The Inaugural

Game Programming in Schools Conference

Melbourne, Friday September 9th 2005

Swinburne University TD building

Wakefield Street, Hawthorn

Literature on school improvement is full of exhortations to make the content of instruction "relevant." …….. But if one does belong to a culture in which video games are important, transforming oneself from a consumer to a producer of games may well be an even more powerful way for some children to find importance in what they are doing. 
Preface by Seymour Papert to Minds in Play by Yasmin Kafai
This conference will explore the learning theory underpinning game programming in schools. Speakers from around Australia will share best practice in using game programming as a relevant, authentic and highly motivating task which develops higher order cognitive and metacognitive skills. It is a unique opportunity to network with leaders from around Australia in this rapidly growing area.

Program (Provisional)

Morning

Catherine Beavis 

Catherine Beavis is Associate Professor, School of Social and Cultural Studies, Faculty of Education, Deakin University

Andrew Stapleton, Swinburne University 
Dr Andrew Stapleton is a game researcher at Swinburne University. His current research examines the connection between game design, play and learning.

Margaret Meijers, Newtown High School, Tasmania 

Game Making and Asperger's Disorder - a Case Study

Margaret Meijers is a full time teacher and is responsible for ICT at New Town High School, which is a large government school for boys in Tasmania.


Bill Kerr, Woodville High School, South Australia 

Game design tools: scaffolding, flowboards, game play modes

Bill Kerr is a South Australian teacher who has been using Game Maker in the classroom since 2002. He has written courses incorporating Game Maker into the curriculum at Year 11 and 12 level and maintains a Game Maker website.


Al Upton, Glenelg School, South Australia 

Game Maker Templates - a Primary Perspective
Al Upton is a teacher at Glenelg School, Adelaide.  He is an ICT coach with the Technology School of the Future. Al is the originator of game templates and he resources a widening network of primary educators. 

Vincent Trundle, ACMI  

The Game as a Form of Human Expression 

The Australian Centre for the Moving Image (ACMI) is an organisation that expresses the wonders of more than a century of the moving image and opens the door to the art of the future


Afternoon parallel session 1

Expert panel discussion. 

Convenor Roland Gesthuisen, Westall Secondary College.

Example topics could include:
- looking for space in a crowded curriculum 

- organising cross curricular game design (programming in IT, sprite production in Art, midi production in Music) 

- career pathways into the game industry (game art, programming, other?)
- overcoming school IT mindsets that make it difficult to produce, post, share or play games.
- the need for one national curriculum, 

- prospects for an industry sponsored game making certificate 

Afternoon parallel session 2

Hands on sessions on Gamemaker and Klik & Play.

Further information: 

Tony Forster 

Phone 03 9796 8161

Email forster@ozonline.com.au

This project is supported by funding from the Commonwealth Department of Education, Science and Training under the Australian School Innovation in Science, Technology and Mathematics (ASISTM) Project.
Registration 

Please accompany this registration form with a cheque for $80 per person payable to Forster Engineering Services P/L and mail to:

Forster Engineering Services P/L

1405 Wellington Rd. Narre Warren East 3804

Please register the following people for the conference:

	Name
	Organisation
	Phone or email

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


Forster Engineering Services P/L

ABN 84 005 824 831

