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STUDENT HANDBOOK 

Welcome to the STEM Video Game Challenge! We are very excited to have you take part. 
The world of video games is an exciting and fun place to be, it is also creative, inspiring and 
educational! Yes, that’s right you can learn lots of stuff playing and making games. The 
STEM Video Game Challenge is all about you showing us what you can do. So grab some 
friends and make a team of no more than four, find a mentor to help you and get your game 
on! 

Finding a Mentor 
Your Mentor has to be over the age of 18 and must have a Working with Children check for the State in which you 
live and will be working. They can be a Teacher, a Mum or a Dad or an older sibling, a coach, an Uncle or Auntie 
even a Grandparent! 

Their job is to: 

• Register your team.
• Make sure you all have permission from your parents/guardians.
• Support you in making your game.
• Submit your game for judging.
• Be the communicator with us, the STEM VGC team.

A Mentor can look after more than one team. 
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GAME PLATFORM & CATEGORIES 

Your age and the platform you choose to use to make your game will determine which 
category you can enter. All the platforms must be FREE or free for education. You can’t use a 
platform you have to pay for. This is because we want it to be fair for everyone. 

Game Categories 
Students may enter in one of six categories: 

Year 4-6: Playable Games 
• Scratch
• Open platform (free or free-for-education only)

Year 7-9: Playable Games 
• Godot Engine
• Open platform (free or free-for-education only)

Year 9-12: Playable Games 
• Unity3D and Unreal Engine
• Open platform (free or free-for-education only)

Once again if you need help deciding - talk to your Mentor about what platform is best for your team to use to 
make your game. 
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GETTING YOUR TEAM TOGETHER 

How you organise your team is entirely up to you and your Mentor. What works for one 
team may not suit another. However, we recommend considering the assignment of roles 
within the team. This does not mean team members cannot have input into other 
aspects of the game, the assignment of responsibility simply ensures that all aspects of 
the game development process are being looked after by someone. Don’t forget if you 
need to talk it through, your Mentor is there to help you work this out. 

Some role suggestions are: 

Game Designer 
Game Designers help to determine the rules and the structure of the game making 
sure that players can easily understand how to play the game. They need to think 
about the gameplay, the goals of the game, the balance of challenges and rewards, 
feedback to the player, levels and increasing difficulties. Game Designers need to be 
good communicators, helping to guide other members of the team. 

Artist/Visual Designer 
Artists and Visual Designers are responsible for the look and graphic design of the 
game, ensuring it is consistent throughout the game. Artists and Visual Designers 
are generally creative with an ability to visually represent concepts or ideas, and take 
responsibility for the overall graphic style and appeal of a game. 

Programmer 
Programmers make the game work! They write the code, scripts and mechanisms that 
make the game functional and playable. Programmers are responsible for functionality 
and many of the technical aspects of game development. 

Storyteller 
Storytellers contribute to the narrative that underpins the game. They are responsible 
for providing the game with environments, characters, motivation and context. 
Storytellers are driven by player engagement - they think about what is happening in 
the game, how the story will progress through the game, and how the progression 
will help to encourage/challenge the player to continue playing. 
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Remember: Team members work together and support each other! It is a common 
occurrence for roles to overlap and, in small teams, for members to perform 
more than one role. The key to working well as a team is communication and 
cooperation –working together to achieve a number of smaller goals that produce 
one fantastic game! 

Sound & Musical Effects 
Sound and music can heighten the game play and bring the world of the game to life. 
Music can bring an emotional element to the game, while sound can add a dynamic 
atmosphere. Original sound and music can make a good game great! 

Tester 
The Tester is responsible for testing the game and ensuring that there are no glitches 
or technical problems. Tester’s play a valuable role in ensuring that games are 
functional, engaging and enjoyable. They provide insights on how the game feels to 
play, and the player experience. 

(NB: It is recommended that you test your game with a person not connected to the 
build and design of the game – someone fresh will pick up problems that those who 
understand the game will not!) 
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CONSTRUCTION/DESTRUCTION 
Every act of creation is first an act of destruction. 

Pablo Picasso 

Build a wall. Smash a wall. 

Break through to the other side. 

Have you ever played a game where you had to build something to complete, or help you complete, 
the goal of the game? 

What about a game where you had to smash or destroy something, or maybe many things, to get to 
the final goal? 

Many games involve construction and/or destruction. 

And this is the theme of the STEM video game challenge in 2023. 

Your challenge this year is to make a game that involves construction or destruction, or maybe both. 

Construction AND destruction! 
Eliminate your enemy’s forts to advance your army. 

Build anew from broken pieces. 

Be the glacier, the storm, the volcano. 

Have you ever built something just for the joy of knocking it down? A tower of blocks, a sandcastle? Or do you 
like taking things apart so you can build something new? Can you build a game that involves both – 
construction and destruction – for you to get to the final goal? 

We’d love it if you can figure out a game that involves both! 

What is construction?
Construction can be a thing that we build – a building, a structure, a framework. 

But construction can also be the act of building something – raising, creating, making, forming, fabricating, 
assembling. 

What would that mean for a game? 

Perhaps you could make a game where the goal is to complete the building of something – a tower, a 
bridge, a world, an ecosystem, a living thing, an idea. 

There are lots of games like this: Minecraft, Fortnite, Cities, Trove, Roblox, Rust, Scrabble and many 
more. 

But you could also make a game where the idea isn’t just to build something, but where the goal of the 
game is the building process itself. 

For example, imagine a game where you have to build a factory that is the used to build something else. 
The thing the factory builds is important but getting the factory to work properly is even more important. 
Factorio, Foundry, and Satisfactory are examples of this type of game. A marble run is a great offline 
example. 
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What is destruction? 
The simplest way to think of destruction is as the opposite of construction. Destruction is demolition, 
dismantling, wrecking, blasting, smashing, shattering. 

And it shouldn’t be too hard to think about how that might apply to a game. You’ve probably seen or played 
many games where the idea was to destroy something to reach the goal. Have you ever been Ten Pin 
Bowling!? 

Inspiration for game development 
It is often helpful to start with what you already have experience with. Think about what you like to construct  
and destruct. Do you like to build jumps for your mountain bike? Do you like making up your own songs on 
an instrument? Do you like jumping on sandcastles? Or throwing water balloons for the thrill of watching 
them explode!? 

Think about games you enjoy playing both on and offline. Let them inspire your game development. 

What can you construct in a game? 
Here are some things that a game might need you to construct, so as to reach the final goal: 
• The world of the game
• Some thing within the world of the game
• A path through the game world
• Obstacles to stop an enemy or opponent
• An object – a building, a tower, a bridge, a living cell, a machine
• A collection of objects – an ecosystem, a city, an ant colony, a

sports team
• Ideas – words, sentences, music, songs

Games often involve one player against another or against many others, but perhaps you could think 
about a game where players have to cooperate in the construction. 

What can you destroy? 
Perhaps this question should be – what can’t you destroy in a game? 

If you design a game that includes destruction, you might ask what is it that I want to be able to destroy? 
Everything? Most things? Only one thing? 

Like with construction, perhaps you can imagine a game where more than one player has to cooperate in 
the destruction in order to progress and reach the goal. 

And what about a game where you try and make your opponent do the destruction? Perhaps you build 
something and then try to get your opponent to destroy it. 

Jenga is a nice example of that. Can you imagine a way of bringing that sort of goal into a computer 
game?

Have fun, and remember, you can’t make an omelette without breaking some eggs! 
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 GAME DESIGN DOCUMENT (GDD) 

As part of your entry your team will need to submit a Game Design Document (GDD).   A 
GDD is a planning tool used by game development professionals to identify and map out 
the key elements of a game before it goes into production. Don’t underestimate the power 
of the GDD! 
The best game ever created could be entered, but if it doesn’t have a good GDD it will 
not win! 
Don’t leave this until the end! It is worth 50% of your score! Use it to plan your game and 
keep updating it as you work. Think of it like a report of your process. 

The judges will look at the GDD as they play your game. They want to see what went wrong, what went right and 
how your team moved through the development process: 

• How did you resolve a coding problem?
• Why does a character look the way it does?
• Why does a character action sound like that?
• What did you set out to achieve?
• How did it change over time?

A good GDD will answer questions just like these and show the judges how you made your game. 

It’s useful to think of it as a planning tool: 

• What is the game about? (narrative/story)
• Who it is intended for? (audience)
• How it will work? (gameplay mechanics)
• What the requirements are? (technical considerations)
• How it will look? (artwork/graphics)
• How long it will take to make? (timeline)
• What tools or resources do you need to make it? (capability)

Use the GDD to plan, plan, plan… a successful game will 
always have a mountain of planning and thinking before 
the first piece of code is even written. Use the template 
on our website and the GDD rubric as a guide for what to 
include. 
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Rules 
Yes, we have rules. This is a competition after all! 

Your Mentor has a big list of rules and you must not break any of them. We are not going to make you read all of 
them, but there are some you must be aware of: 

1. You must be enrolled in year 4 - 12 in a school located in Australia or are home-schooled in Australia.

2. Only the registered team members guided by their Mentor are allowed to work on the game.

3. You are NOT allowed to alter your game or GDD in anyway after they are submitted for judging. (Yes, we
do check! You will be disqualified if we find alterations to the code after submission.)

4. You must give your signed permission slip from your parent/guardian to your Mentor to look after for the
duration of the competition.

5. You can only be part of one team and enter one game per year.

6. There will be one prize pack per team member available in any game category.

7. While your game will always belong to you, by entering you give us (ACER and the STEM Video Game
Challenge office) permission to use it, and show it to people especially if you win for twelve (12) months
after submission.

Prizes & Awards 
OK, we know this bit is important to you all. The prizes change each year depending on our sponsors. So while we 
can’t tell you what you are going to win, if PAX is running as a live event you will definitely get a pass to PAX for 
each team member, and a guardian if under the age of 18. Other than that it’ll just have to be a surprise! 

If your team wins you will be asked to travel to PAX in Melbourne for the awards ceremony, if you can’t that’s OK 
we will sort out something with your school. At the awards ceremony you will get your prize and have lots of 
photos taken. Your game and GDD will be on display for people to look at and play. We may also have a panel 
discussion about gaming and education that you will have to attend – other than that you are free to enjoy three 
days of fun and gaming magic at PAX. 

If you have any questions ask your Mentor, if they aren’t sure then we are here to help. Get your Mentor to email 
us with any questions contact@stemgames.org.au 

GOOD LUCK! 



www.stemgames.org.au




