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Scott Edgar: 

Good morning PAX how are ya? My name’s Scott Edgar and I’m here to help present this 
morning’s awards and thank you so much for coming along to catch the STEM awards. 
Making a game – it’s a huge undertaking and it draws together so many different aspects of 
your brain, your heart, creativity, logic, just plain man-hours – it’s a huge undertaking so 
congratulations to anyone who even got their entry in, to be honest, let alone won, and those 
of you who won well done. It’s very exciting that people so young are engaging in this, well 
it’s actually kind of new art form, and it’s a really exciting time for games. So well done. 

STEM. Science, technology, engineering, maths. OK? It’s an acronym. I’m just going to be 
saying STEM from now on, okay? So we all understand – you guys understand that that’s 
what I’m talking about, okay? So this is the first year of the Australian STEM Video Game 
Challenge. It’s a new initiative obviously that aims to engage students with science, 
technology, engineering and maths through the process of designing and building an original 
video game and it’s inspired by a similar event that is run in the US. This is the first year for 
the Australian STEM Challenge and this year there were over 550 students registering, so 
obviously there’s some creative energy out there – it’s a very exciting time. 

The success of the STEM Video Game Challenge and the fantastic response from Australian 
students over the past six months has helped to reinforce the idea that video games – both 
playing them and designing them, may have a greater role to play in education in an 
increasingly connected classroom. 

Today we are here not only to formally recognise the talented winners of the STEM Video 
Game Challenge, but to hear from a panel of leading industry professionals – we’re very 
excited to have you here guys and thanks for your time – on the exciting role video games 
can play in learning. 

So let’s have a chat. I’ll introduce to you who we’ve got here, and again, thank you so much 
for coming in.  

Bronwyn is in the middle there. Bronwyn Stuckey is a consultant specialist in game play, 
gamification, communities of practice and learning communities. “Bron” has been engaged in 
educational community and games in learning development for the past 15 years. A post-
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doctoral research fellow of the Arizona State University Centre for Games & Impact, she has 
worked to explore virtual worlds, games in learning and how we can cultivate identity, 
agency, citizenship, leadership, and community for students and teachers, with her work on 
the Quest Atlantis program leading to some breakthrough understandings about how gaming 
and digital citizenship need to be treated as a lived curriculum. 

Big hand for Bronwyn. 

[applause] 

Dr Jeff Brand is a professor of communication and creative media, and Chair of the higher 
degree research committee at Bond University. His teaching focus is on emerging and 
interactive media industries, and in 2013 he was awarded a National Excellence in Teaching 
citation from the Australian Office of Learning and Teaching. Jeff’s research explores the 
social psychology of media audiences, their use of interactive media and the content 
regulations that arise from presumed media effects. He is lead author of the Australia and 
New Zealand series of international game audience studies, supported by the Interactive 
Games and Entertainment Association.  

Jeff Brand. Yeah! 

[applause] 

And finally, Siobhan Reddy. We are very honoured to have Siobhan here. She is the Studio 
Director of Media Molecule, the computer game developers responsible for the multi award-
winning Little Big Planet. She got her first job at Spike Wireless in her native Australia 
before relocating to England at the age of 18, where she began work as a Production 
Assistant with Perfect Entertainment. She won the Australian Woman of the Year in the UK 
Award in 2013 and has been named by the BBC as one of hundred most powerful women in 
Britain. She is an advocate for diversity in gaming, including giving players the option to 
play as a female character and getting females involved in the gaming industry.  

Siobhan Reddy, ladies and gentlemen. 

[clapping] 

So I’m going to direct my questions to individuals, but I’m sure I don’t have to encourage 
you to jump in if you have any points. 

Jeff, now look I’ve got to say, I’m really pleased to ask this question of someone who has 
actually got data on the topic. Because there’s a lot of theories and a lot of parental faffing on 
about the educational value of games. It’s a real pleasure to talk to someone who actually 
might be able say something that’s backed up by a bit of research.  
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Jeff, could you talk to us please about the educational value of games? 

 

Jeff Brand: 

Thank you very much, and what an energetic introduction to this session. I’m really excited 
and very grateful and just (inaudible) – it’s very important to keep that up.  

I guess one of the things I want to say, just to begin, is that there have been for many, many 
years assumptions about media related to learning – that we can take away lessons from all of 
our various media. And all you have to do is remember that song that you heard on the radio 
over and over and over again to know that you can retain content from things that entertain 
you – it’s not rocket science. But back in the 1960s researchers were beginning to become 
interested in the role of games in education. Of course back then they were talking about 
games that were playing the school yard or board games, or games of chance or cards. As 
computer games and simulations grew in popularity in the 1970s and 80s educators and 
educational researchers began conducting research – empirical original research on this stuff. 
And happily, just in the last ten years, we’ve seen really big what are called systematic 
literature reviews, which are these massive studies where scholars sit down and sort of go 
through one by one this research and evaluate this research. And this research, in summary, is 
absolutely unequivocal in their support for the place of games in learning. Games offer us a 
great deal of opportunity, so much so that many textbook publishers today are acquiring 
games studios in order build game mechanics and game features into the emerging studies of 
e-books and enriched e-books. It’s a great space to look at.  

And so what does this research tell us? Well as you can imagine it’s not perfect, right? 
Different research questions, different methodologies, different aspects of learning are 
studied, different age groups are explored, different kinds of games, different genres – 
entertainment games versus educational or ‘edu-tainment’ games, and of course commercial 
and built-for-purpose games.  

Well what do people learn? According to a really good study – the best one I can find is a 
systematic literature review in this space – it was just published a year or two ago in the 59th 
volume of Computers in Education, which is a fairly well established, considered a high-
quality journal, looking at hundreds of studies. The sorts of outcomes from playing video 
games in education are things like affective and motivational outcomes, and it’s the one 
group of studies that teachers over and over again report games do – they motivate us. And 
you know, if we’re motivated, we’re going to learn, aren’t we, as opposed to being de-
motivated. Other things, behaviour change; knowledge acquisition – which is the big one, 
right, we want students to finish their schooling with a lot of knowledge and a lot of 
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preparation – we want them to know stuff and be able to do things; motor skills of course, 
lots of evidence on the ability of games to improve motor skills; perceptual and cognitive 
skills; physiological outcomes – being more aroused and paying attention; and social and soft 
skills of course. 

So just to wrap up, one of the things that I’ve done in my research – and again, as you 
mentioned that we conduct every two years with IGEA and other research that we’ve done 
over the years with some government departments – is that we ask parents what do you think 
that your sons and daughters get from video games? And do you know, it is not surprising 
that first of all, over 95 per cent of Australian homes with kids under the age of 18 have game 
devices. So that’s not surprising. Parents are observing what their children are doing and it’s 
unequivocal – I’m just going to read some of these numbers: 

Learning about technology – 94 per cent of parents say their kids can learn about technology 
from games. Learning maths – the second highest. Learning to plan, strategy – fantastic take 
away, right? We want more people in our knowledge economy to be able to plan. Learning 
about science, learning about others – social learning is very important – learning about work, 
learning about life, learning about society – not an unimportant skill – and lastly, learning 
about language. 

So I guess, in conclusion, it’s unequivocal – games are here to stay. In fact games might 
replace text books, and a lot of people in this room wouldn’t mind that. 

[applause] 

 

Bronwyn Stuckey: 

I’m involved with a study... (inaudible)... Arizona State who are studying for the Quest 
Atlantis program a comparison study of students’ learning in a virtual world – Quest Atlantis 
– and learning in a high-quality traditional classroom and, to add to what you were saying, 
something they discovered that was really interesting was kids’ knowledge about rainforests 
in this program was equivalent, but the kids who learned in the virtual world game actually 
felt they’d been to a rainforest and cared about a rainforest in a way that kids who learned in 
a traditional classroom did not. So that emotional engagement is really the gold standard, 
because you end up with students who not only have the knowledge but also the will to 
change the world because they care about it, and I think that’s what we’re aiming for. 
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Scott Edgar: 

And what about the current state of play, Bronwyn, as far as the way games are currently 
being used in the classroom? 

 

Bronwyn Stuckey: 

Well tablets and mobile technology have really boosted things. Lots of games are getting into 
classrooms because apps are readily available and you can look in on niche skill 
development. And that’s kind of the low-hanging fruit for me, because I work in the space 
with social games, but I want to add to what Jeff said, that good teachers or professional 
teachers have used games for a long time. I’m old enough to have used Carmen Sandiego in 
the classroom. 

[applause] 

And I stand by that. But I think, you know, in America, ‘Oregon Trail’ is the game that 
people refer to, and it’s still a beautiful game. You know, board games, card games, teachers 
have used games in their teaching. But somewhere along the line teachers have missed that 
digital leap that the kids have made, and they’re playing catch up at the moment.  

But the change in women as gamers and women as game designers is really on the rise as we 
know from peer reports and others that girl gamers and women gamers is on the increase and 
perhaps the majority because of mobile apps. 

So in a classroom there’s a variety of games coming in but the thing that I think has really 
been a game changer in the schools that I’ve worked in and the programs I’ve worked with is 
Minecraft. It is the first game that teachers went, ‘What is this? All the kids are talking about 
it, I have to look at it, I have to find out what it is.’ And teachers are bringing it into the 
classroom because the kids were hammering down the door to get it in. The other thing that 
counterbalances that is that teachers want to look for things that start with ‘e-d-u’ – so they 
want to find the ‘e-d-u’ game to use in their classroom, and unfortunately most of them suck. 

[laughter, applause] 

Because they hit you over the head with the goal of the learning right from the very 
beginning, and all the fun that games represent and all the challenge that games represent is 
sucked out of it. So Minecraft: actually teachers could see that they could actually build their 
own curriculum inside that, and even better than that, kids could build the curriculum inside 
that. And that kind of fits with what’s happening in a greater movement in education at the 
moment, and that’s the ‘maker movement’. You know – wanting children to be designers, not 
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consumers, of education. And so, you know, games like Little Big Planet, Gamemaker, loads 
of games, Scratch, are coming into schools for kids to be the makers of products. And 
Minecraft showed teachers that kids can do that. And they can take that game from simple 
building a house to survive the night, through to designing your own mods and managing 
your own server. And you know as James Gee points out, it’s that ‘big G’ around the game 
that really important, whereas if you consider the game to be a ‘small g’, the community that 
builds around any game – and you’ll see them outside, the people who are devotees of the 
game – and they’re out there designing, mod-ing, theory-crafting, doing all sorts of things 
outside of that, building creativity and design around that start which was the game. And I 
think that’s what we want to aim for in classrooms, and we see lots of people doing that, as in 
lots of people designing games themselves to use in their classroom. So I think waiting 
around for the big new game is, you know, people are starting to realise that’s not the way to 
go. And lots of off-the-shelf games are finding their way into classrooms, for very good 
reasons – because teachers can see the learning inside them. 

 

Scott Edgar: 

And there’s a resource going on there in the commercial game that you don’t always see 
reflected in the design of those educational games. As a parent and a gamer, some of the 
games my daughter brings home from school to teach her reading, I’m like, ‘come on’, you 
know, ‘really?’. 

 

Bronwyn Stuckey: 

Well if you look at early childhood, How Many Rainy Days to Put on a Raincoat (?) is a good 
choice in that app... (inaudible). And kids at two knew that, they didn’t need to be doing it at 
five or six or seven. And I’ve been involved over the years in a number of projects to design 
games and programs here and if education is too heavily leant on, the games don’t work. 
They end up dumbed down. There’s a really interesting report just launched by the Joan Ganz 
Cooney Centre in New York about gamer teachers and what they bring to the classroom. 
And, you know, it’s very heavily that whether the teacher plays games is very closely related 
to how they introduce games into their classroom. So we really need to get all teachers 
playing games of all kinds. 

 

Scott Edgar: 

And Siobhan, what do you think the future holds for games in education? 
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Siobhan Reddy: 

Well I mean I think one of the things that’s really clear is that when games are made in a way 
specifically for children they often don’t hit the mark, because children are just little people, 
you know, in terms of what I see.  

I’m always amazed by what the youngest people in communities are actually doing, and 
they’re very often the ones, like if I ever see something amazing I’m always like, it’s 
probably some 12 year old somewhere in the world that made this, and they’re actually 
probably seven. 

[laughter] 

I think one of the reasons why things like Minecraft have been so heavily successful is 
because it was just made for everybody and we live in a world where we are surrounded by 
different systems that are going on, and we’re surrounded by composition and we’re 
surrounded by beauty and for a long, long time we were actually learning through the books 
that we were reading and then it appeared we were going to learn through the games we 
played in the playground. Games give us a chance to be able to go to other places and 
experience other worlds and other perspectives, which is what’s – and when (inaudible) hits 
it’s going to be completely insane.  

So I think actually, you know, I love the ‘maker movement’, because that’s where it’s at, I 
think getting coding into schools is really, really important and should be something that 
anyone here who’s working with government or within education should be really, really 
pushing for. Because that really is the language of the future. I was just saying earlier, when I 
was in high school the languages I was encouraged to learn was like Mandarin or Japanese 
and that was kind of useful for working with Sony but actually what would have been much 
more useful would have been actually learning to code.  

So I think that the future within education has to be, you know, building on the STEM 
movement is a wonderful, wonderful, wonderful place to start because in doing that people 
are learning about systems, they are learning about narratives, they’ll learn about – when 
Little Big Planet went into schools the thing that I really learned from that was how teachers 
were seeing that the combination of systems and composition is really important thing. Now 
why do we love a beautiful chair? We love a beautiful chair not just because it’s comfortable 
but we love it because we appreciate its aesthetic as well. And there’s something that within 
games that we can really do that – it brings together a lot of different parts of our brains and 
emotions. So I really think that’s important. 
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Jeff said something yesterday in a panel that I thought was excellent, which was literacy, and 
that was thinking about games, and that having to improve our literacy and everyone’s 
literacy of the games medium, and that will help us reach a more critical mass of people 
understanding it. And I think that’s the thing as well because I do know that, sort of, within 
when I have gone into schools, it really is the teachers who have an interest in games, or who 
have played them, who know exactly what to do. There will be a lot of people who really 
want to do something, so finding ways to be able to help teachers and (inaudible) too. 
Because I think, still, because there’s a really big gap. If you haven’t played games since you 
were eight and you’re now in your thirties, there’s a lot to catch up on and I think we really 
want to help people to be able to do that, they same way we can with movies and we can with 
novels. So I think you know it’s understanding that our hobbies can actually develop into 
something really important and is one of the aspects of it, you know, I started in my career 
because I had a hobby and that hobby became my career and my career is awesome. 

[laughter] 

It is! Like, I have a wonderful, wonderful job, I can’t stress how wonderful the games 
industry is. In making it, you learn continuously. So every day I go to work I learn about 
something. It may be that I’m learning more about physics, it’s might be that I’m learning 
more about how to evoke an emotional response. It might be that I’m learning about a new art 
movement that I’ve never heard of before, or it might be the juxtaposition of putting two of 
those things together. I think that’s the thing that’s really amazing is... (inaudible). 

I went to a world economic forum for the rights of the child in Stockholm a few months ago 
and actually I realised there that the skills that I learn making games and we all learn making 
games are incredibly applicable to other industries the world and the (inaudible). And I was 
looking around as a gentleman from the Red Cross was telling me, ‘I don’t know how to 
actually bring together (inaudible), I don’t know how to get word out to the community really 
fast, I don’t know how to action happening on the ground really quickly’, and I was thinking, 
you know what, in video games we do that like ‘that’ [snaps fingers]. 

So some of the things that we’re learning that we can learn via our hobbies, via game making, 
it may not mean that you’ll end up being video game makers, it may mean that we can use 
these skills bringing communities together and finding interesting ways of engaging people 
and actually making the world a better world. And I think that’s also really, really interesting. 

 

Scott Edgar: 

And the process of making games is almost a microcosm of that anyway – bringing together 
writers, technicians, artists, logic people 
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Siobhan Reddy: 

Yeah and they’re all really different (inaudible) have lots of experience. 

 

Scott Edgar: 

Well we’ve only got these guys for a few more minutes before they’ve got to go downstairs 
and put their cosplay on for the exhibition floor. But this is a very rare opportunity so I’m 
hoping if anyone here has – over here, a question sir? 

 

Audience member: 

Yeah I’ve got one. A lot of time was spent on writing the new curriculum that introduced a 
lot of these elements into that. A lot of consultation was done with teachers, it was written by 
teachers, there was a massive amount of work done, and now the review has come out and 
said we need to be thinking literacy and numeracy and nothing else (from kindergarten?) and 
digital technology should not be introduced until Year 9. So what do we need to do to make 
sure that that doesn’t happen? Because it’s a big issue for us, particularly in schools where we 
are doing that already and we’re going to have that stripped away from us. 

 

Jeff Brand: 

If you Google ‘gamifying the Australian Curriculum’, I’ve done a Prezi on this, and I’ve 
actually taken the Australian Curriculum and tried to decode it for the place of games. And 
it’s disgusting that we can talk about ‘games of chance’ and we can talk about the Greek or 
the Roman Games, but we don’t talk about games as a popular form, we don’t talk about 
STEM enough in the context of games. But to answer your question I’m going to back up 
Bronwyn here and say just build everything in Minecraft and then maybe someone will listen. 

I meant to bring up at some stage, check this out – this is the first book on Minecraft... 
(inaudible due to clapping)... policymakers at some stage. We put – (inaudible) in the middle 
here – I’ve got a chapter in here about how we turned our university into Minecraft. Now 
there was a lot of criticism of us doing anything with games in our university. We just teach, 
you know, business and law and a bit of medicine, (inaudible) this is ridiculous. 

[laughter] 
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This book is the sort of thing we need to be doing. We need to be getting out there with 
messages saying things like, this is a $100 billion dollar a year industry. And I agree 
completely with what you said. This issue has flow on effects to so many other industries. I 
mean look at the place in medicine, for example, for simulations and games. So to answer 
your question, I think the only way around is just to get on with it. The maker movement, 
build like crazy, parents need to engage their kids, teachers need to be engaging, so that we 
can create a momentum. 

 

Bronwyn Stuckey: 

There’s a really good way to embed that in what exists – games are just another media. And 
literacy is interpreting a media. So it’s there. It just doesn’t have to have the word game in it. 
And I think that’s the message we have to get across to teachers is that it’s another media and 
teachers need to be using it. And any parent who’s got a two year old knows how tech-savvy 
kids are and how quickly they learn to use any kind of tablet, iPad, whatever. And I think a 
lot of the fear mongering that goes around using technology in early childhood and early 
years is as erroneous as the fear surrounding children being in online social media. And that’s 
a whole ‘nother panel. But I think we need to just take it and run with it beside the words that 
we already have, and demand that it’s there. 

 

Scott Edgar: 

There’s almost an invitation there that would have a stigma, would you say? 

 

Bronwyn Stuckey: 

Yeah I think so. And that’s been broken down in industry. If you look at companies like IBM 
and other where games are being highly prized for training and development of staff, the fact 
that something is a game isn’t necessarily decried. But I think in schools it’s seen as less 
serious and we still have to break that down. 

 

Siobhan Reddy: 

I think that’s what’s really been changing though. Because I’ve been in the games industry 
for 17 years, 16 years and actually I’d say that maybe over the last three or four years it’s a 
career that people don’t go, ‘what?’. Now it’s actually, people go, ‘oh that’s really cool’. But 
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for a long time it was that that, you know, like my mum now thinks it’s cool but for ages she 
was like, ‘What are you doing? Don’t you want to get a job in HR or something?’ 

 

Jeff Brand: 

We graduate students with a Bachelor of Computer Games and when they go across the 
stage, when it’s read ‘For the Bachelor of Computer Games’, people snicker. But when you 
say ‘For the Bachelor of Film and Television’ it’s all very serious. So we’re not there yet and 
I think, to go back to the literacy point, it’s because people who are highly literate in the 
medium prize being literate and they adore the medium, because they’ve invested in it. 
People who are illiterate in the medium criticise it and fear it, because they don’t have the 
capability of reading it. 

 

Siobhan Reddy: 

Definitely. 

 

Bronwyn Stuckey: 

And if you want to see a learning agenda perhaps that people can understand more clearly, 
there’s a game called Refraction out of the University of Washington, Zoran Popovic is the 
professor developing that, and it’s a math game but it’s got a lot of AI behind it so it learns 
from your play what examples to present to you to keep you in that zone of proximal 
development so that you’re getting enough challenge to keep you learning, but if you’ve got a 
misconception, a mathematic misconception, it’s going to take notice of that and offer 
examples that will help you move beyond that in an individualised way that no classroom 
teacher could give 30 kids in a classroom learning fractions. So that’s a really beautiful 
example with a lot of great data behind it. 

 

Jeff Brand: 

And that capability, as it’s referred to in the Australian Curriculum... (inaudible) to match 
content to the development of each child... (inaudible). 
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Siobhan Reddy: 

[To the audience member that asked the question] Are you a teacher? 

 

Audience member: 

I am. 

 

Siobhan Reddy: 

Well you’ve just got to keep going. Because your students are so lucky to have a teacher who 
is actually that engaged, because it’s really – I mean, I was helped by my teachers and that’s 
how I’ve ended up having the career I’ve had. So, I mean, you know, good luck. 

 

Audience member: 

I imagine there are a lot of teachers in the room? Hands up if you’re an educator. 

[applause] 

 

Scott Edgar: 

Let’s do that again with a camera ready. Alright, hands up. Good on you. 

 

Siobhan Reddy: 

That’s a lot of lucky students 

 

Audience member: 

Because I don’t think it’s us, it’s the people who tell us what we can and can’t do. 

[applause] 
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Because when we’re told if you don’t do it this way then you’ll be put on another class next 
year or you’ll be looking for another school, that’s a real problem. 

 

Bronwyn Stuckey: 

But the basic problem, I think, beyond all of this conversation is we don’t trust our teachers 
in the way that we should, to be professional and to know what’s in the best interests of kids. 
I mean, we have to fight for that. 

 

Audience member: 

(Something about ACARA). I mean two years ago we got told... we can actually have 
pseudo-coding and talk about algorithms – at last, this is what we’re going to be getting in 
computing. And now the review comes in and says ‘out’. [gestures] 

 

Scott Edgar: 

Yeah I think that’s pretty much the Federal Budget. [gestures] 

[laughter & applause] 

 

Siobhan Reddy: 

But can you still run code clubs and game clubs? I know in the UK there’s a lot of that 
happening where the after-school clubs and lunch time clubs that give you those things as 
well. And are they supported by your school? 

 

Bronwyn Stuckey: 

But you shouldn’t have to sneak things in. 
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Scott Edgar: 

This is fantastic. I think we could talk like this for two more hours but we have to really get 
to the people that this morning’s all about – the students and the winners of the STEM 
Challenge. 

Thank you so much to our panel. Good on you.  

[applause] 

 

Siobhan Reddy: 

With all the teachers in the room, please feel free to email me. My address is 
siobhan@mediamolecule.com It might take me a while to reply, but I will. And CC Gemma 
if you really want a reply. 

 

Scott Edgar: 

Ladies and gentlemen, Bronwyn Stuckey, Jeff Brand and Siobhan Reddy. Another hand for 
our panel. 

[applause] 

Okay now the winners of the STEM Video Game Challenge this year have created some 
simply outstanding games, and in many instances have demonstrated a level of skill and an 
aptitude for game design that extends far beyond their expected level of learning. Even 
finishing a game is a miracle, especially if you’ve got homework to do. 

Selected by an expert panel of video game industry professionals, the winning games in each 
of the six categories were chosen according to a set of criteria which not only included 
traditional video game values such as game-play and visual design, but also on their ability to 
draw on and harness concepts from the fields of Science, Technology, Engineering and 
Maths and represent them using the interactive medium of a video game, so learn while you 
play, otherwise known as game-based learning. 

Needless to say, this is quite an achievement, and for many, we hope it is the first step toward 
a bright future in a STEM-related field of study or indeed a games-related field of study. 

To help facilitate and further their interest in video game design, the winners of each category 
will receive one of those very tantalising HP boxes over there, the brand new ‘Pavilion’ 
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Laptop thanks to Hewlett-Packard Australia, the official prize partner of the STEM Video 
Game Challenge, [applause] along with a $1000 cash prize... for their school [laughter] or 
chosen charity, and will have their game featured at the STEM Video Game Challenge stand 
on the Expo Floor right here at PAX. You can actually go down and play those games today 
right here at PAX, which in itself is a technical achievement. 

And so I’d like to introduce to present the first award Branko Burgarski who is the General 
Manager of Software at HP South Pacific and leads the team responsible for all of HP’s 
software business across the region. 

[applause] 

The Year 5-8 Individual Category Winner is Matthew Crawford for his game ANGLE 
REBOUND. 

[applause] 

ANGLE REBOUND is a puzzle based game involving the strategic use of angles and the 
physics of motion and momentum. Described by the STEM Video Game Challenge judges as 
an ‘engaging and fun’ game with a well-executed and elegant design, ANGLE REBOUND 
was commended for increasingly challenging the player as the game progressed – keeping the 
player engaged and fostering a desire to keep playing. 

Matthew Crawford, ladies and gentlemen. 

[applause] 

Now the Year 5-8 Group Category Winners are ‘The Batch Files’: Triyan Jha, Kye Opie, 
Daniel Thomas and Jeremy Pearson-Lemme, for their game PHYSICS RUN. 

[applause] 

PHYSICS RUN is a side-scrolling platform game, which emulates the laws of physics and 
gravity throughout the game play. Described by the STEM Video Game Challenge expert 
judges as ‘fun and well realised with a very challenging level design’ PHYSICS RUN was 
also commended for its consistent visual style and captivating game-play. 

[applause] 

Thank you Branko for your help in presenting those awards. 

Now to present the Year 9-12 Individual Category Winner I’d like to introduce the Director 
of the ACER Foundation, the charitable division of the Australian Council for Educational 
Research. Deirdre Jackson, ladies and gentlemen. 



	   	  
	  	  	  	  	   	  

	  

©	  Australian	  Council	  for	  Educational	  Research	  
www.acer.edu.au	  

16	  

The Year 9-12 Individual Category Winner – congratulations Mark Signorelli for his game 
CUBES AND DIMENSIONS. 

[applause] 

CUBES AND DIMENSIONS is a side-scrolling puzzle game with a great visual design. A 
game that teaches the player how to play through trial and error, CUBES AND 
DIMENSIONS features a series of rooms, each containing a sequence-based puzzle that the 
player must solve in order to progress. The STEM Video Game Challenge judging panel 
placed a particular commendation on the attention to detail given to level design, and the way 
in which the game increases the complexity of the challenges as the player progresses. 
Overall, CUBES AND DIMENSIONS is a great game that facilitates the use of logic, 
reasoning and lateral thinking. 

Well done Mark, congratulations. 

[applause] 

Now the Group Category Winners – and I’m loving the team names in this – please 
congratulate Tessa and Rhys Donaldson, ‘The Ducks’ for their game EVOLUTION MAZE. 

[applause] 

EVOLUTION MAZE was described by the STEM Video Game Challenge judges as being 
‘good for a young audience, with a simple and clear game concept’. A navigational puzzle, 
EVOLUTION MAZE encourages the player to utilise problem-solving and logic to guide the 
on-screen avatar through increasingly complex mazes. The game received praise for the way 
in which it establishes clear goals and feedback, and ties success to biological science – the 
reward for succeeding is moving on to the next stage in an evolutionary chain, progressively 
allowing a greater resilience to threats within the maze. 

That sounds like fun, well done! Good on you, The Ducks.  

[applause] 

And thank you Deirdre. And now I’d like to present the Year 9-12 Advanced Categories is 
the Head of Innovation at the PricewaterhouseCoopers Digital Change Team, please welcome 
Kate Eriksson. 

The Year 9-12 Individual Advanced Category Winner for the first ever STEM Video Game 
Challenge is Jack Shayne for his game JACK’S BRICKS. 

[applause] 
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Made in Unity, JACK’S BRICKS utilises a fully three-dimensional, as you can see, 
environment. The STEM Video Game Challenge judges were particularly impressed with the 
consistency of the visual design throughout the game. Built around concepts of physics and 
engineering, JACK’S BRICKS emulates building blocks in a ‘sandbox’ type world, where 
the player is able to use a multitude of different blocks to freely create structures. 

I can see some licensing opportunities there already. Well done, Jack. 

[applause] 

Now in addition to this the judging panel was so impressed with one of the games submitted 
in the Advanced Category that the judges would like to give special mention to Brandon 
Shult for his game MATH MOUNTAIN and John Dillon for his game SOLAR ARC.  

[applause] 

Well done, yes! Both of these games showed a great degree of technical skill using the Unity 
game engine. The judges and the STEM Video Game community wish to encourage Brandon 
and John to continue developing their skills in game design and development as they show 
real promise. We look forward to seeing more of your work, and more of the work of 
everyone else we’ve seen here today, in the future. 

Now the PricewaterhouseCooper Award, the PwC Award. Now, professional services firm 
PwC is of course the major partner of the Australian STEM Video Game Challenge.  
Recognising that the great work of the talented young developers should be shared with the 
world, and to share their belief in the importance of equipping our kids with STEM skills, 
PwC has introduced the PwC People’s Choice Award.  The award showcases the great work 
of the Advanced Category finalists. 

The competition was hosted on PwC’s Facebook page, where PwC staff and broader 
community networks were asked to vote for their favourite gameplay video. When I first met 
Kate she was on the phone and I thought that she was being rude, but she wasn’t being rude, 
she was looking up the winner. Ok, that’s what was going on. So the competition was hosted 
on PwC’s Facebook page and the winner - the game that had received the most number of 
likes at 9:30 this morning - will receive a 6 month mentoring package – again, human 
resources, this is a priceless package, with access to members of PwC’s Digital Change team. 
These mentors will share with the winner their knowledge, skills and insights on what it takes 
to turn a video game into a commercial product, as well as provide them with the opportunity 
to experience first-hand where a career in STEM can lead. That is a hell of a prize. Being in 
the same place as people who you know is just something that you can get assets that you’ll 
never lose in life. So thank you PwC. 
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So the PwC People’s Choice Award winner for today for the first STEM Challenge is Josh 
Caratelli and Liam McLachlan for their game, SMOG GAME. 

[applause] 

Congratulations. 

Now the Year 9-12 Group Advanced Category, the winners of that also happen to be Josh 
and Liam, well done, for SMOG GAME. Congratulations.  

Designed for the touch-screen environment of an iPad or tablet, very smart, SMOG GAME 
uses a fun and interactive medium to impart lessons about biology and the importance of 
environmental conservation. Described as being ‘fun to play with impressive graphics’, 
SMOG GAME is addictive and challenging; while the visual representation of the 
surrounding environment relative to the actions undertaken by the player is a very inventive 
way of delivering the core message. 

Well done Josh and Liam, congratulations. 

[applause] 

Well done all of you guys. It’s so inspiring to see all of you working so hard on something 
and you don’t work that hard on anything unless your petrol is passion. So it’s really great to 
see such passion in people and thank you Kate, obviously, with the Awards there. 

Congratulations winners. Congratulations those of you who cared enough to come along to 
this morning. Thank you so much to our panel, it was a most enlightening conversation and 
I’m sure versions of it will be branching out throughout the day amongst everyone who was 
here.  

It’s been my great honour to be involved and thank you so much to ACER, PwC, Hewlett 
Packard Australia, the Victorian State Government Department of Business and Innovation, 
Macquarie University, Hightail, CSIRO Education, PAX Australia, Swinburne University, 
Game Developers Association of Australia, the Interactive Games and Entertainment 
Association. Thank you also so much to our panellists Siobhan Reddy, Jeff Brand and 
Bronwyn Stuckey. 

[applause] 
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Now thanks to the ongoing support of PwC, I’m pleased to be able to say the STEM Videog 
Game Challenge will be running again in 2015. So students and teachers take note, that’s 
going to be another really interesting opportunity to see some great work next year. Go to 
www.stemgames.org.au to find out more and please encourage people to... oh that’s for me... 
why don’t you go down and play the games, they’re on display downstairs on the PAX Expo 
Floor, I’ll certainly be there checking them out. I’ve been Scott Edgar – thanks so much for 
coming and have a great PAX. 

[ends] 

 


