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QSITE 2025 STATE CONFERENCE MONDAY 22nd SEPTEMBER

MONDAY | Registration in Samaritan Place. Coffee and tea available.
8:00am Everyone must sign in and wear their lanyard at all times.
8:40am Theatre - Conference Welcome and Housekeeping etc.
8:50am Theatre — Keynote: Sarah Chapman (STEM Changemakers) - Rethinking STEM Engagement Methods for Students from Underrepresented Groups, particularly Girls
9:40am Theatre — Keynote: Rachel Purdy (ThinkUknow) - The ACCCE and the role of education staff in the prevention of online child sexual exploitation
10:30 Morning Tea and Trade Show (Samaritan Place and K-01/K-02)
11:00am Theatre — Presentation: Liz Hickman and Craig McGrogan (GBRMPA) - Reef Guardian School Program
Room K-12 (First Floor) Room 1-02 (Ground Floor) Room I-11 (First Floor)
Micro:bit Data into Discovery (Years 3-6) Adobe Express - Safe and Ethical Gen Al for any class and Level Up Learning: Starting and Sustaining an Esports Club
level
12:00pm Jeffrey Keck MJ Raatz (Forest Lake State High School), Janette Rutherford
Dr Tim Kitchen
(Education Business Development Manager, Modern (Heatley SeCf)ndary College) and Harley Foley (Southern
Teaching Aids) (Senior Education Specialist, Adobe Asia Pacific) Cross Catholic College)
1:00pm Lunch and Trade Show (Samaritan Place and K-01/K-02)
CreativiTy with Canva: Spark Curiosity, Ignite . . . .
Creativity P-6 V9 Curriculum planning Decoding Generative Al: How It Works and What It Teaches
1:45pm ) . Us About Learning
“aop . Helena Tully (Technologies Teacher, Mundingburra State
Tamara Templeton (Lead Teacher and Digital . . .
. , School) Dr Karsten Schulz (CEO, Digital Technologies Institute)
Learning Mentor, St Anthony’s College)
Step into the Classroom of Tomorrow: How VR and | Embedding Digital Literacy Capabilities P-6 Advanced Al - Using ChatGPT - MyGPTs and Agent Mode
2:450m Al are Reshaping Education ) ) o )
P Helena Tully (Technologies Teacher, Mundingburra State | MJ Raatz (Head of Department — Digital Technologies, Forest
Adrian Rayner (Director, Rayner Digital Labs) School) Lake State High School)
3:45pm Theatre — Announcement of QSITE Awards for 2025
4:15pm Conference networking — Social drinks and finger food. 6.00pm finish




QSITE 2025 STATE CONFERENCE TUESDAY 23" SEPTEMBER

TUESDAY Registration in Samaritan Place. Coffee and tea available.
8:00am Everyone must wear their lanyard from Monday and sign in again to verify attendance.
8:40am Theatre - Welcome and Housekeeping etc.
8:45am Theatre — Keynote: Dr Tim Kitchen (Adobe) - Creating joyful learning experiences with Al
9:45am Theatre — Keynote: MJ Raatz - Belonging in a weird world
10:45am Morning Tea and Trade Show (Samaritan Place and K-01/K-02)
Room K-12 (First Floor) Room 1-02 (Ground Floor) Room I-11 (First Floor)
Godot for Beginners - Teach Game Development in Years f:lzre Express - Safe and Ethical Gen Al for any class and Developing a Generative Al Policy for a P-12 School
7-10
I Pablo Farias (CEO, Zenver Schools) Dr Tim Kitchen g:a::wymBaurr;:E:ct)(le)r (Head of Dighal Learnine, Gippsland
! (Senior Education Specialist, Adobe Asia Pacific)
Lego Learning Lab Design, Code, Connect: P-10 Code That Captivates: Teaching Python Through Story
and Suspense
12:15pm Tamara Templeton (St Anthony’s College) and Laura Bianca Willis (Fairholme College) and Kylie Mathers (St
Walker (St Clare’s Catholic School) Joseph’s College Coomera) Dr Karsten Schulz (CEO, Digital Technologies Institute)
1:15pm Lunch and Trade Show (Samaritan Place and K-01/K-02)
Workshop: Real-World D i ith CoD
orkshop: Real-World Drone Coding with CoDrone Search. Map. Teach. Exploring the Curriculum Search
(Years 5-8) . .
Curriculum Engine
2:00pm Jeffrey Keck (Education Business Development Manager
! Dr K hulz (CEO, Digital Technologies Insti
Modern Teaching Aids) r Karsten Schulz (CEO, Digital Technologies Institute)
3:00pm Theatre - Conference close and prize draw




Monday 22" September 2025

Presentation Abstracts and Presenter Biographies

9:00 - 9:40 Rethinking STEM Engagement Methods for Students from Theatre
Underrepresented Groups, particularly Girls

Keynote — Sarah Chapman

Sarah Chapman is a secondary science educator who has taken two years away from
teaching to volunteer her time to change the narrative for rural and regional girls who are
still missing out on meaningful pathways into STEM, struggling to find opportunities in
STEM fields just as Sarah did 30 years ago. Through the Townsville STEM Hub, Sarah has
engaged over 10,000 young people, teachers, and community members. Armed with
global best practice in engaging underrepresented youth, Sarah has now established STEM
Changemakers, a program empowering regional girls through authentic, place-based STEM experiences that
build skills, confidence, and belief in their futures.

Bio: Sarah Chapman is the Founder of STEM Changemakers, a program focused on empowering
underrepresented regional Australian girls in STEM. She has over twenty years’ experience as a secondary
science educator and Science Head of Department. Sarah is also the Founder of the Townsville STEM Hub, a
volunteer community organisation that has engaged over 10,000 people in a range of student, teacher and
community events. Sarah Chapman is Co-Chair of Women in STEMM Australia and a Board Member of the
Royal Australian Chemical Institute. She is passionate about inspiring, engaging and empowering people
through STEM. Sarah commits extensive portions of her own time lifting the profile of STEM education, by
working with students, teachers and the broader community.

9:45 - 10:25 The ACCCE and the role of education staff in the prevention of online Theatre
child sexual exploitation

Keynote —Rachel Purdy — ThinkUKnow

This presentation from the Australian Federal Police’s (AFP) Online Child Safety Team,
details how the opinions and perspectives of students informed the most recent updates
to resources within the national online safety program, ThinkUKnow. This perspective,
alongside current research, evidence, and advice from subject matter experts across the
fields of law enforcement, education, and child safety, shaped a refreshed approach to
discussing themes of online child sexual exploitation and online safety with students, rather than at them,
ensuring student’s voices were central to the conversation.

OFQ.AU LEEFLELLES
/

Bio: Rachel Purdy is a Senior Prevention Officer within the Australian Federal Police’s Online Child Safety team.
With a background in early childhood and primary education, she works alongside other subject matter experts
to develop education materials for children, parents, carers and teachers with the aim to prevent online child
sexual exploitation.

10:30 - 11:00 — Morning Tea and Trade Show — Samaritan Place and K-01/K02)

Make sure you visit and chat with exhibitors to discover their products and resources.
Record who you talk to and get your passport signed off for the prize draw at the end of Tuesday.



11:00 - 12:00 Reef Guardian School Program Theatre

This presentation will provide an overview of the Reef Guardian School Program with focus on digital
curriculum resources such as Ozobot coding, annual STEM eco challenges, gamification unit and future
careers unit. It also offers virtual learning education in which we bring the reef to your classroom via online
and interactive presentations.

Liz Hickman (Assistant Director of Reef Education and Engagement) and Craig McGrogan (Reef Education
Officer)

Participants bring an iPhone for QR code.

Bio: Liz Hickman leads education initiatives at the Reef Authority, the Australian Government agency
responsible for managing and protecting the Great Barrier Reef. As Assistant Director, she oversees the Reef
Guardian School Program, which connects schools to reef education through an online portal
www.reefed.edu.au and virtual learning.

12:00- 1:00 Micro:bit Data into Discovery (Years 3-6) Level 1-K-12

Bring coding, creativity, and curiosity together in this hands-on primary workshop using the BBC Micro:bit.
Across 10 interactive stations, participants explore how digital systems collect, process, and communicate
data while building problem- solving skills that link directly to the Australian Curriculum in Digital
Technologies and Mathematics.
From step counters and light sensors to digital dice and message-sending radios, students experiment
with coding and data in fun, real-world contexts. Each activity encourages teamwork, logical thinking, and
data interpretation, giving participants the chance to see how technology connects to everyday
experiences.
Aligned with ACARA outcomes for Years 3-6, this workshop demonstrates how students are
empowered to:

e  Collect and represent data using digital tools.

¢  Create and follow algorithms with simple coding.

e  Explore probability, measurement, and statistics through engaging experiments.

e  Communicate and collaborate using technology in safe and meaningful ways.
A perfect blend of play and purpose, this workshop helps teachers design activities for primary learners to
turn data into discovery.
Jeffrey Keck (Education Business Development Manager, Modern Teaching Aids)
Bio: Jeffrey is an experienced teacher with a passion for engaging students in science. He has worked at
Modern Teaching Aids for the past year and loves to share his experience and knowledge with teachers and
schools. Jeffrey is connected with multiple teaching and lab tech networks and is always striving to find ways to
help schools improve student engagement and learning outcomes. He is passionate about students having
authentic and real-life learning opportunities in science and has run his workshops at local state and national
conference and professional learning days.

12:00 - 1:00 Adobe Express - Safe and Ethical Gen Al for any class and level Ground 1-02

Adobe offers students and teachers a free and ethically safe tool for Gen Al image creation through Adobe
Express because it’s modelled on a K-12 filtered version of Adobe Stock. In this hands-on session, Dr Tim
Kitchen will demonstrate how simple it is to work with Adobe Express to create infographics, posters, flyers,
videos, animations and webpages with the help of the uniquely ethically safe Gen Al and K- 12 friendly
version of Adobe Firefly that is available thorough Adobe Express. Being browser and mobile app based,
Adobe Express is accessible to all and it is very simple to use. Adobe Express is one of the only Gen Al
solutions that is registered with the Safer Technologies for School program (ST4S) managed by Education
Services Australia. Participating in this workshop will also provide teachers with the Adobe Creative
Educator (ACE) Level 1 micro-credential.
Participants requirements: Please bring your own laptop connected to wi-fi.
Dr Tim Kitchen (Senior Education Specialist, Adobe Asia Pacific)
Bio: An educator for over 30 years, Dr Tim Kitchen has been Adobe’s Senior Education Specialist for Asia Pacific since
2013. A passionate advocate for creativity in education, Tim is a best-selling author and a regular presenter for national
6



and international education events.

12:00 - 1:00 Level Up Learning: Starting and Sustaining an Esports Club Level 1-1-11

This session explores how to establish an Esports Club in your school, from the practical steps of getting one
up and running to integrating esports into the curriculum. We will unpack the educational benefits of
esports—teamwork, communication, strategic thinking, digital literacy, and wellbeing—and show how clubs
can foster belonging and engagement for students. Participants will gain ideas, resources, and curriculum
links to support the successful launch and growth of an Esports Club in their own context.

Participant requirements: Bring your own laptop so that you can download/share resources throughout the
session.

MJ Raatz (Head of Department — Digital Technologies, Forest Lake State High School)

Bio: MJ Raatz is an innovative educator and Head of Digital Technologies, passionate about esports, 3D
printing, and digital creativity. He is an author, lifelong learner, and community builder, committed to
#MakingKidsLivesBetter by designing engaging curriculum, fostering inclusion, and preparing students for
future opportunities through technology, innovation, and hands-on learning

JanetteRutherford (ICT Co- ordinator, Heatley Secondary College)

Bio: Janette has a strong interest in digital technologies and engaging students with learning through using
digital innovation. Janette has used esports as a tool to promote teamwork, strategy, communication, and
resilience. Through esports program that are run at her school, Janette provides students with opportunities
to explore careers in gaming, media, and IT while also developing digital literacy and social skills.

Harley Foley (Curriculum Leader — Digital Technologies and Aviation, Southern Cross Catholic College)

Bio: Harley Foley is a Digital Technologies Curriculum Leader with 20 years of teaching experience across
North Queensland. He is passionate about student engagement and building future-ready learning
environments

1:00 - 1:40 - Lunch & Trade Show — Samaritan Place and K-01/K-02

1:45-2:40 CreativiTy with Canva: Spark Curiosity; Ignite Creativity Level 1-K-12

Unleash creativity and boost literacy in your classroom with Canva! This session will explore dynamic ways
to leverage Canva's intuitive design tools, including its powerful Al features, to create engaging learning
experiences. Discover how visual storytelling and creative design can excite students about literacy,
transforming their understanding and expression.

We'll delve into practical strategies for developing impactful projects, from digital narratives to interactive
presentations that foster deeper engagement. Plus, get ready to level up your classroom with a sneak peek
at the latest Canva updates, designed to streamline your workflow and unlock even more possibilities for
innovative teaching and learning.

Participant requirements: laptop, Canva Education account if possible. To make the most out of this workshop,
make sure you get verified as an educator! https://www.canva.com/education/

Note - participation is still possible without verification

Tamara Templeton (Lead Teacher and Digital Learning Mentor, St Anthony’s College)

Bio: Tamara is an innovative educator currently serving as a Digital Technologies teacher, Early Career
Teacher mentor, and Digital Learning Mentor at St Anthony’s Catholic College in Deeragun, Townsville. As a
recognised Lead Teacher, Tamara demonstrates exemplary pedagogical practices and provides instructional
leadership within her educational community and the wider region. As a Google Certified Trainer and Canva
Canvassador, she's passionate about leveraging technology to enhance teaching and learning, empowering
educators in their digital literacy journey. Tamara actively advocates for the integration of technology in
education by providing impactful professional development to teachers in North Queensland and around
Australia.


http://www.canva.com/education/

1:45-2:40 P-6 V9 Curriculum Planning Ground 1-02

This workshop will be a guided workshop through the initial planning through to unit writing and
assessment in the P- 6 curriculum. It is ideal for teachers who may not know where to begin and who would
like to view curriculum that is currently being taught.

Participant requirements: Laptop
Helena Tully (Technologies Teacher, Mundingburra State School)

Bio: Helena is currently an enthusiastic teacher of technologies at Mundingburra State School. She was a
member of the QCAA curriculum review in Digital Technologies. Helena has also worked with ACARA,
presented at EDUtech, QSITE and is a DT Hub Champion.

1:45-2:40 Decoding Generative Al: How It Works and What It Teaches Us About Level 1- I-11
Learning
Generative Al (GenAl) is a ground-breaking technology that enables computers to create original content
like text and images by learning from patterns in existing data. This isn’t just about machines being
creative; it also reveals parallels to human cognition, offering insights into how we think and learn. By
exploring how GenAl works, students and educators can appreciate the creative potential of Al while
better understanding its biological implications.
At the core of GenAl are artificial neurons, which process information and make decisions. Studying this
process sheds light on data privacy risks and biases embedded in Al systems. Understanding how data is
used and the consequences of unexamined inputs prepares students to use Al responsibly and critically
evaluate its outputs. GenAl has transformative applications, from creating digital content to automating
tasks. In education, it becomes a powerful tool for personalising learning and fostering problem-solving.
Real-world examples and interactive activities can make learning about GenAl engaging and accessible,
inspiring curiosity about its broader societal impact. Through this talk, we'll explore how GenAl reshapes
creativity, education, and ethics, equipping students and educators to navigate a future increasingly
shaped by artificial intelligence.

Dr Karsten Schulz (CEO, Digital Technologies Institute)

Bio: Karsten Schulz is an engineer, scientist, and educator. He holds a PhD in Computer Science and a
Bachelor in Electrical Engineering with a focus on Software Engineering. In 2010, Karsten created the Young
ICT Explorers Competition and, in 2014, he founded the Bebras Australia Computational Thinking Challenge,
which is part of the International Bebras Challenge.

Karsten has been working in the Australian ICT and Digital Technologies space since 1999 in an

international R&D leadership position. He has designed various DT courses, a computer processor, and
builds artificial neural networks.



2:45 - 3:40 Step into the Classroom of Tomorrow: How VR and Al are Reshaping Level 1-K-12
Education

Join us for a dynamic presentation on how virtual reality (VR) and artificial intelligence (Al) are reshaping
education today. Designed for teachers, school leaders, and heads of department, from years 4 to 10, this
session highlights practical applications of immersive technology across curriculum areas, showing how
students can engage with content in deeply visual, hands-on ways.

Presented by Rayner Digital Labs, you’ll see examples from the student perspective, whether piloting
drones, exploring STEM concepts, or even launching a sub-orbital rocket. These immersive experiences
spark curiosity, drive engagement, and build long-term understanding. We'll also introduce you to Al-
powered virtual tutors that deliver differentiated support inside VR environments. These intelligent
assistants provide real-time feedback, adaptive questioning, and personalised guidance, ensuring every
learner stays on track.

Whether you’re exploring new tools for your classrooms or planning long-term innovation strategies, this
session offers a practical and inspiring look at how immersion and intelligence combine to supercharge
student learning.

Bring your curiosity, and discover what’s possible when VR and Al meet education.
Adrian Rayner (Director, Rayner Digital Labs)

Bio: Adrian Rayner is a digital innovation leader with over 15 years of experience delivering impactful
technology solutions across education and industry. As co-founder of Rayner Digital Labs, he has led the
development of 150+ VR learning applications and commercial games, blending creativity with technical
expertise. Formerly Principal Project Officer at the Queensland Department of Education, Adrian
spearheaded statewide immersive strategies and cross-sector collaborations. With qualifications in Unity,
education, and management, he is known for leading high-performing teams and driving scalable, user-
focused innovation. Adrian is passionate about transforming learning through emerging technologies and
delivering meaningful outcomes in real-world environments.

Bio: Deni Rayner is a digital media producer, business director, and passionate advocate for women in
technology. As co-director of Rayner Digital Labs, she has been instrumental in producing over 150 VR
education applications and commercial games, overseeing creative direction, post-production, and client
delivery. With expertise spanning sound design, video editing, and project coordination, Deni blends
technical precision with operational leadership. She also serves as a Girls in Tech ambassador, mentoring
young women in regional areas and championing diversity in STEM. Deni’s commitment to inclusive
innovation continues to shape immersive learning experiences that empower both students and educators.

2:45 - 3:15 Embedding Digital Literacy Capabilities P-6 Ground 1-02

A how-to and realistic example of how to embed digital literacy capabilities across P-6.
Helena Tully (Technologies Teacher, Mundingburra State School)
Bio: Helena is currently an enthusiastic teacher of technologies at Mundingburra State School. She was a

member of the QCAA curriculum review in Digital Technologies. Helena has also worked with ACARA,
presented at EDUtech, QSITE and is a DT Hub Champion



2:45 - 3:40 Advanced Al - Using ChatGPT - MyGPTs and Agent Mode Level 1-1-11

Join this fully interactive session exploring how Al can transform curriculum design and classroom practice
through Curriculum GPT, Agent Mode, and Study Mode.

Discover how each mode supports teachers and students—aligning learning with curriculum standards,
automating documentation, and providing personalised study support. Participants will engage hands-on,
experimenting with workflows that save time, boost engagement, and build consistency across teaching
teams. Bring a laptop and mobile phone for maximum participation. A ChatGPT subscription is
recommended (though not essential) to unlock full functionality. Leave with practical strategies you can
implement immediately to enhance teaching, learning, and wellbeing.

Participant requirements: Smartphone, Laptop, ChatGPT Subscription
MJ Raatz (Head of Department — Digital Technologies, Forest Lake State High School)

Bio: MJ Raatz is an innovative educator and Head of Digital Technologies, passionate about esports, 3D
printing, and digital creativity. He is an author, lifelong learner, and community builder, committed to
#MakingKidsLivesBetter by designing engaging curriculum, fostering inclusion, and preparing students for
future opportunities through technology, innovation, and hands-on learning.

3:45 QSITE Awards for 2025 Theatre
Norena Mendiolea - QSITE President

Hospitality

4:15 - 6:00 Conference Social Networking Centre

Professional Social Networking — refreshments

Sponsored by Data#3

Data*3
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Tuesday 23rd September 2025

Presentation Abstracts and Presenter Biographies

8:45 - 9:40 Creating joyful learning experiences with Al Theatre

Keynote —Tim Kitchen — Adobe

The launch of free and publicly available Gen Al has dramatically changed the way we do
everything. While 85 million jobs will be displaced by Al by the end of 2025, 97 million new
emerging jobs will be created. How can schools prepare young people for such a changing
world? This keynote by Dr Tim Kitchen will also look at the findings from a recent study
with 3000 educators focused on creativity with Al in Education.

Bio: An educator for over 30 years, Dr Tim Kitchen has been Adobe’s Senior Education Specialist for Asia
Pacific since 2013. A passionate advocate for creativity in education, Tim is a best-selling author and a regular
presenter for national and international education events.

You will have an opportunity to purchase Tim’s book and have it autographed if you wish.

9:45 - 10:40 Belonging in a weird world Theatre
Keynote —MJ Raatz — Forest Lake State High School

In a world that feels increasingly unpredictable, belonging matters more than ever. Using
the PERMAH framework: Positive Emotion, Engagement, Relationships, Meaning,
Accomplishment, and Health, we see how esports becomes more than a game: it
becomes a vessel for happiness. Student voices show that participation drives
attendance, strengthens wellbeing, and sparks deep engagement. Through esports,
learners build friendships, discover meaning, and celebrate achievement in ways that
extend far beyond the screen. “Belonging in a Weird World” is about creating spaces where students feel
valued, connected, and inspired—reminding us that the real story is not about esports, but about life made
better. Digital technologies is a key component to success.

Bio: MJ Raatz is an innovative educator and Head of Digital Technologies, passionate about esports, 3D
printing, and digital creativity. He is an author, lifelong learner, and community builder, committed to
#MakingKidsLivesBetter by designing engaging curriculum, fostering inclusion, and preparing students for
future opportunities through technology, innovation, and hands-on learning.

10:45 - 11:10 — Morning Tea and Trade Show — Samaritan Place and K-01/K02)

Make sure you visit and chat with exhibitors to discover their products and resources.
Record who you talk to and get your passport signed off for the prize draw at the end of Tuesday.
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11:15-12:10 Learn Godot for Game Development Level 1-K-12

Learn the basics of game creation with Godot, a free, lightweight game engine with a Python-like syntax,
perfect for classrooms—no account creation needed.
You’ll cover:

e Developing transferable skills through game creation

e Getting started with Godot (no coding experience required)

e Building the core components of a simple game

e Integrating Godot into educational contexts

e Empower your students with creativity and technical skills using Godot.

Participant requirements: Download Godot from https://godotengine.org/download/

Pablo Farias (Founder and CEO of Zenva) and Daniel Buckley (Certified game developer and technical
trainer)

Bio: Pablo Farias Founder and CEO of Zenva — a leading education platform that helps schools and individuals
upskill in coding, game creation and digital skills. Pablo holds a Master in IT Management from the University
of Queensland, and is a certified Unity Instructor and Unity Programmer.

11:15-12:10 Adobe Express - Safe and Ethical Gen Al for any class and level Ground 1-02

Adobe offers students and teachers a free and ethically safe tool for Gen Al image creation through Adobe
Express because it’'s modelled on a K-12 filtered version of Adobe Stock. In this hands-on session, Dr Tim
Kitchen will demonstrate how simple it is to work with Adobe Express to create infographics, posters, flyers,
videos, animations and webpages with the help of the uniquely ethically safe Gen Al and K- 12 friendly
version of Adobe Firefly that is available thorough Adobe Express. Being browser and mobile app based,
Adobe Express is accessible to all and it is very simple to use. Adobe Express is one of the only Gen Al
solutions that is registered with the Safer Technologies for School program (ST4S) managed by Education
Services Australia. Participating in this workshop will also provide teachers with the Adobe Creative
Educator (ACE) Level 1 micro-credential.

Participants requirements: Please bring your own iPad (note: a small bank of iPads will be available to borrow
during the session), updated to the latest I0S with the following apps installed: Keynote, Clips, Pages.

Dr Tim Kitchen (Senior Education Specialist, Adobe Asia Pacific)

11:15-12:10 Developing a Generative Al Policy for a P-12 School Level 1-1-11

As generative Al tools become increasingly embedded in education, schools must develop thoughtful,
values-driven policies to guide their use by both staff and students. This session describes both the
development process and the final Generative Al Policy for a P-12 school, designed to support safe, ethical,
and effective Al integration across P-12 teaching and learning.

We will explore the policy’s human-centred approach, which balances innovation with responsibility. The
session will unpack key components, including safe use, privacy, academic integrity, and differentiated

learning. Teachers will be introduced to practical frameworks for integrating Al into learning, assessment,
planning, teaching, marking, and reporting - each mapped across clearly defined levels of Al involvement.

Participant requirements: Laptop would be an advantage
Bio: Dr Jay Burmeister (Head of Digital Learning, Gippsland Grammar School)

Jay teaches Applied Computing, Physics, and Maths at Gippsland Grammar in Victoria, where he is currently
the Head of Digital Learning. Before becoming a high school teacher, he lectured IT at Griffith University and at
the University of Queensland where he completed a PhD in Cognitive Science and Artificial Intelligence. Jay has
previously served as the Chair and the Vice-Chair of QSITE chapter in Townsville where he delivered
professional development to local teachers.

12



12:15-1:10 Lego Learning Lab Level 1 -K-12

Get ready to build, create, and innovate! Join us for an exciting and interactive professional

development workshop where you'll discover the power of LEGO® Education Robotics. This hands-on
session is designed for primary and lower secondary teachers - no prior knowledge of robotics or

coding is necessary.

You'll tackle engaging, open-ended challenges using LEGO and simple programming to bring your designs to
life. Discover how to integrate these tools into your curriculum to teach core skills in critical thinking,
creativity, and collaboration

Participant requirements: Laptop

Tamara Templeton (Lead Teacher and Digital Learning Mentor, St Anthony’s College)

Bio: Tamara is an innovative educator currently serving as a Digital Technologies teacher, Early Career Teacher mentor,
and Digital Learning Mentor at St Anthony’s Catholic College in Deeragun, Townsville. As a recognised Lead Teacher,
Tamara demonstrates exemplary pedagogical practices and provides instructional leadership within her educational
community and the wider region. As a Google Certified Trainer and Canva Canvassador, she's passionate about leveraging
technology to enhance teaching and learning, empowering educators in their digital literacy journey. Tamara actively
advocates for the integration of technology in education by providing impactful professional development to teachers in
North Queensland and around Australia.

Laura Walker (Technologies Teacher, St Clare’s Catholic School)

Bio: Laura Walker is an enthusiastic and innovative educator currently working as a Digital Technologies
teacher at St Clare's School in Townsville. Driven by a passion for sharing her expertise with others, she
regularly organizes and runs events designed to boost student engagement in digital technologies, including
eSports and robotics competitions in the local area. Laura is dedicated to fostering a love for technology in her
students and her hands-on approach makes her a valuable asset to her school and the wider community.

12:15-1:10 Design, Code, Connect: P-10 Ground 1-02

This presentation will demonstrate how Design Thinking, real-world experiences and curriculum-aligned
progression can work together to support deep learning in Digital Technologies from Prep to Year 10. The
presentation content is tailored to V9 of the Australian Curriculum.

Participant requirements: Paper and pen/pencil

Bianca Willis (Teacher, Fairholme College)

Bio: Bianca Willis is an experienced educator with a Master of Education (Digital Technologies) and a passion
for curriculum development, resource creation, and professional learning. With over seven years of classroom
teaching experience, she is dedicated to fostering student growth, promoting mental well-being, and equipping
the next generation with digital literacy and critical thinking skills. She has co-developed curriculum
assessment plans, designed professional learning workshops, and delivered webinars on Digital Literacy,
Systems Thinking, and assessment design. Her resource development includes Privacy & Security materials,
STEM-focused courses on Design thinking, Ul/UX and Data Analytics.

Kylie Mathers (Senior Learning Leader and Technologies Teacher, St Joseph’s College Coomera)
Bio: Kylie is a proud mum of two children and two fur-babies, living on the Gold Coast.

With a passion for adventure and meeting people, she has backpacked around the world from Laos to
Zanzibar. Kylie loves the opportunities to explore off the beaten track and meet locals, meaning she is often left
holding a chicken on the bus as she chats with an Aunty.

As a secondary teacher with over 35 years' experience, she has worked as team leader within technologies
across both Digital and Design learning areas. Kylie has worked with Queensland College of Teachers, QCEC,
QCAA, and has volunteered with Pycon as well as Girls Programming Network.
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12:15-1:10 Code That Captivates: Teaching Python Through Story & Suspense Level 1-1-11

Planning curriculum-aligned lessons can be time-consuming and complex unless you have the right tools. In
this hands-on workshop, participants will explore the Curriculum Search Engine (CSE), an innovative online
tool designed to streamline lesson planning for Australian educators. With just a few keywords, teachers
can instantly see how topics map to the Australian Curriculum V9, including learning areas, general
capabilities, and cross-curriculum priorities.

Participants will learn how to conduct a curriculum search, refine results by year level or subject, and
visualise curriculum coverage through interactive graphs. The session also introduces the built-in Al
Advisor, which helps translate search results into rich, context-aware lesson ideas and downloadable
plans. Whether you’re preparing a new unit or responding to student interests, the CSE saves valuable time
while enhancing curriculum alignment.

Bring your laptop and your curiosity. This session will give you practical skills and inspiration to take straight
back to your classroom or planning meetings.

Dr Karsten Schulz (CEO, Digital Technologies Institute)

1:00 - 1:40 - Lunch & Trade Show - Samaritan Place and K-01/K-02

Last Chance to visit Exhibitors and get those Exhibitor Passports signed off for entry into the Prize Draw at
close of Conference

2:00 - 2:55 Workshop: Real-World Drone Coding with CoDrone (Years 5-8) Level 1 -K-12

Step into the future of technology by learning how drones are used in everyday life! In this hands-on
workshop, participants will design, code, and fly drones through missions that mirror real-world applications
such as aerial photography, search and rescue, delivery services, and environmental monitoring. Working in
teams, participants will develop their coding skills, problem-solving abilities, and understanding of digital
systems while exploring the ethical and social impacts of drone technology. Linked directly to the ACARA
Digital Technologies outcomes, this workshop blends creativity, innovation, and collaboration with the
excitement of flight.

Participant requirements: Smartphone/laptop to participate in Slido polls
Jeffrey Keck (Education Business Development Manager, Modern Teaching Aids)

Bio: Jeffrey is an experienced teacher with a passion for engaging students in science. He has worked at
Modern Teaching Aids for the past year and loves to share his experience and knowledge with teachers and
schools. Jeffrey is connected with multiple teaching and lab tech networks and is always striving to find ways to
help schools improve student engagement and learning outcomes. He is passionate about students having
authentic and real-life learning opportunities in science and has run his workshops at local state and national
conference and professional learning days.
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2:00 - 2:55 Syllabus Ground - 1-02

2:00 - 2:55 Search. Map. Teach. Exploring the Curriculum Search Engine Level 1-1-11

Planning curriculum-aligned lessons can be time-consuming and complex unless you have the right tools. In
this hands-on workshop, participants will explore the Curriculum Search Engine (CSE), an innovative online
tool designed to streamline lesson planning for Australian educators. With just a few keywords, teachers
can instantly see how topics map to the Australian Curriculum V9, including learning areas, general
capabilities, and cross-curriculum priorities.

Participants will learn how to conduct a curriculum search, refine results by year level or subject, and
visualise curriculum coverage through interactive graphs. The session also introduces the built-in Al
Advisor, which helps translate search results into rich, context-aware lesson ideas and downloadable
plans. Whether you’re preparing a new unit or responding to student interests, the CSE saves valuable time
while enhancing curriculum alignment.

Bring your laptop and your curiosity. This session will give you practical skills and inspiration to take straight
back to your classroom or planning meetings

Participant requirements: N/A

Dr Karsten Schulz (CEO, Digital Technologies Institute)

3:00 Conclusion of conference Theatre
Prize draws from Exhibitor Passports for registered delegates
(Note: You must be present at the draw to accept the prize.)
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