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THE GREAT
ART QUEST

An art history course designed as a
game created for Alverno College by
Marilyn Zwissler, Adjunct Professor,
Art and Graphics Department.

The Great Art Conquest

Spring 2019 Course




THE CHALLENGE

The concept for this class is
based on a challenge to save art
works of five ancient cultures
from Oblivion and thereby save
the memory of those cultures.




BEHIND THE SCENES: OBJECTIVES

Alncrease enroliment in art department courses

A Offer a course that will attract people from the community who will pay to
audit the course

AEncourage Alverno College instructors to move courses online

AChallenge the Alverno Faculty to design innovative courses for online/hybrid
delivery

AlIntroduce students to the cultural and historical importance of art




HE QU EST Create an art gallery by traveling around the world
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BEHIND THE SCENES: FEEDBACK

0 enjoyed this classand I am glad Marilyn took us to the art
museum. | have never been there, and it made me realize how

| mportant i1t i1 s, and how everyone can a




Badges can be earned at each civilization when
THE QU EST players submit feedback on their experience.
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