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>>  Immersive Science: Collaborative Virtual Reality in the Classroom
>>  Programmable Logic Controllers: Implementing an automated system 
>>  An introduction to AI 
>>  3D Learning Journeys through Indigenous Metaphors
>>  Learning to Code, Coding to Learn
>>  Automation Analysis: Efficiency and Human Factors 
>>  Create. Remake. Innovate.
>>  Setting up your STEAM Club
>>  Rube Goldberg Design Challenge
>>  The Three Billy Goats Gruff vs The Troll
>>  Aviation Challenge – Will it Fly?
>>  Blast Off to the Virtual Universe!
>>  STEAM EXPO and more...

The intent of the It Takes a Spark EDU Conference is to bring together Girls (Year 4 to 10) and Teachers to connect
with inspiring industry role models, share their current school based activities and projects using an authentic
sharing and experiential model, create networks of teachers and student teams, and solve social justice design
challenges.

MORE INFORMATION: spark-educonferences.com.au/it-takes-a-spark-2021-melbourne/

Hosted by Major Sponsor 

Madeline works at RMIT University and the Food
Agility Cooperative Research Centre where she
manages a research program to better
understand the value of natural capital in
farming systems. The program aims to support
growers to manage their natural capital (e.g.
plants and animals, soil and water) for
sustainability, profitability and climate
resilience. 
She is an advocate for gender equity, inclusion
and diversity in STEMM and was part of the
second cohort of Homeward Bound, a global
leadership initiative for women in science. She
recently received an ACT Young Tall Poppy
Award and is a Superstar of STEM!

DR MADELINE MITCHELL
RMIT University and Superstar of STEM

Rosie launched PROJECT ROCKIT with her sister
when she was fresh out of high school, and
dedicated the last 14 years to growing
Australia’s youth-driven movement against
bullying, hate and prejudice. Her work has been
recognised by UNICEF among the 12 Digital
Champions for Children’s Rights in the Digital
Age and was honoured in Washington D.C. with
the International Award for Outstanding
Achievement in Cybersafety. 
Rosie is a driver of innovation and is passionate
about using business to solve long-standing
social problems. In her spare time she acts as a
business mentor for local change makers and
entrepreneurs.

ROSIE THOMAS OAM
CEO of Innovation and Entrepreneurship @
Project Rockit

2021 Theme: STEM Learning is Great Learning!

>>  Setting up a Coding and Robotics Program in your Primary School
>>  Design Thinking SuperSprint for Teachers!
>>  Assessing and Leading STEAM Learning
>>  Microbit - from Beginner to Global Challenge
>>  Running Engaging Arduino Projects

Teacher PD workshops from leading STEM experts,
teachers and students on topics as diverse as

Hands-on sessions for students and
teachers,examples

>>  Harnessing AI
>>  Become a disease detective- solve an outbreak!
>>  How to Stop a Fatberg
>>  Paper Structural Engineering
>>  Earthquakes! How will you build it?
>>  Half and Half Bridge Design 
>>  The Future of Fashion Design Challenge 

Problem Solvers Sessions, including

Rachel Manneke-Jones
Registration & Bookings
P: +61 0 411 270 277
E: rachel@spark-educonferences.com.au

PLUS many more...

Contact
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There are a lot of misconceptions about STEAM learning and what is important to focus on when leading it and assessing it. In this
workshop we will discuss and explore some of the key lessons that teachers need to learn as they take the journey of being effective in
enacting STEAM learning. We will also explore various approaches to measuring learning progression in transdisciplinary units including
the underlying thinking frameworks of the Technologies Curriculum. Attendees will leave with a range of tools they can begin to apply in
their own classes.

Assessing and Leading STEAM Learning Dr Adrian Bertolini, Intuyu Consulting

School / teacher stages: Beginner, Next Step & Extending
Suitable for Primary and Secondary Teacher

DIGIDESIGN MINI-WORKSHOPS - Students and Teachers

TEACHER MINI MASTERCLASS: PRACTICAL PROFESSIONAL DEVELOPMENT

Jason Selby, St John’s PS Frankston East
Developing a digital technologies and STEAM program that authentically engages and ignites student curiosity can be challenging for
many schools. Where do schools begin? What resources would you need? What thinking would we have to do? How do we assess in it? In
this session Jason and Lesley will share St John's PS's journey and give deep insights into how you to can set up a great program in your
school.

Setting up a Coding and Robotics Program in your Primary School

School / teacher stages: Beginner, Next Step & Extending
Suitable for Primary Teacher
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Pathik Shah, Pakronics
The Micro:bit is a cheap pocket-sized computer that introduces students to how software and hardware work together. Jam packed with
input and output possibilities; these engaging devices can be used to turn creative STEM ideas into real world applications.
In this hands-on workshop we will start with the basic introduction to using Microbit with graphical coding and develop a never explored
feature of wireless networking of Microbits. We will also explore a range of hardware and software extensions and the strategies you
could use to implement it in your classroom. You will need to bring your laptop and we will provide hardware to use during the workshop.

Microbit - from Beginner to Global Challenge

School / teacher stages: Beginner, Next Step
Suitable for Primary and Secondary Teacher

Sid Verma, BrainSTEM
Design Thinking is an approach to creative problem-solving that aims to bring together what is desirable from a human point of view, with
what is technologically feasible and economically viable. 
In this session you will tackle a design challenge and go through the problem solving process rapidly to come up with a viable solution.
Along the way Sid will draw out what works and what doesn’t for teachers when they lead design sprints with students. Great session to
learn how you can do this with your own students!

Design Thinking SuperSprint for Teachers!

School / teacher stages: Beginner, Next Step & Extending
Suitable for Primary and Secondary Teacher

Pathik Shah, Pakronics
Arduino is an open-source electronics prototyping platform based on flexible, easy-to-use hardware and software. It's intended for artists,
designers, hobbyists, and anyone interested in creating interactive objects or environments. Arduino educational classroom kits are ideal
for Project Based Learning (PBL) and support an eco-system of educational tools from middle school to university. 
In this workshop we will go through the eco-system and offer a demo of each solution. You will get a chance to explore possibilities and
get all your questions answered. You will need to bring your laptop and we will provide hardware to use during the workshop.

Running Engaging Arduino Projects

School / teacher stages: Beginner, Next Step
Suitable for Primary and Secondary Teacher

Doug Bail, Cider House ICT
The integration of Blockly into PASCO’s SPARKvue and Capstone gives you unparalleled control over your science experiments and the
opportunity not only to learn to code, but code for deeper learning of key scientific ideas. For example, you could use an understanding of
the pH of different liquids to code automatic identification of each liquid.  In this session we’ll code with real data to output data based
decisions. Make sure you install the free PASCO Sparkvue from https://www.pasco.com/downloads/sparkvue on your own device and
bring it to this session - we’ll have some additional units to use as well.

Learning to Code, Coding to Learn 

Suitable for Year 6 to 10 students and/or teacher

Jackie Bondell, OzGrav 

Virtual Reality (VR) can provide a useful tool for engaging in the scientific process, allowing observations and data collection in an
immersive environment. OzGrav has developed multiple Physics and Astrophysics applications for use in classrooms and in public
outreach. Attendees will be able to work through modules using VR and teachers can receive feedback on incorporating interactive and
immersive (and free) technology into their classes.

Immersive Science: Collaborative Virtual Reality in the Classroom

Suitable for Year 7 to 10 students and/or teacher

ARC Centre of Excellence for Gravitational Wave Discovery

Libby Moore, Moore Educational
Accelerate STEM learning across your school with a Robotics solution from LEGO Education. Explore the easy entry lessons and the
design challenges that will engage your students to think critically and collaborate to create simple to complex robotic solutions with real
world relevance. Build confidence in teachers and students to code with the progression from simple block sequencing to Scratch based
icon programming through to text-based coding with Micro Python. In this hands- on workshop you will explore the experiences that
develop your students STEM skills today to be the innovators of tomorrow.

CREATE, CODE, INNOVATE withSPIKE Prime

School / teacher stages: Beginner, Next Step
Suitable for Primary and Secondary Teacher

https://www.pasco.com/downloads/sparkvue


Martin Richard, Education Services Australia
In this session participants will be introduced to some Artificial Intelligence concepts. We will use an AI tool to demonstrate how to train
an AI with data and test our model to see how well the AI recognises an image. 
In our example, we will feed the machine images of emojis that represent facial expressions and emotions via the device’s inbuilt camera.
The more varied the data we provide, the more likely the AI will correctly classify the input as the appropriate emotion. In machine
learning, the system will give a confidence value; in this case, a percentage and the bar filled or partially filled, represented by colour. The
confidence value provides us with an indication of how sure the AI is of its classification.
Attendees will create and test their own model using images supplied and consider how this technology can be applied to solve a range
of problems. A range of free AI lesson plans will be featured suitable for students across years F-8. 

An introduction to AI 

Suitable for Year 4 to 8 students and/or teacher

Sid Verma, BrainSTEM

Design Thinking is an approach to creative problem-solving that aims to bring together what is desirable from a human point of view, with
what is technologically feasible and economically viable. 
In this session you will tackle a design challenge and go through the problem solving process rapidly to come up with a viable solution.

Design Thinking SuperSprint

Suitable for Year 6 to 10 students and/or teacher

Libby Moore, Moore Educational
What makes students successful in STEM is the confidence to create. In this workshop students will use the design process to
investigate solutions to the real-world problem of “Clean up Australia”. They will build, test, and evaluate their robotic prototypes using
LEGO Education SPIKE Prime and scratch-based coding. Students will be inspired to develop the STEM skills today to be the innovators
of tomorrow.

Create. Remake. Innovate.

Suitable for Year 5 to 8 students and/or teacher

Ifradh Imthiyas and Ben Davies
Wyndham Tech School

A programmable logic controller (PLC) is an industrial digital computer that has been adapted for the control of manufacturing
processes, such as assembly lines, robotic devices, or any activity that requires high reliability, ease of programming, and process fault
diagnosis. In this real-world industrial challenge, attendees will learn about PLCs and ladder logic and use their knowledge to automate a
factory simulation.

Programmable Logic Controllers: Implementing an automated system  

Suitable for Year 7 to 10 students and/or teacher

Wendy Keen, Nandini Vyas & Sylvia Kerr-Smith, Melbourne Girls College
STEAM clubs provide students with an opportunity to explore scientific and engineering concepts and apply their knowledge in creative
and ingenious ways to solve challenges. They are great ways for girls to discover how fun problem solving can be.
In this session students from Melbourne Girls College will not only have you experience some short hands-on STEAM activities but
provide students and teachers with some ideas about activities that they can get involved in and ideas for a STEAM club at their school.
Come along and STEAM up your day!

Setting up your STEAM Club

Suitable for Year 4 to 10 students and/or teacher
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Nick Pattison, Lauren Sutherland and students, Tulliallan PS
This highly engaging and hands-on workshop will showcase a recent project in which students developed a 3D world to represent their
growth mindset. Educators and students will learn how the students created their own VR worlds by experiencing the process
themselves.  You will do this through games, activities and using TinkerCAD and unity to develop a learning journey you can experience in
VR. This project was recently presented at High Tech High’s Deeper Learning Conference 2021 where the students used Indigenous
Australian metaphors to represent their own growth mindset. Participants will be required to bring their own laptop or iPAD to this
session with own TinkerCAD account

3D Learning Journeys through Indigenous Metaphors

Suitable for Year 4 to 8 students and/or teacher

Jenny Thompson and students, Thomas Carr College
A Rube Goldberg machine is a hand-built contraption that uses a chain reaction to carry out a simple task. During this workshop students
and teachers will be provided with a number of items that they will use to construct a device that will knock a marble off a stand and into
a basket. The devices will have to be creative, and they will have to use all the materials provided to them. Attendees will be asked to
think about the everyday use of these items and how they can use them differently in their device. The session will provide insights to the
innovative thinking process.

Rube Goldberg Design Challenge

Suitable for Year 7 to 10 students and/or teacher

DIGIDESIGN MINI-WORKSHOPS - Students and Teachers

Getting started with VEX Robotics – from Regional Vic to the World Stage Maree Timms, Brett Webber and students,
Galen Catholic College

VEX Robotics encourages creativity, teamwork, leadership, and problem solving among groups as well as, naturally, science and
engineering principles. In this session students from Galen Catholic College will inspire and engage you with their journey from zero
knowledge of robotics to competing on the World Stage in the USA. They will then introduce you to block code, where you will get to learn
how easy it is to program their robots through a maze, or even create a “zombie bot”. 
Are you ready to take on the challenge?

Suitable for Year 5 to 8 students and/or teacher



Jackie Bondell, OzGrav (ARC Centre of Excellence for Gravitational Wave Discovery)
In the Universe, massive objects warp the fabric of space-time and colliding black
holes create waves that spread out over millions of light years in space! Come and
explore Einstein’s Virtual Universe and interact with stars, black-holes, and
gravitational waves in OzGrav’s amazing virtual reality system. Have a VR tour led by
experienced scientists who can answer your most pressing questions about the
most extreme objects in space! Visitors can also learn about OzGrav’s free VR
phone apps and take home fun sheets about planets, light, and more to continue to
learn the story of the cosmos.
Suitable for Year 4 to 10

Blast Off to the Virtual Universe!

Ifradh Imthiyas and Ben Davies, Wyndham Tech School

Automation has been described as one of the greatest disruptions of our time, and by 2025, the time spent on current tasks at work by
humans and machines will be equal 
In this real-world industrial challenge, attendees will analyse footage of a local production line and generate solutions to improve
efficiency, safety and ergonomics. The focus is will be on creative problem solving and innovation.

Automation Analysis: Efficiency and Human Factors 

Suitable for Year 7 to 10 students and/or teacher

Stephen Manitta and students, Thomas Carr College
Flying has been a dream of humanity since the dawn of time. Naturally women have been leading the way!
During this workshop attendees will explore some of the physics involved with flight using a centrifugal thrust generator. You will
examine the basic requirements of flight and will then be posed the question: How does weight affect the ability for the plane to fly? This
will be framed through commercial flights and the weight restrictions of the aircraft. You will then have the opportunity to try and add as
much weight as possible to your planes and still have them fly. You will get multiple opportunities to test your designs.

Aviation Challenge – Will it Fly?

Suitable for Year 6 to 10 students and/or teacher

Stephanie Pollard, Marianne Carter and students, Malvern Valley PS
Growing up we probably have all heard about the Norwegian fairytale about how the 3 Billy goats outsmarted the troll. However we bet
you never thought this is a perfect way to learn about design thinking! In this workshop the students from Malvern Valley primary school
will teach you about design thinking through a short design sprint. Attendees will come up with a solution for the Three Billy Goats Gruff
to cross the river and avoid the troll who stalks the only viable option (a bridge). The student presenters will teach you to empathise with
the Billy goats and put themselves in their shoes whilst, defining the problem in a written problem statement, brainstorming as many
options as possible during the ideation phase, choosing a design to create during prototyping and modifying and trialling their solution
during the testing phase. Teams will be given 5 minutes to pitch their solutions. 

The Three Billy Goats Gruff vs The Troll

Suitable for Year 4 to 6 students and/or teacher

STEAM EXPO: hands-on activity area - Student and / or Teacher (5 to 15min activities)

Marcus Veerman, Playground Ideas
Nüdel Kart is a deconstructable, mobile play kart that can be reconfigured in endless
ways to encourage self-directed learning. It contains research-backed specially
selected materials to stimulate children’s development. Come and play, create,
invent and learn the practicalities of STEAM. Teachers can hear about design
principles and the way the Nudel Kart works from co-creator and find out how it can
develop children to drive their own learning!
Suitable for Year 4 to 6

Noodle around with Nudel Kart!

Suzanne Matejin and students, Marian College Sunshine West
In Marian College’s Year 7 Science classes the students work collaboratively over 10
weeks to research, design and construct an invention that incorporates one or more
simple machines that address a specific challenge. Each team keeps a design portfolio
that includes brainstorming ideas, sketches, photographs, research, reflections and any
other notes. Students are also asked to keep a video diary each lesson; this will then be
used to create a 3-4 min final video presentation of the entire process. Come along and
find out what they have invented and discuss what challenges you could address!
Suitable for Year 5 to 8

STEM- A World of Machines 

Howard Lacey and students, Thomas Carr College
A counter-intuitive demonstration will be given to the show angular momentum and
invite explanations for the demonstrated phenomena involving wheels, gyroscopes,
pendula, spinning chairs, skaters and free-fall divers. Attendees will be invited to
suggest explanations for these situations and relate them to applications in technology  
Suitable for Year 5 to 8

Spin your wheel

DIGIDESIGN MINI-WORKSHOPS - Students and Teachers

Masters of Engineering Students, University of Melbourne
Most people try to avoid problems but not engineers! They go out and look for
problems! In this STEAM Expo showcase, the University of Melbourne will showcase
several final year engineering projects by their Masters students. Their projects
address real-world industry and community problems, improve processes and have
significant commercial applications. The projects are developed by the students in
collaboration with academics from the Faculty of Engineering and IT, industry,
government, and the community sector. Two example of projects that will be
showcased include;
·Aerodynamic shape optimisation of tall buildings using numerical methods
·Depth Camera-based Environmental Sensing for Exoskeletons
Come along and not only find out about the projects but get hands-on with some of
the technology and thinking!
Suitable for Year 4 to 10

Engineering Showcase

St John’s PS Frankston East
Students from St John’s PS will be demonstrating their coding and its application to
Robotics with the use of a range of different Robots and Drones. Come along and
practice your coding skills with Code Combat, Edison Robots, M-Bots, Makeblock
Drones(Land & Air mode), DJI Tello Drones,  Ozobots and more
Suitable for Year 4 to 7

Coding and Robotics

Year 7/8 students from Marian College, Sunshine West 
Chariot racing was one of the most popular ancient Greek, Roman, and Byzantine sports. It has been the subject of a number of famous
films including Ben Hur and Gladiator. 
In this workshop participants will use a range of materials (cardboard, cups, paper straws etc.) to design and create a chariot that will be
pulled by their sphero robot. The chariot will need to pull the gladiator (an egg) safely through the race. Participants can then test out their
chariots by coding their spheros to race one another. This is a great activity to learn about the design process and coding in an engaging
way!
Spheros, iPads and construction materials supplied by the presenters.

Ultimate Gladiator - Designing a Chariot for Sphero Robots

Suitable for Year 4 to 8 students and/or teacher

Pathik Shah, Pakronics
Are you a racer? In this exciting STEAM expo activity attendees will have the chance to
select and code robots and race them to see who is quickest around the course. 
There will be two categories
1. Primary student – coding with tangible coding to race
2. Secondary student – coding with graphical coding to race. 
Visit the Pakronics stand to explore the showcase projects and join in. 

Robot race with programming twists!

Akorn Educaitonal Services
In this STEAM Expo attendees will go through the design process to brainstorm some
solutions to the challenges that people with impairments face every day. You will be
provided with paper, tape, scissors, and asked to make the device to enable Pearl to
grab a pencil. A fabulous short activity that demonstrates critical and creative
thinking, problem solving and not giving up!
Suitable for Year 4 to 10

Design Mini-Challenge
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What is a Fatberg, and how do we stop them? Get a little gross, dive into the sewer (metaphorically!) and learn more about this problem
under our city. Design a solution to combat this problem and help make our city more sustainable. Find out why Fatbergs are an issue for
water companies and our planet.
Suitable for Year 4 to 10 student and teacher

How to Stop a Fatberg
Emilie Nachtigall, Scienceworks / Museums Victoria

PROBLEM SOLVERS DESIGN CHALLENGE

In any design project communication is key to having things work. This is becoming more and more important in a globalised world where
teams in different countries work on engineering and design projects.
In this Problem Solver session you will learn how important design and communication are to making something happen. Attendees will
be divided into teams to create a complete bridge with each team building half a bridge each (without seeing what the other half is doing)!
Suitable for Year 4 to 10 student and teacher

Half and Half Bridge Design 
Nathan Cutajar and students, Thomas Carr College

A mysterious disease is causing people to fall ill at your school. What are the common characteristics of the people that are ill (e.g. did
they all eat the same thing)? What are the common symptoms of infected people? How can we stop the epidemic before it spreads
throughout the whole school and beyond? In this session you will learn about epidemiology and how medical teams use data to pinpoint
the causes of a disease and come up with solutions to stop outbreaks!
Suitable for Year 8 to 10 student and teacher

Become a disease detective- solve an outbreak!
Shazia Ruybal & Marie Trussart, Rladies-Melbourne

Machine learning already has many applications you are familiar with; YouTube recommendations, SIRI, face recognition, and license
plate readers. It can do some jobs better than lawyers or doctors, write books that sell on Amazon, and even write music. Machine
learning is a very important topic with big impacts on our society. In this session, attendees will learn how facial recognition software
works by creating their very own AI program using Machine Learning for Kids and Scratch. They will experience the challenges and
concerns that facial recognition software presents. Participants will be required to bring their own laptop or iPAD to this session.
Suitable for Year 4 to 7 student and teacher

Harnessing AI
Nick Pattison, Tulliallan Primary School

Depending on how strong they are and where they strike, earthquakes can be some of the worst natural disasters, taking thousands of
lives and creating billions of dollars of damage. During this problem solver session attendees will be briefed on the impact earthquakes
have on residential areas. They will explore the challenges surrounding producing earthquake safe housing and some current strategies
that can be put in place to prevent the collapse of buildings during earthquakes. You will then be challenged to build an earthquake safe
structure, using the materials provided, that will be able to support 500g and be as tall as possible. You will follow the design thinking
process to prototype their designs that will be tested on a shake table to measure their effectiveness. They will then have a second
attempt to rebuild based on their initial designs.
Suitable for Year 6 to 10 student and teacher

Earthquakes! How will you build it?
Stephen Manitta and students, Thomas Carr College

Design Thinking is an approach to creative problem-solving that aims to bring together what is desirable from a human point of view, with
what is technologically feasible and economically viable. 
In this session you will tackle a design challenge and go through the problem solving process rapidly to come up with a viable solution.

Suitable for Year 7 to 10 student and teacher

Design Thinking Sprint
Sid Verma, BrainSTEM

Engineering mechanics and structural design are one of the oldest and most basic forms of engineering. They allow us to build safe
structures such as houses and tall buildings to live in and protect us from natural elements such as the sun, wind, etc. As engineers we
also find ourselves in situations where we have to design and build structures with limited resources. A good engineer can use her
experience and technical abilities to overcome such challenges and come up with ingenious ideas to design and build safe structures.
In this problem solver session you will be introduced to the importance of basic engineering mechanics and then challenged to use paper
to build the strongest structure you can! This is a great activity that teachers can run with their students of any age to learn about the
design process and engineering.
Suitable for Year 4 to 10 student and teacher

Paper Structural Engineering
Dr Bagus Nugroho, The University of Melbourne

Globally, the fashion industry is worth over $1 trillion. It’s an exciting industry creating products that allow people to express themselves,
help stay warm (or cool) and stay safe at work or doing the things they love! It also provides countless jobs across the world. However, it’s
also an industry that creates a lot of waste and is under the spotlight for exploiting workers. During this problem solver session attendees
will have the chance to explore some of the big challenges and innovate solutions to how their clothing is designed, produced, shared and
used. Young Change Agents will also share great stories as inspiration for attendees to come up with ideas for creating change in the
fashion industry!
Suitable for Year 6 to 10 student and teacher

The Future of Fashion Design Challenge 
Aruna Venkatachalam and Hanna Guy, Young Change Agents

- Student and Teacher
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Each session has a different real life design or STEAM challenge to solve aimed at Year 4 to 10 students. You will be posed
with a real life design challenge and lead through the design process to ideate and present possible solutions.



Impact protection is a critical design condition when designing an object such as a car, a helmet, a child seat, etc. The aim is to ensure the
safety of the users and to avoid injuries. As an engineer we often find ourselves in situations where we have to design and build such
protection mechanisms with limited resources. A good engineer can use her experience and technical abilities to overcome such
challenges and come up with ingenious ideas to design and build safety mechanisms. In this problem solver session you will be
introduced to the importance of basic engineering design and then challenged to design an egg protection system that minimises
damage upon impact from a 10 meter drop. This is a great activity that teachers can run with their students of any age to learn about the
design process and engineering.
Suitable for Year 4 to 10 student and teacher

Egg Drop Protection
The University of Melbourne

PROBLEM SOLVERS DESIGN CHALLENGE - Student and Teacher

>> Awarding of prizes to attendees, conference feedback

WHERE TO FROM HERE? TEACHER SESSION

Sign-in, coffee and networking
Master of Ceremonies - Welcome, set up for the day and housekeeping
KEYNOTE SPEAKER - DR MADELINE MITCHELL
ROTATION ONE - 45 min parallel sessions
>> Teacher Mini-Master Classes
>> Student and/or Teacher DigiDesign Mini-workshops and STEAM Expo
MORNING TEA
An opportunity to network with other teachers and students, and explore trade displays
PROBLEM SOLVERS DESIGN CHALLENGE
>> 80 min session - parallel sessions for Year 4 to 10 students and teachers
LUNCH - An opportunity to network with other teachers and students, and explore trade displays
KEYNOTE SPEAKER - ROSIE THOMAS OAM
ROTATION TWO - 45 min parallel sessions
>> Teacher Mini-Master Classes
>> Student and/or Teacher DigiDesign Mini-workshops and STEAM Expo
WHERE TO FROM HERE? STUDENT SESSION

>> Opportunity for students to meet with university and industry experts and inspiring students.

>> Teacher session - connect with experts, feedback forms, invitation to be on steering committee
CLOSE OF THE CONFERENCE

8.15am
8.45am
9.00am
9.40am

 
 

10.30am
 

11.00am
 

12.25pm
1.00pm
1.40pm

 
 

2.30pm
 
 
 
 

3.00pm

*Listed program is subject to change

Flow of the day....
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Parents will often drive their children to school of a morning leading to congestion on our roads and congestion in and around school
precincts. This can lead to delayed travel times for all on our roads, increased stress during the commute, increased carbon footprint on
the environment and pressure to construct "more roads" to alleviate traffic. Given the increasing importance of creating sustainable cities
and lifestyles, is there something Engineers and you can do about this?
Suitable for Year 4 to 10 student and teacher

Sustainable Transportation – How do we travel to and from school?
Engineers Australia
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Gold Sponsor

 Spark Scholarship

 Silver Sponsor

Rachel Manneke-Jones
Registration & Booking 
P  I  0411 270 277
E  I  rachel@spark-educonferences.com.au

Adrian Bertolini
Conference Coordinator
P  I  0413 036 382
E  I  adrian@spark-educonferences.com.au

Contact

 Host SchoolMajor Sponsor

 In-kind Sponsor
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FREQUENTLY ASKED QUESTIONS

I'm a Primary School teacher - is this suitable for me? Yes, the conference is suitable for students from Grade 4 through to Year 10 and
teachers from both primary and secondary schools. We have mini-masterclasses for teachers as well as hands-on mini-workshops in
which students and teachers collaborate at primary and secondary levels.
Our school has only a very small budget for STEAM - are the workshops going to help us? Yes, some of the workshops are purely paper
based that develop thinking skills whilst others incorporate the use of free software available to schools. Our goal is for teachers and
students to experience how simply they can begin authentic STEAM and entrepreneurial programs in their school.
We don't have a STEM/STEAM program at our school, can we still attend? We are quite advanced in the implementation of STEAM in
our school, is this suitable for us? Absolutely! We have deliberately sought out activities that are applicable for the many stages that
schools may be around enacting STEM/STEAM and Entrepreneurship. Whether you are just at the start or an expert we have a range of
teachers and providers who will be presenting ideas and activities that will address your point of need. Our goal is have teachers connect
and network with other teachers and take away lots of ideas to implement at your school.
Do we have to submit/propose a workshop to run at the conference? No. However, if you have something you think other students and
teachers would like then we would love you to submit a proposal.
We are looking for new and innovative ways to develop our students, will we be able to ask questions and find out what other schools
are doing? Yes – this was one of founding intentions for this conference. We want students and teachers to experience a variety of
hands-on workshops so they can go back to their schools and infuse new ideas into their programs.
Why are you recommending students to attend and how many can I bring? We have found that the best exemplars of school based
STEAM and Entrepreneurship programs in Australia are driven by both students and teachers. We want to spark student leadership in
your schools. This is why we are suggesting to schools to bring anywhere up to 15 students to the conference. We have enough going on
for over 250 people!
What does my registration include? Every student registration for the Conference includes attending keynotes and access to all activities
/events / workshops and materials. Attending PD Teachers will receive a Professional Development Certificate of Professional Learning,
access to all activities /events, keynotes, any master class sessions, workshops, presentation materials and notes, access to presenters
and professional conversations. Price morning tea (half and full day conference) and lunch (full day conference only)
I have a question about the conference For general enquiries, please contact Rachel@spark-educonferences.com.au or call us on +61
0411270277
Is my registration transferable? Yes, your registration can be transferred to a colleague or student we ask that you provide all transfer
details to us by contacting Rachel@spark-educonferences.com.au
What is the refund policy? 75% refund is available from 11 to 30 days prior to the event, after this date or for non-attendance refunds are
not available and payment must be made in full. However, we will be pleased for you to transfer your registration to another attendee (see
above). Sponsored and supported schools may differ. Please contact office@spark-educonferences.com.au to process this transfer. 
Cancellation of an event by us In the event of insufficient applications, the programs will not proceed and registration monies will be fully
refunded. In the event of the program being cancelled, registration monies only will be refunded as we will not accept liability for the
payment of any other associated costs.
Payment of registration By submitting this form you are confirming that you have been given financial approval by the
school/organisation to attend. All registration payments must be made prior to commencement.*Early Bird rate must be paid by the
invoice due date otherwise we reserve the right to re-invoice at the standard rate. **Presenter fee (teacher/sponsor/guest) - students
must still pay even if presenting. 
Student attendees: You agree as your school representative teacher to take full responsibility of the students attending with you. We aim
to ensure all presenters/facilitators have their WWCC and the event meets Occupational Health and Safety requirements.
Privacy Policy We promise to keep your information private at all times. We will not sell, pass on or by any other method share your
information with a third party. We will store your information for the purpose of communication regarding the event and for methods
required by you to use tools associated with this event. You will be added to our newsletter list for future events and correspondence, you
are welcome to unsubscribe at any time.
NOTE: We will send emails prior to the workshop requiring you to take actions. This may include completing a short questionnaire to
understand your current ability and needs, reading materials, accessing tools, setting up technical requirements, dietary requirements, and
a reminder. Whilst we aim to keep these to a minimum your responses greatly assist in making the day more relevant to you.  
Seeking Sponsors! The conference brings together students and teachers to create an inspiring future where a community happens. We
want all schools to have access to events like this and your support can make that happen. Sponsors have the opportunity to deliver
hands-on workshops, contribute to the conversations, help us keep our admission costs as low as possible and offer scholarships. We
invite you to consider joining us as a sponsor. Please contact us at office@spark-educonferences.com.au
Accessibility We are committed to making our events as inclusive as possible. If you have additional accessibility requests, please
contact us at office@spark-educonferences.com.au
Media on Premises As part of our ongoing commitment to empower students and teachers, we may photograph, video and audio record
our events to share important discussions and experiences via our presentation content, so we can scale our reach to people who are
unable to attend our events in person. By entering our event location during our event, you agree that Spark Education Conferences has
the right to use your likeness, image, voice, etc. in photos, videos and in any educational, marketing, advertising or related endeavours
relevant to the work. You will not be compensated in any way for the use of your likeness, image or voice, etc. Being on the premises
during our event means that you release and hold harmless Spark Education Conferences from any claims or actions that arise as a result
of this production. You may opt out at any time by letting us know.
Thank you so much for your support and cooperation. We look forward to partnering you to create an inspiring conference.
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