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What is the Game Changer 
Challenge?
In an era of accelerated change, many of the traditional views 
of education are changing. Technologies and industries we 
have yet to imagine will be the powerhouses of the jobs of the 
future. To flourish in this rapidly evolving world, today’s 
students will need to be critical, empathetic, creative and 
deep-thinking adults. 

The Game Changer Challenge was launched in 2018 to 
promote these traits among students and teachers by 
exposing them to the problem-solving processes known as 
Design Thinking. 

The Game Changer Challenge is one of the flagship events of 
Education Week, bringing 18 teams from primary and high 
schools across NSW to work with leading education 
technology and design-thinking professionals to solve a 
contemporary wicked problem. This year’s Challenge is 
How might we humanise technology?



NSW Department of Education

The Game Changer Challenge launched with a recruitment campaign that saw 150 expressions of interest and 
97 applications from schools across the state. Applicants were asked to form a team of six students and two 
teachers and produce a 60-second film showcasing how they believed technology could be harnessed to help 
humans. The 18 teams selected to participate in the Challenge are:

Finalists will participate in the Challenge from 6 - 8 August at Google 
HQ, Pyrmont and Game Changer HQ, 105 Phillip St, Parramatta.

Our finalists

Primary schools

● Oakhill Drive Public School
● Samuel Gilbert Public School
● South Coogee Public School
● Kingscliff Public School
● Mount Terry Public School
● Alstonville Public School
● Burke Ward Public School
● Cudgegong Valley Public School
● Yagoona Public School

High schools

● Northern Beaches Secondary College, Manly
● Elizabeth Macarthur High School
● Lake Munmorah High School
● Hurlstone Agricultural High School
● Nimbin Central School and Kyogle High School
● Orange High School
● Fairvale High School
● Armidale Secondary College
● The Sydney Children’s Hospital School





The program 

Let the Challenge begin

The three-day program will start with an 
industry immersion at the Australian 
headquarters of Google in Pyrmont, with a 
red carpet entrance fit for a game-changing 
finalist. 

NSW Department of Education Secretary 
Mark Scott will moderate a Q&A-style panel 
on the Challenge question featuring seven of 
Australia’s sharpest minds: a futurist, a 
roboticist, an ethicist, an engineer, an 
aquanaut, and two industry leaders from 
tech companies at the forefront of change - 
Google and Microsoft. 

After the panel, teams will meet their expert 
facilitators and dive into the Challenge. First 
up is a 90-minute rapid sprint to familiarise 
participants with the design process - from 
start to finish - which they will utilise across 
the next few days.

The afternoon is all about getting stuck into 
the Challenge question. Once each team has 
its “How might we…” statement, they’ll finish 
the day with a tour of Google HQ. 

01
DAY

02 03
From inspiration to ideation

Day Two is all about unleashing creativity 
and getting hands-on prototyping ideas in 
the makerspace.

The morning will feature a workshop with 
graphic scribe Jessamy Gee who will walk 
students through how to take complex ideas, 
clarify the message and make it simple, 
engaging and shareable through 
illustrations - a handy skill in the 
design-thinking process. 

Then it is time for some more ‘perspiration’, 
as teams dive back into the Challenge 
question, moving through rapid, 
collaborative idea generation in preparation 
for prototyping in the makerspace.

After a few hours in the makerspace, 
tinkering away on prototypes while testing 
and refining ideas with industry mentors, the 
evening session is dedicated to the 
all-important dash to the finish line, getting 
presentations polished and ready for pitch 
day the next morning - after all, it’s called a 
sprint for a reason!

Pitch perfect

Phew - they’ve made it! 

The final day of the Game Changer 
Challenge will see each team present a 
five-minute pitch of its solution to the 
Challenge question. With nerves and 
anticipation running high - and that’s just 
the facilitators - the teams are ready to wow 
the judges. The pitch session is an invaluable 
opportunity for students to share their work, 
practice their communication skills in front 
of an audience and receive feedback from 
industry mentors. 

A winning primary school and high school 
team will be announced by NSW 
Department of Education Secretary Mark 
Scott.

Primary school teams will pitch between 
9am - 10:30am and high school teams will 
take centre stage from 11am - 12:30pm.

A networking morning tea for industry 
collaborators and guests will be held from 
10:30am - 11am between pitch sessions.

DAY DAY



Meet your hosts 

THE MAKERSPACE

Run by the Department’s 
Information Technology Directorate 
and industry sponsors, this is an 
opportunity for students to 
collaborate with industry educators 
and have access to new technology 
to help bring their ideas to life. 

Mark Scott AO has a distinguished record 
in public service, education and the media.

Initially a teacher and education policy 
adviser, Mark enjoyed a long career in 
journalism. He was editor-in-chief of Fairfax 
newspapers and then managing director of 
the ABC from 2006 to 2016.

As leader of one of the largest education 
systems in the world, Mark has a particular 
interest in preparing today’s students for 
tomorrow’s rapidly changing world.

Mark will be facilitating our inspirational 
Q&A style panel. 

INDUSTRY MENTORS 
PANELS

Industry mentors will be 
involved in two panel 
discussions that define 
design and explore its 
application in solving 
complex challenges.

Melanie Silva is VP, Managing Director for 
Google Australia and New Zealand, a role 
she took up in October 2018. She is based 
in Sydney.   

Mel has been with Google for more than 
twelve years and has held a number of 
senior leadership positions in Australia and 
APAC, most recently as Managing Director, 
Go to Market Strategy & Operations, Google 
APAC, based in Singapore. 

She is a karaoke fan, amazing wife and 
mother of two.

Mel will also join our panel. 

Mark Scott, NSW 
Department of Education 
Secretary 

Melanie Silva, Managing 
Director, Google Australia 
and New Zealand 



Scientia 
Professor
Toby Walsh,
University of 
NSW

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, this 
is an opportunity for 
students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Distinguished 
Professor 
Mary-Anne 
Williams,
University of 
Sydney

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, this 
is an opportunity for 
students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Dr Matt Beard,
The Ethics Centre

.

Committed to 
supporting regional 
start-ups, Jillian 
approaches life with 
the logical thinking 
of a civil engineer, 
the roll-up-your-
sleeves attitude of a 
farmer’s daughter 
from Coonamble, 
and an altruistic 
passion for change.

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, this 
is an opportunity for 
students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Lloyd Godson, 
Hastings 
Secondary 
College
Marine studies 
teacher 

The panel - Google HQ

Named in the World 
Top 25 Women in 
Robotics, 
Mary-Anne’s research 
focuses on  social 
robotics, and AI. She 
is also an expert on 
the intersection 
between human 
rights, robot ethics 
and the law.

A leading researcher 
in artificial 
intelligence (AI), Toby 
has been described 
as a "rock star" of 
Australia's digital 
revolution.  He is 
passionate that limits 
are placed on AI to 
ensure it is used for 
the public good.

A dad, husband and 
moral philosopher, 
Matt’s expertise is in 
the ethics of 
technology and the 
philosophy of 
happiness and 
human flourishing. 
He is also resident 
philosopher for the 
kids’ ethics podcast, 
Short & Curly.

The panel, moderated by NSW Department of Education Secretary Mark Scott, will illuminate the topic space, 
How might we humanise technology? With questions from our Game Changer Challenge teams, the panel will 
be sure to be kept on their toes. Alongside Google managing director Mel Silva the panellists include:

Jillian Kilby,
CEO and founder
The Infrastructure 
Collaborative

Australian 
Geographic 
Adventurer of the 
Year, aquanaut and 
ambassador for 
ocean exploration, 
Lloyd also holds the 
world record for most 
time spent living 
underwater.

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, this 
is an opportunity for 
students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Lee Hickin,
National 
Technology 
Officer Microsoft 
Australia

Lee has a passion for 
innovation and 
leading-edge 
technologies such as 
AI, machine learning 
and the internet of 
things. Lee is 
passionate about the 
positive potential for 
artificial intelligence 
to build an inclusive 
and bright future.





Meet the facilitators

THE MAKERSPACE

Run by the Department’s 
Information Technology 
Directorate and industry 
sponsors, this is an opportunity 
for students to collaborate with 
industry educators and have 
access to new technology to 
help bring their ideas to life. 

Summer has been working in 
education for more than 15 years. 
She’s been a teacher, education 
leader, policy maker, advocate and 
facilitator of learning for students 
and professionals across every 
system and sector in Australia and 
works to ensure teachers have every 
support they need to succeed and 
thrive.

INDUSTRY MENTORS 
PANELS

Industry mentors will be 
involved in two panel 
discussions that define 
design and explore its 
application in solving 
complex challenges.

INDUSTRY MENTORS PANELS

Industry mentors will be 
involved in two panel discussions 
that define design and explore 
its application in solving 
complex challenges.

Brian is a strategic leader and 
innovator – journeying across 
marketing, digital, innovation and 
consulting. 

Working around the world, Brian is 
skilled in solving problems by 
helping teams across all sectors 
collaborate to create change that 
unleashes capital growth and 
human potential.

INDUSTRY MENTORS PANELS

Industry mentors will be 
involved in two panel discussions 
that define design and explore 
its application in solving 
complex challenges.

Chris has a passion for learning and 
an unwavering belief in the 
potential of young people to save 
the world. 

His work allows him to help people 
get unstuck and design formidable 
solutions to the challenges they 
face. 

 

Kimberley is an advocate for 
change, a creative leader and 
passionate about education.

She was the first female in Australia 
to be both a Google Certified 
Teacher and Google Education 
Trainer.

Kimberley specialises in the 
development and training of 
teachers and other stakeholders 
globally. 

 

Chris HarteSummer Howarth Brian Dargan Kimberley Hall



The Makerspace

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, 
this is an opportunity 
for students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Paint 3D & 
Merge Cube  
presented by 
Microsoft

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, 
this is an opportunity 
for students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Tour Creator 
presented by 
Google

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, 
this is an opportunity 
for students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Robotics 
presented by 
MTA & The 
University of 
Sydney

Micro:Bit 
presented by 
STEM.T4L NSW 
Department of 
Education

Spark & 
Character 
Animator 
presented by 
Adobe

THE MAKERSPACE

Run by the 
Department’s 
Information 
Technology 
Directorate and 
industry sponsors, 
this is an opportunity 
for students to 
collaborate with 
industry educators 
and have access to 
new technology to 
help bring their ideas 
to life. 

Designing a 
pitch 
presented by 
Miles Merrill

This bespoke makerspace is jam-packed with all the tools a Game Changer could want to bring their ideas to life. In a series of 90-minute industry 
educator-led tutorials, teams will collectively learn how to master a range of tech platforms and narrative presentation skills in order to prototype and 
present their solutions to the Challenge question. 

Industry educators will include Adobe, Google, Microsoft, MTA and the University of Sydney (mechatronics). No makerspace is complete without pipe 
cleaners and playdough, so there’ll be plenty of arts and crafts on offer too. While students are busy at work in the makerspace teachers will spend time 
with our expert, design-thinking facilitators reflecting on the Challenge and growing their capability to take learnings back into the classroom.

Paint 3D will allow 
students to create 
prototypes in 3D 
with ease and view 
and manipulate 
these in mixed 
reality using the 
Merge Cube.

Tour Creator makes 
it easy to build 
real-world, 
immersive, 360 tours 
from your computer. 

Primary students will 
learn how to 
program  Lego EV3 
robots with MTA, 
while high school 
students will work 
with the USYD’s 
mechatronics team 
programing a 
robotic arm. 

This tutorial will get 
you started with the  
Micro:Bit, a 
computer that can 
truly bring your 
electronic dreams to 
life.

Easily create 
stunning social 
graphics, short 
videos and web
pages that make you 
stand out on social 
media and in 
presentations.

Tips and tricks on 
how to structure an 
amazing speech or 
longer presentation 
from a true 
storyteller.





Outcomes

THE MAKERSPACE

Run by the Department’s 
Information Technology 
Directorate and industry 
sponsors, this is an opportunity 
for students to collaborate with 
industry educators and have 
access to new technology to 
help bring their ideas to life. 

Teachers will experience an 
uplift in their leadership, 
communication and 
design-thinking capability and 
will have practical resources to 
take design-thinking processes 
back to the classroom. 

 

INDUSTRY MENTORS 
PANELS

Industry mentors will be 
involved in two panel 
discussions that define 
design and explore its 
application in solving 
complex challenges.

INDUSTRY MENTORS PANELS

Industry mentors will be 
involved in two panel discussions 
that define design and explore 
its application in solving 
complex challenges.

Students will further develop 
their general capabilities, in 
particular: collaboration; critical 
thinking; communication skills; 
creativity; and empathy.

INDUSTRY MENTORS PANELS

Industry mentors will be 
involved in two panel discussions 
that define design and explore 
its application in solving 
complex challenges.

Public education stakeholders 
and the general public will gain 
insights into the ways in which 
NSW public education is 
innovating to ensure our 
students will leave school with 
the skills to thrive.

Students and teachers will 
engage in real-world learning 
that can be taken back to the 
classroom and inform possible 
innovation in curriculum 
delivery.

 

StudentsTeachers Classroom Community 





Our collaborators
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For any further details please contact 
the team at gcc@det.nsw.edu.au

mailto:gcc@det.nsw.edu.au

