
Informaton booklet

Australian Council for Educational Research



The Australian STEM Video Game Challenge is a 
national competition open to all Australian students  
in Years 5-12.

The competition is completely free to enter, and 
represents a great opportunity for upper primary 
and secondary students to engage in hands-on, 
inquiry-driven learning spanning the areas of science, 
technology, engineering and maths (STEM) in a fun, 
exciting  and challenging way.

Able to work in teams of up to four (4) members, 
students are encouraged to work collaboratively to 
design and build a working and playable original video 
game based on STEM in response to a core theme.

Facilitated by the Australian Council for Educational 
Research (ACER) and supported by leading 
organisations at the cross-section of education, 
information technology, entrepreneurial innovation 
and entertainment, exists to help engage Australian 
students with STEM (science, technology, engineering 
and mathematics) disciplines in a new and exciting 
way, and to facilitate self-motivated and enjoyable 
learning that inspires and prepares the next generation 
of Australian students for the future.

Categories
Students may enter in one of six (6) categories:

Year 5-8: Playable Game developed in Scratch
Year 5-8: Playable Game developed in Gamemaker
Year 5-8: Playable Game developed in any other free, or free for education, game development platform.
Year 9-12: Playable Game developed in Gamemaker
Year 9-12: Playable Game developed in Unity3D or Unreal Engine
Year 9-12: Playable Game developed in any other free, or free for education, game development platform.

Registration
To register for the Australian STEM Video Game Challenge, each team of 
students needs to identify an adult to serve as their team mentor. 

Team mentors register the team, and serve as the primary communication point between the 
Australian STEM Video Game Challenge organisers and the team members. Team mentors can 
register as many different teams as they like – in this way teachers and code cub facilitators 
are able to act as mentor for all of the students in their class or club.

Visit www.stemgames.org.au/registration on Monday 1 May to register your team!



Game Development Platforms
To create games, development teams utilise game development platforms (sometimes 
referred to as ‘game engines’).The Australian STEM Video Game Challenge allows 
students to use any game development platform, provided it is free or free-for-education. 

Our entry categories reflect a collection of popular game development platforms that 
provide strong support for education through the availability of resources, tools and 
content to assist with teaching and learning.

Scratch
Scratch was developed by the Lifelong Kindergarten 
at the Massachusetts Institute of Technology (MIT). 
Designed for beginners, Scratch utilises a ‘drag-and-
drop’ environment, and a simplified programming 
language to enable younger students program and 
share interactive media such as stories, games, and 
animation.

https://scratch.mit.edu/ 

Unity3D
An industry-level game development platform,  
Unity3D is a powerful creating tool with a wide user 
base. Combining a visual editor with coding and 
scripting languages such as C# and Javascript, Unity3D 
is a professional level tool capable of producing both 
2D and 3D games, and offers a large knowledge 
base for educational purposes, including a dedicated 
educator toolkit.

https://store.unity.com/

Gamemaker
Produced  by YoYo Games, Gamemaker is a user-
friendly game development platform, commonly 
used in the development of 2D games. Gamemaker 
combines a ‘drag-and-drop’ environment with a 
proprietary code base (Gamemaker Language or 
‘GML’) to give users a greater degree of flexibility when 
developing games. Gamemaker is well supported 
through online documentation and a number of  
video tutorials.

http://www.yoyogames.com/get

Unreal Engine
Commonly used in professional game production, 
Unreal Engine uses the C++ language alongside a 
visual development environment. Designed primarily 
for the production of 3D games, Unreal Engine has 
a broad user base and offers a comprehensive suite 
of documentation, as well as a range of educational 
materials including complete projects, template games 
and tutorials.

https://www.unrealengine.com/

Registration Opens:
Registration Closes:
Game Submission Opens:
Game Submission Closes:
Judging Begins:
Winner Announcement:

Monday 1 May 2017
Friday 30 June 2017
Monday 21 August 2017
Friday 25 August 2017
Monday 28 August
TBA

KEY DATES

Remember: Before choosing a game 
development platform, do some 
research! Consider what sort of 
game you plan to make, how it might 
function and the experience level of 
your team members – then find a game 
development that best suits your needs!



Theme

REACTION!
A reaction is a response to some treatment, situation, or stimulus.  Reactions occur in a number of different ways 
and in a number of different situations. From the way we interact with each other, to complex scientific procedures, 
reactions are happening everywhere!

This year, the Australian STEM Video Game Challenge is looking for games that explore or address the theme of 
‘REACTION!’ 

How you and your team incorporate this theme into your game is completely up to you! We’re looking for creative, 
engaging and fun responses to the theme – they can be very literal and direct, or highly conceptual. Let your 
imagination run wild!

To help give you some starting points, here are a few different types of reaction for you to consider:

Chemical Reaction
Have you ever combined vinegar and baking soda? 
What happens?
What happens when a certain amount of heat is 
applied to gunpowder?

When certain chemical compounds are mixed 
together, or exposed to certain conditions, exciting and 
sometimes unpredictable things can happen! These 
things are often referred to as Chemical Reactions 
and are used in a number of different scientific and 
industrial processes to create products and materials 
that we use every day.

 Can you think of some other common chemical 
reactions and their uses?

 Play ‘Go React’
 http://www.msichicago.org/play/goreact/

 ‘Go React’ is an interactive online laboratory that 
allows the user to combine different elements from 
the Periodic Table to generate chemical reactions. If 
you haven’t learned a lot about chemical reactions 
yet, use the “Featured Reactions” section to get 
you started.

 Can you think of some other games that use 
mixing and matching of different elements to cause 
reactions?

 Can you think of some other games that require 
combining properties or characteristics of object or 
ingredients to help the player progress?

Reaction Time
Imagine the runners on the starting line for a race. 

The starter yells “Ready? Set? GO!” and all of the 
runners take off.

How quickly do they leap into motion?  
Is it the same for each runner? 

Reaction time is about the time it takes for messages 
to travel from the brain to other parts of the body, 
or how quickly we adapt to sudden changes in 
circumstance or situation.

 Can you think of some other situations that test  
our reflexes?

 Take the ‘Reaction Time Test’ online. 
https://faculty.washington.edu/chudler/java/
redgreen.html

 What was your quickest reaction time?

 What was your average reaction time?

 Have someone else take the test; how did your 
score compare to theirs?  
Did you feel competitive with the other person?  
Did you want to be faster?

 Could you use different ways of reacting in  
your game?

 Could you use the element of competition in your 
game somehow?

This year’s theme is Reaction!�� �� � �



Emotional Reaction
Ever been scared or frightened by a movie or  
television show?

Or seen a cat video on YouTube that made you laugh?

Been given a hug by someone you care about and felt 
happy or safe?

Humans react to external stimulus with a wide array of 
responses. These responses can be seen as emotional 
reactions triggered by our network of senses and 
neural processes.

 Think about feelings and the things that affect the 
way people feel – can you make a list of situations 
and some of the emotional reactions that they may 
create?

 Have you ever played a game that you were really 
caught up in? A game that had a very detailed 
story? A game that you were determined to finish?  
What about these games caused you to feel this 
way? How did these games influence or produce 
an emotional reaction from you?

 Do you think emotion plays a role in a good game?

Allergic Reaction
Do you get hayfever in the Spring?

Ever broken out in a rash after coming into contact with 
a particular substance?

Allergic Reactions are a hypersensitive response by the 
human body’s autoimmune system after being exposed 
to an allergen (stimulus). They present themselves in 
different ways to help defend the body against things 
that are perceived to, and range in severity

 Put yourself in the position of the human body’s 
immune system. What do allergens look like to 
the immune system? Are they seen as friends or 
enemies?

 What sorts of things are used to treat allergic 
reactions?

 What might these things look like to the immune 
system?

 How could these sort of relationships be used 
inside a game?

Chain Reaction
Imagine thousands of dominoes lined up one behind 
the other; what happens when you know the first one 
into the second one? What effect does that have on the 
third one? The fourth one?

Chain Reactions occur when an initial action (stimulus) 
sparks a series of events in succession, with each 
event acting as a stimulus, or catalyst, for the next.

 What are some other examples of chain reactions 
that you can think of?

 Does the same thing happen at each stage of a 
chain reaction?

 Can you think of an example of a chain reaction 
that features different things occurring at different 
stages?

 Play through some of the puzzles featured in  
‘The Incredible Machine’. 

 https://archive.org/details/the_incredible_
machine_1992

 Note the way mechanical chain reactions are used 
to solve each puzzle, and the role the player has in  
helping to engineer each solution.

 What are some ways you could use or incorporate 
this play mechanic in your game?

www.stemgames.org.au

Remember: These ideas and questions 
are just the beginning of your game 
development journey. 

The Australian STEM Video Game 
Challenge is all about creativity and 
imagination – we can’t wait to see 
how you REACT to our theme this 
year, and we look forward to playing 
awesome games made by you!

For helpful tips, tutorials and resources 
on game design and development, be 
sure to visit the ‘Student Resources’ 
section of our website!

MAY 1 2017 - FRIDAY 25 AUGUST 2017

This year’s theme is Reaction!�� �� � �



Assembling Your Team

By collaborating and working together, the skills, abilities and ideas provided by each member of a game 
development team come together to create amazing games!

Some teams have clearly defined roles and responsibilities for each member, while other teams take a shared 
approach to tasks and contribute to each part of the development process equally – it’s all about what works best for 
the team and helps the game come together!

Here are some roles to consider when assembling your team for the Australian STEM Video Game Challenge:

Team Mentor (18+)
Every team in the Australian STEM Video Game Challenge is required to have a Team 
Mentor. While Team Mentors do not actively contribute to developing the game, they 
help the team by providing advice, helping to resolve problems and keeping the team 
on track throughout the development process.

Good candidates for Team Mentors include teachers, code club facilitators and parents.

Team Captain
Team Captains take responsibility for the overall management of the game 
development process. They also take responsibility for submitting the game when 
it is ready for judging – meaning they have a strong ability to help the team meet 
deadlines and make progress. 

A Team Captain may also play another role within the team.

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 may need 
to be good communicators, helping to guide other members of the team.

Artists/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.



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!

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.

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



Game Design Documents

Game Design Documents (GDD) are a planning tool 
used by game development professionals to identify 
and map out the key elements of a game before it goes 
into production. It’s useful to think of it as a proposal 
outlining: 

• what the game will be 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 resources are required (capability)

Game Design Documents are highly descriptive, 
and serve as a way of organising efforts within a 
development team; helping to keep each member 
of the team, and each area of responsibility working 
toward a common vision or goal.

Game Design Documents are also working documents, 
updated to reflect any changes that may occur 
throughout the development process. 

Timelines, for example, may change several times 
during the course of developing a game, causing 
a need for other elements to be produced faster 
or slower, or a change in the amount of resources 
required to achieve something within a given 
timeframe.

How a game looks also tends to change significantly 
throughout the process; moving from rough sketches 
into refined artwork and finally into the finished assets 
that are used in the final version of the game. 

Game Design Documents help to create a plan, and 
help to keep track of the way the plan is carried out.

As part of your entry for the Australian STEM Video 
Game Challenge, your team will need to submit 
a Game Design Document – and given that it is 
something used by professionals, it is a great place 
to begin planning your game!

Ready to begin  
planning your game?

Download our Game 
Design Document 

Template: 



Team Roles and Accountability

As you begin developing your game and working 
together from the Game Design Document, each area 
of responsibility, and each member of your team, will 
impact the others. Below is a list of questions that may 
be useful to discuss on a regular basis to keep your 
team moving together in the right direction.

• What challenges are we as a team facing?

• What are some potential solutions, or ways we 
can address/overcome these challenges?

• What will happen if we don’t address  
these challenges?

• How important is developing a solution to the 
overall progress of the team?

• Do we have the capability to develop a solution 
to this within our team, or do we need to have 
input from someone outside the team?

• Is this challenge big enough to make the  
team reconsider some of their initial ideas  
or intentions?

Throughout the development process, it is also useful 
to keep in mind that games are developed with the 
player in mind. Here are some questions that can help 
teams design games with a ‘player-first’ perspective:

• What does/will this look like to someone 
playing our game for the first time?

• How will the player learn the game controls?

• When the player arrives at this point will the 
player know/understand what to do next?

• Are the goals and objectives clear?

• How do the goals and objectives need to 
change to ensure the player remains engaged?

• Will the player find this fun/enjoyable?

• Will a player find this easy? 

• Will a player find this hard?

Remember: As a team you will spend 
a large amount of time developing 
and testing your game. Players do not 
necessarily come equipped with the 
inside knowledge you and your team 
members will build up through the 
development process. Testing your 
game on other people is a great way to 
help keep a ‘player-first’ perspective!



Classification Guidelines

All games submitted for judging in the Australian STEM Video Game Challenge must 
adhere to the following guidelines regarding content and themes. 

These guidelines are based on both the Guidelines for the Classification of Computer Games in Australia, as well as 
the recommendations expressed in the rating categories of the Entertainment Software Rating Board (ESRB).

1. All games entered must be suitable for play by all age groups, and must conform to the ‘G’ rating 
descriptor as issued by the Australian Classification Board, and the ‘E’ or ‘Everyone’ rating descriptor as 
issued by the Entertainment Software Rating Board.

Content is generally suitable for all ages. May contain minimal cartoon, fantasy or mild 
violence and/or infrequent use of mild language.

http://www.esrb.org/ratings/ratings_guide.aspx

 The content is very mild in impact.
 The G classification is suitable for everyone. 
 G products may contain classifiable elements such as language and themes that are very 

mild in impact. 
 http://www.classification.gov.au/Guidelines/Pages/G.aspx

2. In addition to conforming to the above ‘E’ and 
‘G’ rating descriptors, all games entered must 
comply with the following specific expectations 
with regard to game content:

i. Violence 

Very mild, comical violence is acceptable but any 
violence depicted in the game must:

• have a low sense of threat or menace,

• contain no use of visible blood or gore, 

• be justified by context, and;

• must not be realistic in nature, or imitate any 
real-life scenario.

ii. Sex 

Games shall contain no references (implicit or 
implied) to sexual activity of any kind.

iii. Language

Games shall contain no profane, crude or coarse 
language of any kind. This includes colloquial terms, 
slang terms and profanity in languages other than 
English. Games must not contain any content that 
is defamatory. 

Games must not contain any language which 
is unlawful or which violates laws regarding 
harassment, discrimination, racial vilification, 
privacy or contempt.

iv. Drug Use

Games shall contain no references (implicit or 
implied) to drug use of any kind. Please note 
that this includes illicit and illegal substances, 
prescribed drugs and legalized drugs (such as 
caffeine, nicotine and alcohol).

v. Nudity

Games shall contain no nudity of any kind.

vi. Themes

Games must not endorse, suggest or advocate for 
any of the following additional themes:

• Gambling (simulated or otherwise)

• Discrimination of any kind

• Illegal activity of any kind

• Impersonation of specific real life people, 
including public figures.

EVERYONE

CONTENT RATED BY



3. Games submitted for judging in the Australian 
STEM Video Game Challenge:

• must not contain any intellectual property, 
including footage, images, artwork, 
programming or sounds that are not created by 
the Applicant unless such content is included 
as part of the Game Engine; and

• must be solely the Applicant’s original work 
and must not be created in collaboration with 
any other individual or entity

Breaching, or failing to comply with these 
classification guidelines may result in 
disqualification of the entry.

In circumstances where these guidelines 
have been severely breached or ignored, 
the Australian STEM Video Game 
Challenge may notify the Parents/
Guardians or listed school contact of the 
entrant(s) and provide particulars of the 
offending material.



Technical Specifications

All games submitted for judging in the Australian STEM Video Game Challenge must 
adhere to the following guidelines and technical specifications. 

1. All submitted games must run in a Microsoft Windows operating system, or in an identified Internet browser.

2. All submitted games must utilize a keyboard and mouse based control system

3. All submitted games must function, first and foremost, as single-player games.

4. All submitted games must function/run independently of a need to download/install specific game 
development software, or additional software.

5. Submitted games should refrain from the use of store-bought or purchased assets

Each of these specifications are explained below:

All submitted games must run in a Microsoft 
Windows operating system, or in an identified 
Internet browser.

While games may be developed using any free, or free 
for education, development platform, on any given 
operating system, the final version of the submitted 
game must run on a Microsoft Windows operating 
system, or in a nominated internet browser.  
When selecting a game development platform, 
participants should ensure that the resulting game can 
be produced/exported successfully for operation on 
Microsoft Windows.

All submitted games must utilize a keyboard and 
mouse based control system 

The rise and increasing prominence of tablet-based and 
mobile-based games is noted by the Australian STEM 
Video Game Challenge, and we understand there may 
be a strong desire from students to develop games 
for these platforms; however traditional PC gaming 
is, in many instances, still highly relevant and is the 
supported format for this competition.*

To support our ability to effectively judge, compare and 
assess the games submitted in this year’s competition, 
participants are asked to constrain their efforts to 
games designed to be played using:

• a standard keyboard only

• a standard two-button mouse only

• a combination of a standard keyboard and standard 
two-button mouse used simultaneously

*The Australian STEM Video Game Challenge will endeavor to 
support or introduce categories specifically for mobile and tablet 
based games in the future, in line with our capacities and judging 
capabilities.

All submitted games must function, first and 
foremost, as single-player games.

Games that provide an opportunity to play with others 
are great, and the Australian STEM Video Game 
Challenge fully endorses the value of cooperative, 
collaborative or competitive play between multiple 
parties, however we require that all games submitted 
in the Australian STEM Video Game Challenge are 
designed primarily for play by a single player.

We do not wish to discourage participants to omit 
multiplayer modes of play, however, we ask that these 
considerations be treated as secondary to the single 
player experience.

All submitted games must function/run 
independently of a need to download/install 
specific game development software, or additional 
software.

Games submitted in the Australian STEM Video Game 
Challenge must be submitted in such a way that they 
will open, run and allow play without a need to download 
or install additional software on the players’ behalf.

For the most part, this requirement refers to specific 
complete programs. We understand that, when 
developing games in an environment that is constantly 
changing and advancing, there may be a need to 
update versions of plugins and commonly used utilities 
(i.e. Adobe Flash Player) to the most current versions. 
Such updates are an acceptable expectation and will 
not invalidate any submission.



Submitted games should refrain from the use of 
store-bought or purchased assets 

The Australian STEM Video Game Challenge is 
intended to build and encourage capabilities in a 
number of areas. The development of characters, 
construction of environments and the realization 
of artwork is an important component of the game 
development process, and part of the challenge that 
exists in creating an original game.

While many game development platforms offer an 
ability to purchase/utilize store-bought assets, or 
assets developed by a broader community of users, 
the Australian STEM Video Game Challenge wishes to 
discourage the use of these assets for the purposes of 
the competition.

We do, however, recognize that in many cases 
participants in the Australian STEM Video Game 
Challenge are developing games for the first time, 
and in these cases the use of purchased assets may 
be advantageous to the building of skills and to the 
understanding of the game development process. 
Therefore, while we do not encourage the use of these 
assets, we understand their usefulness as vehicles for 
learning, and will not disqualify, or omit submissions 
that make use of them.

Failure to adhere to these guidelines 
may impact our ability to adequately 
judge and assess game submissions, 
and may result in the submission being 
omitted from the judging process.



Official Rules

Purpose: 
The Australian STEM Video Game Challenge 
(the Challenge) is adminstered by The Australian 
Council for Educational Research Ltd (ABN 19 004 
398 145) (ACER). The Challenge aims to engage 
school students in science, technology, engineering 
and math (STEM), by challenging them to design 
original video games.

Entry: a team, comprising between one (1) and four (4) 
members may enter the Challenge by:

1. Completing a registration form locatable at  
http://www.stemgames.org.au/register in 
accordance with the procedure and conditions 
specified below (Applicant);

2. receiving confirmation from ACER that their 
application for registration has been accepted 
(Registrant); and

3. submitting an original video game  and Games 
Design Document (GDD) in accordance with these 
Rules (the Submission).

Agreeing to these Rules: 
By registering to enter the Challenge Applicant agrees 
to these Rules.

How to register:

1. Eligibility: The Challenge is open only to 
individuals or groups of individuals who:

• are Australian citizens or Australian residents; 
and

• are enrolled in year 5 - 12 in a school located in 
Australia or are homeschooled in Australia; 

• have their parents’/legal guardians’ permission 
to participate in the Challenge; and

• any ‘teams’ must not exceed four individuals.

2. Registration Period: 

The registration period for the Challenge begins 
at 10:00 a.m. Eastern Time (EST) on 1 May  2017 
(EST).and closes at 5.00pm (EST)  21 July 2017 
(“Registration Period”)

3. Registration: To register, visit www.stemgames.
org.au (“Site”) during the Registration Period and 
follow the registration instructions including:

a) completion of the parent/guardian consent form 
at the Site; and

b) selection of category of registration being:
i. Years 5-8 Playable game created using 

Scratch

ii. Years 5-8 Playable game created using 
Gamemaker

iii. Years 5-8 Playable game created using any 
other free, or free for education, platform 
(Open).

iv. Year 9-12 Playable game created using 
Gamemaker

v. Year 9-12 Playable game created using 
Unity3D / Unreal

vi. Year 9-12 Playable game using any other 
free, or free for education, platform (Open). 
(“Categories”)

Registrants are free to change their Category 
before or on making the Registrant’s Submission by 
notice in writing to ACER.

4. Submissions: 

a) Registrants may ONLY make ONE Submission to 
the Challenge in any one year;

b) Games and all associated documentation will be 
accepted between 12.00 Midday (EST) on the 10 
August 2017 and 5.00pm (EST) on the 25 August 
2017.

c) To make a Submission visit www.stemgames.
org.au (“Site”) and follow the instructions. 
Registrants must be registered during the 
registration period to be eligible to make a 
Submission.

d) Submissions:

 – must be made in strict accordance with 
these Rules. Any Submissions not made in 
strict accordance with these Rules will not 
be considered;

 – must be in the English language;

 – must be uploaded to the Site before 5.00pm 
(EST) 25 August 2017.

 – must be in the form of a playable game  
made using Game Maker, Scratch, Unity  or 
another platform (“Game Engine”) which 
judges can play without needing a paid 
subscription or license (“Playable Game”).

 – must not contain any intellectual property, 
including footage, images, artwork, 
programming or sounds that are not created 
by the Applicant unless such content is 
included as part of the Game Engine; 

 – must be solely the Applicant’s original work 
and must not be created in collaboration 
with any other individual or entity; and

 – must be ‘G’ rated, and comply with the 
Australian STEM Video Game Challenge 
classification guidelines (“Classification 
Guidelines”) locatable at www.stemgames.
org.au/files/classification-guidelines.pdf



 – may use only the features available in the 
free tier of the Game Engine or features that 
are made available specifically for use in the 
Challenge as specified;

 – be accompanied by a written Game Design 
Document (GDD):
– detailing the overall creative process and 

design goals for the game;

– submitted in one of the following 
file formats: Microsoft Word for 
Windows,Microsoft Word for Mac, Rich 
Text Format (RTF), Portable Document 
Format (PDF) or a plain text file format.

Security and release

Each Registrant must retain a copy of their Submission. 
ACER provides no guarantee or warranty as to the 
confidentiality or security of any Submission. Each 
entrant specifically RELEASES ACER from any claims 
or liability relating to breach of confidentiality or any 
loss or damage to the Registrant’s Submission.

Winning Submissions

A prize will be awarded for each Submission judged to 
be the best in its Category

Awarding of prizes will occur in three phases as follows:

a) Phase One: judges will review the Submissions 
to identify those that are complete and 
otherwise appear to satisfy the entry 
requirements. Submissions that appear to be 
complete and to satisfy the entry requirements 
including having a STEM theme and GDD, will be 
included in Phase Two of the judging.

b) Phase Two: judges will review and score all 
games and GDD’s included in Phase Two .

 Games will be judged based on the weighted 
criteria of the Game Judging rubric locatable at 
www.stemgames.org.au/files/rubric.pdf

 The GDD will be judged based on the weighted 
criteria of the GDD judging rubric locatable at 
www.stemgames.org.au/files/rubric.pdf

 Up to five (5) of the highest scoring Submissions 
in each Category will go through to the final 
round of judging , Phase Three.

c) Phase Three a panel of judges will review and 
score all games and GDD’s included in Phase Three 

 Games will be judged based on the weighted 
criteria of the Game judging rubric locatable at 
www.stemgames.org.au/files/rubric.pdf

 The GDD will be judged based on the weighted 
criteria of the GDD judging rubric locatable at 
www.stemgames.org.au/files/rubric.pdf

The decision of the judges at each phase of 
judging is both final and confidential, and no 
correspondence will be entered into.

Prizes

Prizes will be decided at the offices of ACER 19 
Prospect Hill Road Camberwell Victoria by the 6th day 
of October 2017. The decision as to prizes will be in 
ACER’s absolute and sole discretion and will be final 
with no correspondence entered into.

Prizes will consist of a device from our Innovation 
sponsor, where such a sponsor is present and entered 
into an agreement with the Australian STEM Video 
Game Challenge. 

Registrants of winning Submissions will be advised 
personally via email and have their name and state/
territory of residence published in the public notice 
section of The Australian newspaper on 12/10/2017.

The winning Registrants have 30 days from the date 
of publication to claim their chosen prize by emailing 
the Australian STEM Video Game Challenge office 
contact@stemgames.org.au or phoning 03 9277 5520

Should any winning Registrant not claim the relevant 
prize in accordance with the above, the relevant prizes 
shall be deemed unclaimed and forfeit. Such forfeited 
prizes or their equivalent monetary value will be 
retained by ACER for allocation to another Registrant 
determined in accordance with these Rules.

Disqualification: ACER may, in its sole discretion 
refuse, disqualify any and all Applicants or Registrants 
from, and prohibit further participation, in the 
Challenge, if  they act in violation of these Rules or in 
any way, in connection with the Challenge, engages in 
misconduct. What constitutes misconduct being in the 
sole discretion of ACER.

Termination: If for any reason the Challenge or any 
part thereof is not able to be conducted ACER may in 
its sole discretion cancel, terminate, modify or suspend 
the Challenge, or invalidate any affected applications 
or registrations, subject to the approval of the relevant 
gaming authorities, if required.

Intellectual Property, license, moral rights consent 
and waiver, warranties and indemnity:

a) The intellectual property in any Submission 
created by any Registrant remains vested in the 
relevant Registrant.

b) Registrants grant ACER and its personnel, 
contractors and agents an irrevocable, 
worldwide, non-exclusive, royalty free, fully paid 
up LICENCE (including the right to sublicense) 



to use, publish, reproduce, communicate and 
broadcast the Submission and any other material 
the Applicant supplies ACER for the purposes 
of the Challenge and the intellectual property in 
the same for the purposes of: the Challenge; to 
conduct of future Challenges; and for purposes 
directly or indirectly related to the Challenge and 
future Challenges. 

c) Registrants CONSENT to ACER performing any 
act or making any omission that may constitute 
an infringement of an Registrant’s (and where 
applicable WAIVES his or her) moral rights.

d) Registrants WARRANT:

 – that Registrant has the sole and full right 
and authority to accept these terms and 
conditions and enter into the Challenge and 
grant the rights set out in this Agreement;

 – the Submission will be made by the 
Applicant solely and specifically for the 
Challenge;

 – the Submission will comply with these 
Rules;

 – no part of the Submission is, or will be, 
actionable for defamation or violate any right 
of privacy or publicity of any person, and the 
full use of the rights in the Submission will 
not violate any rights of any person, firm or 
corporation;

 – that they have obtained all necessary rights, 
licences, permissions and consents in 
respect of any third party material included 
in any Submission to use such third party 
material for the purposes of the Challenge 
and for  ACER and its personnel, contractors 
and agents to use, sublicense, publish, 
reproduce, communicate and broadcast 
for the purposes of the Challenge, conduct 
of future Challenges and purposes directly 
or indirectly related to such any third party 
material on a worldwide, non-exclusive, 
royalty free,  fully paid up and irrevocable 
basis (consents shall include moral rights 
consents (and where applicable waivers) for 
the commission or omission of any act that 
may otherwise constitute an infringement of 
a third party’s moral rights); and

 – the Submission is not the subject of any 
litigation nor is it threatened by any claim or 
litigation.

e) Registrants INDEMNIFY, RELEASE and HOLD 
HARMLESS ACER and its related companies, 
personnel, contractors and agents on a 
continuing basis in respect of any  loss, expense, 
cost (on a full indemnity basis) or damages 
arising as a result of any claim or threatened 

claim by an Applicant or a third party that its 
intellectual property rights or moral rights 
have been infringed as a result of any activity 
or omission of ACER, its related companies, 
personnel, contractors, agents and the Applicant 
in connection with the Challenge.

PRIVACY and CONSENT to use of your personal 
information:

a) By entering the Challenge Applicants and 
Registrants CONSENT to ACER:

 – Collecting and recording their personal 
information (including sensitive information 
such as ethnic origin or health information) 
provided by the Applicant or Registrant;

 – publishing the winning Registrant’s name, 
images, school name and state/territory of 
residence in such promotional activity and 
materials as ACER may require;

 – using Applicant’s and Registrant’s personal 
information provided for:
– the administration and evaluation of 

current and future Challenges; and
– direct marketing purposes;

 – disclosing personal information (including 
sensitive information) to its contractors, 
agents and other persons for the purpose of 
them assisting ACER with administration of 
the current and future Challenges.

 Should Applicant or Registrant not wish to 
consent to the any or all of the above please 
contact the STEM Video Game Challenge Project 
Director specified in clause b. below.

b) Each time ACER sends Applicants or Registrants 
direct marketing communication ACER will 
provide them with a simple way to ‘opt out’ 
of receiving similar communications in the 
future.  Applicants  and Registrants may also 
inform ACER that they do not wish to receive 
any further communications or change any 
personal information ACER may have on 
record by contacting the Australian STEM 
Video Game Challenge office in writing on 
contact@stemgames.org.au.

PRIVACY STATEMENT

Any Personal Information Applicants or Registrants 
provide is private, confidential and will be treated 
according to any applicable law.  Such Personal 
Information will only be used for the purposes specified 
in these Rules. Should the Applicant or Registrant 
not provide the personal information required for 
the Challenge or give the consents above then any 



application for registration or Submission may not be 
considered for the purposes of participating in the 
Challenge.

ACER is bound to comply with the Privacy Act 1988 
(Cth) and its ACER Privacy Policy locatable at http://
www.acer.edu.au/about/acer-privacy-policy.

ACER will not disclose Applicant’s or Registrant’s 
personal information to any person or organisation 
located overseas

The policy sets out the Applicant’s and Registrant’s 
rights and processes to: complain about a breach of 
privacy:  access and have amended their personal 
information held by ACER. Applicant’s and Registrant’s 
involvement is voluntary and they are free to withdraw 
consent at any time. Should Applicants or Registrants 
have any queries please contact the Australian 
STEM Video Game Challenge office in writing on 
contact@stemgames.org.au.



Judging and Assessment

Criteria
Level 1 (10 

Points)
Level 2 (20 

Points)
Level 3 (30 

Points)
Level 4 (40 

Points)
Level 5 (50 

Points)

Documentation
How well does the 
GDD document the 
creative process 
that led to the final 
submitted game? 

The GDD lacks 
significant amounts 
of documentation, 
and what has been 
submitted is lacking 
in any kind of 
significant detail.

The GDD lacks 
significant amounts 
of documentation in 
many key areas, and 
is missing a large 
amount of detail.

The GDD presents 
a passable 
documentation of 
the finished product, 
but is still lacking in 
a number of critical 
areas.

The GDD presents 
an above average 
documentation of the 
finished product, yet 
is lacking in a small 
number of critical 
areas.

The GDD presents 
a comprehensive 
documentation of 
the finished product, 
and covers all of the 
critical areas of the 
game’s development.

Supporting Material
How well do 
graphics, images, 
sketches, concept 
art, maps, and scripts 
support  
the documentation? 

The GDD does 
not feature 
images, concept 
art, or scripts, 
and the textual 
documentation is 
unsupported with 
developmental 
materials.

The GDD features 
some images, 
concept art, or 
scripts, yet these 
are undeveloped, 
insubstantial, and 
do not support 
the textual 
documentation.

The GDD features 
a range of images, 
concept art and 
scripts which often 
support the textual 
documentation.

The GDD 
features a mostly 
comprehensive set 
of developmental 
images, concept 
art, and scripts 
which support the 
documentation in 
many key areas.

The GDD features a 
comprehensive library 
of developmental 
images, concept art 
and scripts which 
make a case for the 
design decisions taken 
during the creation of 
the game.

Thematic Consideration
How to what 
extent does the 
GDD identify the 
consideration of the 
competition theme 
taken throughout the 
development of the 
game?

Thematic 
considerations are 
not at all present in 
the GDD. There is 
very little evidence 
of the theme as a 
consideration in the 
proposed game.

The competition 
theme is addressed, 
but not in a great 
level of detail. 
Links between the 
proposed game 
and the theme are 
minimal or unclear.

The competition 
theme is addressed 
in an adequate 
level of detail. 
Links between the 
proposed game 
and the theme are 
present, but are not 
strongly detailed.

The competition 
theme is addressed 
in a well-detailed 
manner. Links 
between the 
proposed game and 
the theme are strong, 
and are explored to a 
high level of detail.

The competition 
theme is  thoroughly 
addressed, with an 
excellent level of 
detail. Links between 
the proposed game 
and the theme are 
clear and strong, and 
documented to an 
excellent standard  
of detail.

Execution
How closely does 
the GDD mirror the 
finished product? 

The finished game 
is not represented 
by the GDD that was 
submitted.

The finished game 
is largely not 
represented by the 
GDD, although some 
of the development 
work does remain in 
the submitted game.

The finished game is 
mostly represented 
by the GDD, although 
there are a number of 
elements which are 
not represented in 
the documentation.

The finished game is 
clearly the result of 
the planning which 
took place in the 
GDD, although there 
remains a number 
of undocumented 
features.

The finished game 
represents a clear 
execution of the GDD, 
which is a document 
supporting the design 
decisions taken 
during the creation of 
the game.

TOTAL                     /200
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Criteria
Level 1 (10 

Points)
Level 2 (20 

Points)
Level 3 (30 

Points)
Level 4 (40 

Points)
Level 5 (50 

Points)

Functionality
Does the game work?
Can the game be 
run on any system 
without crashes or 
glitches?
Has it been bug 
tested?

The game has 
significant glitches, 
it crashes, it cannot 
run, or it has not 
been compiled 
correctly.

The game has 
glitches, frequently 
crashes, or has 
similar technical 
problems which 
make it difficult to 
experience without 
intrusive bugs.

The game has some 
glitches, may crash 
and has a number of 
bugs which still need 
to be fixed, but it is 
largely stable

The game is marred 
by minor glitches 
and bugs, but these 
are rare, and do not 
impact negatively 
on the game’s 
performance.

The game has been 
successfully tested 
and is currently bug 
free.

Visual Design
What does the game 
look like?
Is the visual style 
consistent and 
appealing?

The game does not 
use an identifiable, 
consistent, and 
appealing visual 
design.

The game has the 
beginnings of a 
consistent visual 
design, but it is 
inconsistent and  
unappealing.

The game uses a 
mostly consistent 
visual design which 
is occasionally 
appealing.

The game uses a 
consistent visual 
design throughout 
which is appealing.

The game’s visual 
design is consistent, 
and demonstrates 
a thorough 
understanding of 
graphic design.

Gameplay
How successful is the 
game’s ludology?
Are goals and  
objectives clear?
Are game mechanics 
successful?

The game’s goals are 
not clearly defined, 
not achievable, 
the objective of 
the game cannot 
be determined, or 
the gameplay is 
nonsensical and 
unfinished.

TThe game’s 
goals are difficult 
to understand, 
although some may 
not be achievable, 
and the game’s 
overall objective is 
somewhat unclear.

The game’s goals 
are reasonably clear, 
but there is some 
confusion around the 
purpose and method 
of play that the game 
uses.

The game’s goals 
are mostly clear, 
but there are some 
elements of play 
that are confusing, 
unfinished, or do 
not easily correlate 
with overall game 
objectives.

The game’s goals 
are clear, focused, 
and players can 
easily understand 
how the game is 
meant to be played. 
Game mechanics 
are professionally 
designed.

Technical Competency
Is the game 
competently 
programmed?
Does the game’s 
use of programming 
language 
demonstrate 
competence and 
skill? 

The game’s 
programming is 
overly simplistic and/
or responsible for 
a range of issues 
pertaining to design, 
functionality, or 
gameplay.

The game’s 
programming does 
not damage the 
functionality of the 
game, but there are 
problems with the 
design and execution 
of the game’s code.

The game’s 
programming is 
competent, with the 
game demonstrating 
a medium level 
of technological 
competence.

The game’s 
programming is 
sophisticated and 
professional, but a 
number of minor 
technical issues are 
still presented in the 
finished version.

The game 
demonstrates 
a professional-
quality technical 
achievement in 
coding, scripting, or 
programming. There 
are no glitches, and 
the game’s technical 
design is elegant and 
functional.

Engagement
Is the game fun to 
play? 
Does the game work 
as a game? 
Do the game’s 
different elements 
fuse into an engaging 
and fun whole?

The game is not 
fun to play – it 
is confusing, 
unappealing to look 
at, broken or non-
functional, or has a 
visual style which 
is unappealing and 
inconsistent.

The game is largely 
not fun to play. While 
there are elements 
of it which could be 
considered engaging 
and fun, the game is 
harmed overall by 
poor implementation.

The game is 
engaging. It is 
reasonably fun to 
play, the visual 
design is mostly 
consistent, and 
it is competently 
programmed.

The game is highly 
engaging. It is fun 
to play, blends 
competent visual 
design with solid 
programming and 
mechanics, but 
minor issues must be 
addressed.

The game is 
extremely engaging. 
It is very fun to 
play, blending 
strongly realised 
game mechanics 
with a consistently 
appealing visual 
design and solid 
programming

Representation of Theme
Does the finished 
game respond to or 
address the competi-
tion theme? Is there 
a degree of creativity 
in the response?

The game does not 
respond to, or ad-
dress, the competi-
tion theme.

The theme is not 
given any relevance 
in the finished game, 
and is largely absent 
from the end product.

The game makes a 
very limited effort 
to respond to or 
address the competi-
tion theme, with little 
degree of creativity 
displayed.

The theme is of lim-
ited relevance to the 
finished game, and 
hard to identify.

The game has made 
a recognisable effort 
to respond to, or 
address, the compe-
tition theme, but in a 
very basic, straight-
forward or literal 
manner.

The theme is relevant 
to the finished game, 
however this rele-
vance is not strong 
and at times is hard 
to identify.

The game has made 
a high level of effort 
to respond to, or 
address, the compe-
tition theme, with a 
moderate degree of 
creativity or creative 
interpretation.

The theme is very rel-
evant to the finished 
game, with room for 
minor improvements. 
The theme is readily 
identifiable.

The game has made 
an excellent effort 
to respond to the 
competition theme, 
and displays a high 
level of creativity in 
this response. 

The theme is highly 
relevant to the 
finished game, eas-
ily identifiable and 
exceptionally well 
addressed.

TOTAL                     /300

COMBINED TOTAL                     /500
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