
Game Design using Bloxels (P)  
Jake Gruber 

3D Printing with Tinkercad (P)  
Lukas Antoniadis & Jake Gruber 

Bloxels allows students to unlock their creativity through 
something they love: video games. Unlike Minecraft, Bloxels is 
not simply another game students can play. Instead, students 
will be designing their own video games. Learn how Bloxels 
can be used to create STEM lessons your students will love. 

3D Printing is quickly becoming a way of the future. Explore 
an easy-to-use 3D printing program called TINKERCAD, to 
spark your student’s imagination, creativity, and love of 
technology in developing 3D workspaces ready to print. 
Learn how to navigate 3D printing software and how this 
hands-on learning experience can be integrated into your 
classroom content. 

Coding with Ozobots (JP/P)  
Lukas Antoniadis 

Sammy the First Coding Robot (JP)     
Jane Watson 

Ozobots are tiny robots that follow pathways, just like the 
robots at the Royal Adelaide Hospital. They are able to identify 
lines, colours and codes using light-emitting diodes (LEDs). 
Learn how students can use different codes to tell the Ozobot 
to change speed, direction, sound and colour in order to 
navigate its way around a piece of paper. A fantastic, 
affordable and easy-to-use resource to engage a range of year 
levels. 

Sammy is a cute little peanut butter and jelly sandwich 
robot that teaches coding principles and skills to children 
in the Early Years (Reception – Year 2) without the use of 
a tablet, smartphone, or computer! In this masterclass, you 
will be provided with hands-on opportunities to explore 
how to introduce and teach fundamental coding skills to 
students in an authentic and tangible way. 

Coding Drones (P/S)  
Tom Arbon & Kay Baker 

OSMO (JP)  
 Stephen Miller 

Our session is based around the different ways to use drones 
in the classroom, how to plan, teach and assess units of work 
using drones. We will explore how to incorporate drones into 
the curriculum, how to fly and use drones, and how to extend 
student's understanding of digital technologies.   

Coding Awbie is a game that is designed to introduce 
coding to young students. Learn how to control ‘Awbie,’ a 
playful character who loves delicious strawberries. With 
each coding command, you will see how easy it is to 
guide ‘Awbie’ on a tree-shaking, strawberry munching 
adventure. 

VR/AR in the Classroom (P/S)  
Marissa Bond 

Social Enterprise Program (P/S)   
Megan Lock 

Get hands-on with a selection of extended reality technologies 
and find out how you can use them in your own classroom to 
enhance students' learning across the curriculum. Enjoy 
immersive VR/AR experiences and learn how your students can 
easily create their own extended reality experiences. Best suited 
to students from Year 2 and up, and across all subject areas. 

This independent learning experience is designed to 
consolidate students’ learning in the Middle Years, connect 
classroom learning with their personal interests and 
experiences, and encourage life-long learning. This 
masterclass will introduce this subject, its implementation 
in a large cohort context, and pedagogies for facilitating 
independent project-based learning. 



Intro to Micro:Bits (P/S) 
Emma Fowler 

Using AR to Bring your Class to Life (P/S) 
Emma Fowler 

Learn how to use simple block coding to programme a 
Micro:Bit and unleash the power of possibility back into your 
STEM lesson. Micro:Bits are a simple computer processor and 
with an extensive lesson library available and step-by-step 
tutorials all that you will need to bring is your imagination. 

Interested in using AR technology but not sure where to start? 
This session will be an introduction to Reality Composer, a 
place where students will be able to design AR creations and 
then bring them to life. 

Creating an Inclusive Classroom (All) 
Emma Fowler 

Hands on Rapid Prototyping using Laser Technology (P/S) 

Ben Branford 

As our classrooms are becoming more diverse it is more 
important than ever to use technology to support our students 
with their learning. This workshop will focus on demonstrating 
how to use a range of tools that will allow your students with 
diverse learning needs to become more independent. 

See firsthand the simplicity behind machine integration into 
the curriculum as well as the immediate learnings available 
by introducing laser technology into your school. In this 
masterclass, we will be straight on the tools to develop 
industry-ready processing skills and engage in problem-
solving to complete a brief project. Please bring your own 
device logged into the local wifi network as it may be 
required. 

Cybersafe Families (P/S)      
Todd Murfitt 

Kahoot 2.0 (P/S)  
Stephanie Leake 

This masterclass aims to provide strategies for managing cyber 
safety in the classroom, a step-by-step approach to managing 
online issues when they arise and information about the latest 
research and its implications for students. Included in our 
session is a tour of the latest and most relevant online 
resources provided by the Office of the eSafety Commissioner 
that are in line with the Australian Curriculum. 

Kahoot is a game-based learning platform that can be used 
in the classroom to engage your students. Do you already 
play a variety of quizzes on Kahoot in your classroom? Join 
this session to take your Kahoot knowledge to the next 
level! Find out how to teach your lessons through Kahoot 
and promote fun and engaging learning for all! 

InDesign for Educators (All) 
Victoria Richardson, Maddi Papantoniou & Angie Lindqvist 

Sharing your Stories (All) 
Victoria Richardson, Maddi Papantoniou & Angie Lindqvist 

Give your documents, posters, worksheets, resources, event 
invitations or newsletters a little more sparkle! Unlock new 
creativity, by using Adobe Indesign to create professional, 
quality documents. In this interactive masterclass, you will be 
guided step by step through the basics of the software in 
order to create a single page 'meet the teacher' document 
within Adobe InDesign. Explore the dos and don'ts of great 
print design. Discover the best places on the internet to 
source images, fonts and graphics to aid your creations. 

Recounts are boring! Families and newsletter subscribers 
look forward to reading interesting articles and posts from 
you! Discover techniques and ideas for writing more 
creative and professional content for your school’s 
communications. Plus learn some quick photography tips 
to help you take good quality images on any device. The 
tips shared in this masterclass have been informed by 
Nazareth's social media and newsletter insights. 



Web Design using HTML and CSS (S) 
Aashima Nagpal 

Turning Students from VR Consumers to VR Creators (P/S) 
Michael Ewer & Simon Brown 

HTML and CSS are the foundation of every web page and 
web application. Many other languages and frameworks 
depend on having a solid foundation in HTML and CSS. 
This course is going to teach students the step-by-step 
process of web development using HTML and CSS. 
Students will learn to create interactive webpages with 
text-based coding and animate elements using CSS. 

Students will create multiple webpages and link them to 
create a website, other HTML features will also be 
introduced such as lists, tables, and embedding media in 
a webpage. 

Ignite VR has been delivering VR education programs since 
2017 and now teaches students to become their own 
creators.  Using simple tools with clever applications, the 
opportunities for using VR in your class are endless. Creating 
digital tours and using story telling in immersive and engaging 
ways, students use a range of problem-solving skills. Come 
and have some hands-on time and see how it all works, spark 
conversations on how your students could benefit from 
moving from being a consumer of technology to a creator. 

Expanding Digital Capacities in English (S)  
Stefanie van Gerven 

Teacher Wellbeing and Self Care (All) 
Druscilla Fabretto 

In my masterclass, I want to invite teachers, particularly those 
in a high school setting, to broaden not only their student’s 
capacity for digital production in English but also their own. I 
will provide pedagogical strategies to integrate digital modes 
of teaching and learning into the English classroom, as well as 
ideas for assessment options involving ICT. 

Teachers do a great job at taking care of their student’s 
wellbeing. We need to take a moment and look at how to 
build positive wellbeing habits and create a self-care plan 
to nourish ourselves. This is an engaging, fun workshop 
that focuses on positive ways to increase and help sustain 
positive self-care, with strategies and activities to reflect 
and engage in. We will explore apps and weblinks that 
promote both teacher and student well-being. 

Tools for Online Learning (S)    
Sky Chatterji  & Lauren Meredith 

Seesaw – An Interactive Online Digital Platform (P) 
Alison Cavallaro 

The world of education has never had to be so dynamic and 
adaptive to the needs of learners. It is particularly difficult in 
content-rich subject areas, such as maths and science, to be 
effective at supporting learners to access content. In this class, 
Lauren and I will talk through some of the ways that teachers 
can approach effective ways to use technology in the physical 
and online classroom.  

Seesaw is an online digital portfolio that enables teachers to 
create and assign a range of activities and lessons for 
curriculum learning areas. It is a platform designed for 
meaningful student engagement. Students can complete a 
variety of interactive lessons online using voice recordings, 
videos, documents, slideshows, images and many more. 
Seesaw is an interactive digital platform that can be used 
within the classroom and/or as a remote learning device away 
from the classroom. In this masterclass, you will learn how to 
navigate your way around the Seesaw application and gain 
some helpful tips on how to get the most out of this digital 
platform. 



 Master Makers (P)  
Matt Stuckey 

Teaching Cyber Security (P/S) 
James Curran 

Participants will learn a few basic 3D designs skills, and 
more importantly, explore how they can use Makers Empire 
to: 
• Confidently address Design & Technologies curricula
• Create super engaging, cross-curricula learning
opportunities
• Easily monitor and reward students' progress
• Develop students' creative confidence, design thinking
skills and interest in STEM
• Plan their first project

Helping students understand the risks of personal 
information security and data sharing is vitally important in 
the digital age.  In this workshop, we will look at changes 
to the Digital Technologies subject and Digital Literacy 
capability (formerly, the ICT Capability) in the Australian 
Curriculum.  Teachers will get hands-on experience using 
the free classroom resources that support the proposed 
content on privacy and security. 

Engaging Industry in the Classroom and Benefits to 
girls in STEM (S)    Monique Green 

Digital Technologies and Digital Literacy: Are we 
There Yet? (All)   James Curran 

In this masterclass I will present why engaging with industry 
is important in girls’ education in STEM (Tech). I will also 
talk about some of the approaches I have taken to find 
industry partners including networking events worth 
attending. 

How far have we come in Digital Technologies and Digital 
Literacy? Are we there yet, or do we have a long way to go, 
and will the new curriculum get us there?  In this workshop 
we will discuss the relationship between DT and DL and 
assess how schools and teachers are going with version 8.5 
of the Australian Curriculum, let alone whether we’re ready 
to transition to version 9. 

Integrating the Curriculum (P) 
Tracey Fawkes, Isabelle Mansfield, Amy Fry & Stephen Crook 

SEQTA the St Columba Way (P)  
Michelle Arthur 

In the time of Covid-19 where there were restrictions, 
lockdowns and home learning, there was a desire when we 
returned to school to enrich students’ learning through 
literature. What was to be a one-off for Term 2 in 2020, has 
become an ongoing approach to our teaching and learning. 
Taking a novel and using literature as a basis we have 
planned units of work across a range of subject areas for 
the term. Discover how to support your students to make 
learning meaningful, engaging and relevant in the 
classroom. Explore how different subjects can relate to each 
other and be integrated to create a whole approach to 
learning. In this masterclass, you will hear about our past 
and present themes and how we have integrated them 
using the Australian Curriculum. Australian Curriculum 
subjects that have been integrated include English, Science, 
Humanities and Social Sciences, Design and Technology, 
and Religion.   

Are you wanting to see the full benefits of using SEQTA 
in a Junior School setting? Then this masterclass is just 
for you! 

• Explore how we are using team planning documents
for collaborative learning and the promotion of a
more integrated learning approach.

• Learn how to use SEQTA ‘my day’ as an interactive
and contemporary online teacher planning tool.

• Investigate how to redesign SEQTA marks books to be
more reflective of a visual data wall.

• Hear how we have worked with SEQTA to redesign
our semester progress reports to reflect a progression
of learning.

Discover ways to make 21st-century connections with 
parents and caregivers. 
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