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Margaret Meijers

Teacher at New Town High School, Tasmania

• Inner city Government school for boys

• 830 students – years 7 to 10  

• Inclusive school community – wide range of 
multi cultural, indigenous, socio-economic 
backgrounds, academic ability, and physical 
and intellectual disabilities



Special Interests 
• Positive learning environments 

– game development and other 
new and emerging real-world 
applications to engage and 
motivate

• Online teaching and learning

• Online collaborative tools

• Peer mentoring

• ICT tools to enhance thinking 
skills 



Classes
New Town High

– Two ‘regular’ grade 8 & 9 Computing 
classes

– Online Computing Extended 

Online Campus 

– Online Computing 8-10

– Online Games Unit 7-10

Centre for Extended Learning

– Online Game Programming for gifted 
middle school students



ICT Leadership at New Town High

• Network & resource 
management

• School website 
maintenance

• Curriculum 
development, both in 
specialist Computing 
and in integrating ICT 
across all learning 
areas

• Staff professional 
learning in ICT across 
the school



National Projects - BELS

• Boys’ Education 
Lighthouse Project cluster 
leader - ICT strand 

• work with staff and 
students from neighbouring 
primary schools

• ICT Mindtools to enhance 
thinking skills and motivate 
and engage boys



National Projects - ASISTM

• Currently part of a cluster with 3 schools from 
Victoria, 3 schools from South Australia and the 
Australian Centre for the Moving Image to 
promote game programming in schools

• Developing resources, 
delivering professional 
learning and running 
conferences



Game Learning Website
http://www.gamelearning.edu.au



National Projects - SIMERR
• Science,Information and 

Communication 
Technology,and
Mathematics Education
for Rural and Regional 
Australia (SIMERR) 
Project 

• Developing web based 
game making resources 
to improve mathematical 
outcomes for students in 
country and isolated 
schools.



Wider Leadership & Support
• Online course in professional learning for teachers 
• Professional learning for teachers through Tasite
• Web based resource development 



ICT Mindtools Website
http://www.mindtools.tased.edu.au



Why Play Games When 
There's So Much Work To Do?

A trans-disciplinary unit of work for grades 4 - 10



Learn to Program
Design and create your own game using
• Klik & Play for primary students
• Game Maker for high school students
Both free for educational use

Step by step video tutorials on 
www.mindtools.tased.edu.au

• Supports low literacy and ESL students









Why Games?

Video and computer games are the most powerful 
learning technology of the 21st century.

Children are playing them 
everywhere, often to the exclusion of 
all else.  

We can capture this motivation and 
enthusiasm and harness it for 
learning.



• Communities develop around the peer 
discussion, mentoring, collaboration and 
reflection on games embedded in children’s 
cultures  

• Technology can provide a vehicle to support 
this.



Collaboration - Peer Mentoring
Teacher works with a small group of students, who teach 
another small group.

Students support each
other both face to face 
and online 

High school students
support primary students

Students support teachers



Collaboration Tools - SharePoint
Supports discussion, peer review and 
collaborative peer assessment

Fred Blogs



Collaboration Tools - Blogs

•Worked with school technician to develop a safe 
blogging environment for Tasmanian students



Collaboration Tools - Moodle

Forums, Chats, Wikis, and more…



Collaborative Tools - CMap

• CMap enables 
students to build 
concept maps 
collaboratively and 
synchronously using a 
CMap server.

• Resources, such as 
games and images 
can be added.



Towards an Inclusive Learning 
Community 



• Computers, games and 
technology provide an ASD 
friendly environment. 

• They appeal to autistic 
fascinations with ordered 
systems, visual modes of 
thinking, and bold 
creativity. 

• Enhances communication 
and social skills

Special Needs - Autism

• Leverage can be obtained 
to other aspects of 
schooling



Special Needs - Giftedness
• Primary students who are mathematically gifted

– Algebra
– Vector arithmetic
– Positive and negative numbers

• Reduces boredom, provides an outlet for their talents
• Enhances social skills through collaboration



Special Needs – Disengaged Students

• Even disengaged students 
are continually learning

• Game making meets 
students in their own culture 

• Makes learning ‘relevant’
• Enables students to see 

value in what they are doing
• Low reading/writing needs
• Promotes self esteem
• Success breeds success



Lifelong Learning

• Undertaking postgraduate study and 
research in Game Making and 
Asperger’s Syndrome



Further Information

• margaret.meijers@education.tas.gov.au


