
2015 PANEL, SHOWCASE AND AWARDS CEREMONY
PAX AUSTRALIA, DROPBEAR THEATRE,  
MELBOURNE CONVENTION AND EXHIBITION CENTRE

PANEL: FRIDAY 30 OCTOBER 

Games with Aims: Using game 
development to power STEM learning
What is the place of video games in education? How can 
video games enhance learning in science, technology, 
engineering and maths (STEM)? Now in its second year, 
the Australian STEM Video Game Challenge is using video 
games to engage students in STEM learning in new and 
exciting ways. Hear from our panel of experts as they 
explore game development as an engaging, interactive 
learning activity that is empowering Australian teachers, and 
inspiring a new generation of switched-on students!

PANEL HOST
Dr Ian Lewis 
Dr Ian Lewis is a Lecturer at the University of Tasmania 
and runs the Games Research Group. He was 
instrumental in developing UTAS’s Games and Creative 
Technology Major, and teaches over 100 students each 
year in games development. Ian is also the Founder and 
CEO of a Tasmanian indie development company called 
Giant Margarita, which is here exhibiting Party Golf at 
PAX, as well as showcasing the game of one of UTAS’s 
own student teams.

PANELLISTS
Josh Caratelli 
Josh Caratelli is the Director/Gameplay Programmer at 
the multi-award winning Double Mercury Entertainment. 
He began making his mark in the games industry at the 
early age of 15 when he achieved his first game credit 
through contract work with Big Ant Studios on Rugby 
League Live 2. Josh and his team entered the Australian 
STEM Video Game Challenge in 2014, winning both the 
9-12 Group Advanced category and the PwC People’s 
choice awards with Smog Game. Double Mercury 
Entertainment and Smog Game have gone on to win the 
2015 iAwards Secondary Category at both the Victorian 
and national level, with the game now available on the 
App Store. More information about Double Mercury 
Entertainment and Smog Game can be found at:  
www.smog-game.com

Brie Code 
Brie Code has, until recently, been working at Ubisoft 
Montreal, where she led programming teams on 
Child of Light, Assassin’s Creed II, Assassin’s Creed: 
Brotherhood and Assassin’s Creed III. She is passionate 
about promoting diversity of all kinds in the gaming 
industry, with an initial aim to increase the number of 
women in the industry. She was a founding member of 
the Ubidiversity Team at Ubisoft Montreal, volunteers 
with Pixelles and is part of the advisory committee for 
YES Montreal’s Advancing Women in STEM through the 
Mentorship Project.

Jaclyn Curnow 
Jaclyn Curnow is an experienced secondary teacher, 
currently teaching Information and Communications 
Technology (ICT) at Mill Park Secondary College, 
Melbourne. Through her students’ participation in local 
and national ICT events, she has seen an increase in 
engagement and learning outcomes. After investigating 
the alignment of the Australian STEM Video Game 
Challenge with the curriculum, she recognised the evident 
benefits of the event for the school’s ICT students – with 
more than 70 submitting their game this year.

Dr Chad Habel 
Dr Chad Habel is a Senior Lecturer in the Faculty 
of Arts at the University of Adelaide. His research 
interests are in game-based learning and educational 
technologies. He is also the Director of Game Truck 
Australia, a mobile video game arcade for kids’ 
parties and other events, including Minecraft learning 
workshops. As a sponsor and judge of the Australian 
STEM Video Game Challenge, he is continually excited 
about the potential for transformative learning through 
game development.

SCHEDULE 
PANEL: FRIDAY 30 OCTOBER 2015, 10.30-11.30AM DROPBEAR THEATRE
Games with Aims: Using game development to power STEM learning

SHOWCASE AND AWARD CEREMONY: SATURDAY 31 OCTOBER 2015,  
10.30-11.30AM DROPBEAR THEATRE
Sensational Student Showcase and Awards



SHOWCASE AND AWARD 
CEREMONY: SATURDAY 31 
OCTOBER 
Sensational Student Showcase  
and Awards

Meet the game developers of the future as they 
join expert game developers Josh Caratelli, Dr 
Kristy de Dalas and Virginia King, who will play 
the games of the student winners in the 2015 
Australian STEM Video Game Challenge. With 
host Dr Chad Habel, Josh, Kristy and Virginia will 
take interactive learning to a new level as they 
unpack what goes into making a great game, 
offer tips on game design and development, 
and talk with the winning students about the 
programming and game-making skills, processes 
and knowledge behind their 2015 winning games. 

SHOWCASE HOST
Dr Chad Habel 
Dr Chad Habel is a Senior Lecturer in the  
Faculty of Arts at the University of Adelaide.  
His research interests are in game-based learning 
and educational technologies. He is also the 
Director of Game Truck Australia, a mobile video 
game arcade for kids parties and other events, 
including Minecraft learning workshops. As a 
sponsor and judge of the Australian STEM Video 
Game Challenge, he is continually excited about 
the potential for transformative learning through 
game development.

SHOWCASE GAMES PLAYERS
Rae Johnston
Rae Johnston is a technology, video game and 
social media expert with a regular consumer 
technology segment on Channel Nine’s Mornings 
and on the monthly live video game talk show, 
Bonus Stage.

Josh Caratelli 
Josh Caratelli is the Director/Gameplay 
Programmer at the multi-award winning Double 
Mercury Entertainment. He began making his 
mark in the games industry at the early age of 15 
when he achieved his first game credit through 
contract work with Big Ant Studios on Rugby 
League Live 2. Josh and his team entered the 
Australian STEM Video Game Challenge in 2014, 
winning both the 9-12 Group Advanced category 
and the PwC People’s choice awards with Smog 
Game. Double Mercury Entertainment and Smog 
Game have gone on to win the 2015 iAwards 
Secondary Category at both the Victorian and 
national level, with the game now available on 
the App Store. More information about Double 
Mercury Entertainment and Smog Game can be 
found at: www.smog-game.com 

Dr Kristy de Salas
Dr Kristy de Salas is a Senior Lecturer at the 
University of Tasmania and runs the Games 
Research Group. She is also a Producer at 
Tasmanian indie development company Giant 
Margarita, which is exhibiting Party Golf on the 
PAX expo floor.

Virginia King
Virginia King is a Lecturer in Computer Science 
at RMIT who has been gaming since the age 
of five when her mum bought her a laptop and 
optimistically told her it was for ‘homework’. Since 
then Virginia’s homework has included saving the 
world from radioactive super mutants, sentient 
space ships, plant-eating zombies and the undead 
pirate Captain LeChuck. She teaches Computer 
Science at RMIT and is also one the founders of 
Invent the World, an educational organisation that 
aims to get kids involved in gaming, programming 
and STEM.



2015 AWARD WINNERS

YEAR 5-8 INDIVIDUAL
Winning student: Daniel Blaker

Game: Phlight – The journey home

Daniel is a student at Parade College in Melbourne. 
His game, Phlight – The journey home is a two-
dimensional adventure/puzzle game that places the 
user in the role of an interstellar explorer journeying 
back to Earth after crashing on the far side of the 
solar system. Players must solve a series of puzzles 
which combine elements of geology and chemistry 
with physics and lateral thinking. The Australian 
STEM Video Game Challenge judges described it 
as an awesomely fun game. ‘This game is very well 
designed and engaging, and the game play is deep.’

URL: https://www.stemgames.org.au/winners#year-5-8-individual-2015 

username stem-media password Stem2015 

YEAR 5-8 GROUP
Winning group: Periodic Survival
Game: Periodic Survival

Members of the winning group, Periodic Survival, 
are students at Mosman High School in Sydney. 
Periodic Survival is an interactive ‘storybook’ game 
that helps to foster an understanding of basic 
elements on the Periodic Table. Taking on the role 
of an explorer lost in the desert, players must use 
the elements in combination to make items and 
substances necessary to survival. The Australian 
STEM Video Game Challenge judges described it 
as a game with an interesting premise that ties the 
STEM theme to the gameplay.

URL: https://www.stemgames.org.au/winners#year-5-8-group-2015 

username stem-media password Stem2015



YEAR 9-12 INDIVIDUAL
Winning student: Aidan Court

Game: Rexplorer

Aidan is a student at John Pirie Secondary School 
in Port Pirie, SA. Rexplorer is a two-dimensional 
game about exploration and conservation. Players 
take on the role of ‘Rex’, an adventurer charged with 
protecting endangered Australian animals from an 
evil robot invasion. The Australian STEM Video Game 
Challenge judges described it as a fantastic game 
and loved the attention to detail: even the frill neck 
lizard is animated. 

URL: https://www.stemgames.org.au/winners#year-9-12-individual-2015 

username stem-media password Stem2015

YEAR 9-12 GROUP
Winning group: Anomaly Blue

Game: Dolphin Dive

Members of the winning group, Anomaly Blue, 
are students at the Jesmond Senior Campus of 
Callaghan College in Newcastle. The Australian 
STEM Video Game Challenge judges praised the 
gameplay mechanics of Dolphin Dive, a side-
scrolling adventure game that requires the player – 
embodied as a dolphin evading an oil spill – to avoid 
obstacles in the form of litter and debris in order to 
outswim the pursuing toxic sludge. According to the 
judges’ comments, ‘I could see this developing into 
an addictive game. There is a lot of potential in this 
game to help educate others about our waters.’

 URL: https://www.stemgames.org.au/winners#year-9-12-group-2015 

username stem-media password Stem2015



YEAR 9-12 INDIVIDUAL ADVANCED
Winning student: Kwergan Gregory

Game: Rewire

Kwergan is student at Bunbury Senior High School in 
WA. Rewire is a three-dimensional problem solving/
puzzle game. Armed with an experimental piece of 
technology called the ‘Rewire Tool’, players must 
navigate through rooms using the tool to connect 
various combinations of output and input nodes in 
order to achieve objectives. The Australian STEM 
Video Game Challenge judges were impressed by 
the game’s excellent implementation and gameplay 
elements that make it fun to play.

URL: https://www.stemgames.org.au/winners#year-9-12-individual-advanced-2015 

username stem-media password Stem2015 

YEAR 9-12 GROUP ADVANCED
Winning group: Invisible Wombats

Game: Malware Meltdown

Members of the winning group, Invisible Wombats, 
are students at Trinity Christian School in Canberra. 
Malware Meltdown is a creative two-dimensional 
game in which players take control of antivirus 
software within a corrupt computer system, using 
an upgradable collection of items to destroy pieces 
of ‘malware’ that threaten to compromise the 
system. The Australian STEM Video Game Challenge 
judges described Malware Meltdown as a fun and 
engaging way to learn about cyber security.

URL: https://www.stemgames.org.au/winners#year-9-12-group-advanced-2015 

username stem-media password Stem2015



PwC ACHIEVEMENT AWARD – FEMALE 
Winning group: Penrhos 1

Game: Destroy the Nurdles, Save the Turtles

Members of the winning group, Penrhos 1, are 
students at Penrhos College in Perth. Destroy the 
Nurdles, Save the Turtles is their first attempt at 
game design. The Australian STEM Video Game 
Challenge judges were impressed at the research 
and care taken in developing the theme of this 
game. ‘I really liked the idea of this game. When the 
turtles were hit by the nurdles and went grey, I felt a 
genuine sense of responsibility, which encouraged 
me to try again and do better.’

URL: https://www.stemgames.org.au/winners#pwc-achievement-award-female 

username stem-media password Stem2015

PwC ACHIEVEMENT AWARD  
– INDIGENOUS 
Winning group: Couch Gaming

Game: Times of War

Members of the winning group, Couch Gaming,  
are students at Montrose Bay High School in Hobart. 
Times of War is a two-dimensional wave-defence 
game in which players defend a castle from invading 
forces by answering multiplication questions to 
fend off the advances of an opposing force. The 
Australian STEM Video Game Challenge judges were 
impressed by the game play concept: with enemies 
spawning more frequently as the game progresses, 
players are challenged to answer questions with 
increasing urgency in order to repel them. 

URL: https://www.stemgames.org.au/winners#pwc-achievement-award-indigenous 
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AUSTRALIAN STEM VIDEO GAME CHALLENGE PARTNERS
Google
Swinburne University
University of Tasmania 
Lumi
PAX Australia
Game Developers Association  
of Australia
Interactive Games and Entertainment 
Association

Game Truck Australia

Unity

The Victorian State Government: 
Department of Education and Training

University of Adelaide

The Victorian State Government: 
Creative Victoria

Codeclub Australia

Founding partner:  
Australian Council for 
Educational Research

Major partner:  
PwC

Innovation partner:  
HP Australia


