studies. After studying at Migdal Oz, she graduated from Stern College and Nishmat's U.S. Yoetzet 
Halacha program. She has also been involved in informal education settings and currently works as an 
educator on a college campus. She was part of the sixth grade team to pilot the school's one-to-one iPad 
program four years ago and integrates technology into her classes on a daily basis. 

Request and Budget
Include the amount needed for the program to run successfully. Indicate the amount being 
requested through the JEIC. If additional funding will be needed, please indicate whether or not 
those funds have been secured (specific names are not necessary). Include a detailed budget with 
a full breakdown of how the money being requested will be used for the project.*

Educanon subscription $5,000
Covers premium version for two years

3DGameLab subscription $1000
This should cover at least three classes

10 Chromebooks $2500
Some of the games that we will play, and perhaps design, will require a device that supports Flash. Ipads 

do not support Flash. This does not call for an entire class set because different students will be up to 
different quests.

Camtasia $300
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Acknowledged as one of the best video recording and editing products, this will raise the quality of the 
videos that we make. The price covers a copy for Windows and a copy for Mac (the school uses both) at 
Educator pricing.

Headsets                $1000
A dedicated set of quality headsets will be needed since they will be used daily and must last beyond the 

initial year.

Materials for Class Projects $2000

Graphic Artist $6,000
The images in the videos are currently copied from the internet. Having a graphic artist design many of 

the images would help both with issues of legality and esthetics, producing a more pleasing product that can 
be shared without compunction.

RMR 2 Summer Availability $10,000
Much of KingsQuest boils down to materials designed by Rabbi Rosenberg. He is happy to devote full time 

to this task during upcoming summers, but normally works in a camp setting.  This figure is calculated to free 
him for two summers to devote his full time to the project.

Technical Assistance 2 Summers $5,000
Many tasks in the design of the course amount to layout and data entry and can be performed 

satisfactorily by someone trained minimally. Examples include: laying out the verses in the Smartboard, 
uploading videos to YouTube, downloading to Educanon and entering questions, designing simple games and 
entering quest information into the 3DGameLab system. This figure is to pay someone for two summers to do 
these tasks.

Additional p/t teacher designers summer 2 $6,000
This figure assumes that during the second summer, additional teachers, having been trained by Rabbi 

Rosenberg, will join the design team and will need to have time freed to be able to devote to KingsQuest.

Programming for games $10,000
This figure assumes that the games featured in the quests will grow more complex and that some will 

need the help of a trained programmer. It also assumes that in the second year, when students will be 
encouraged to design games to show their mastery, some programming or training help will be necessary. 
SAR has worked more than once with Jewish Interactive, a quality designer of Jewish educational games and 
apps, and we would consider using their talent for this project.

Total: $48,800

Supporting Documents for Budget 
Please feel free to upload a file that supports your budget information.

Supporting Documents
Please feel free to upload any additional supporting documents to be reviewed with your 
application.
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Supplementary Links.docx
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•   Supplementary Links.docx
 





Supplementary Links
Thanks for taking the time to view them!

Here is a video showing KingsQuest from the vantage point of a student
http://1drv.ms/1QWqzNS

Here is a sample video I made for JudgeQuest that shows the methodology of 
KingsQuest. Please paste into your browser.

https://www.playposit.com/public/42948/329110/wedding-and-water

Here is a sample Wordshoot game that can reinforce facts of a Perek. Students must 
earn a certain score, take a screenshot and send it to the instructor.
http://www.classtools.net/mob/quiz_71/___1_zBQET.htm

Here is a sample MakeIt game that reinforces shorashim learned.
http://makeit.planetfactory.com/v.php?id=56375d83bed1f

http://1drv.ms/1QWqzNS
http://www.classtools.net/mob/quiz_71/___1_zBQET.htm
http://makeit.planetfactory.com/v.php?id=56375d83bed1f

