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Rapid recent advances in the technology underpinning STEM careers in addition to growth in key
STEM sectors, such as the gaming industry, necessitates some, if not commensurate, change in the
STEM education pipeline.

The STEM Video Game Challenge (STEM VGC) is a free, annual video game design challenge that
aims to scaffold and enrich students and teachers via an authentic and engaging application of STEM
principles and practices. As tools to increase teacher and student self-efficacy with technology and
improve students’ self-concept in STEM disciplines, initiatives such as STEM VGC are positioned to
help increase the flow in the talent pipeline into tertiary STEM education and careers.

This presentation: describes the redevelopment and evaluation of the STEM VGC rubric with respect
to the position of the challenge and evolving industry requirements, and; identifies key narrowing and
leakage points in the pipeline to tertiary STEM education that can be targeted by STEM VGC
initiatives.
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