INFORMATION SHEET

Incursions

Secondary Students
Science never sleeps. That’s why our engaging, inspiring and inclusive STEM programs keep
the learning alive at your school.

CSI: The Blackmail
(60 minute workshop)

Workshop (Year 7 - 10)
Using their scientific inquiry skills, students investigate a crime scene
by looking through the evidence. Scan the crime scene, analyse the
clues and develop an explanation for what happened that night! Can
your group solve the mystery?

Beyond the Beaker
(45 minute show)

STEM Careers show (Year 7 - 10)
Welcome to the future – where science, technology, engineering and
maths are essential to both our work and day-to-day activities than
ever before.
Showcasing how our work lives will change, this presentation
explores how students can harness their STEM skills for maximum
enjoyment, well-being and – perhaps most importantly – their career
opportunities. This interactive and informative experience is
designed to inspire students to study STEM – both now and into
their futures.

Make it to Market
(4 contact hours)

Design Thinking Workshop (Year 7 - 9)

Location
All Scitech programs require an indoor, ground-floor area.Please
ensure that your venue(s) are not being used 1 hour before and after
the program, to allow for set up and pack down.

Program
CSI: The Blackmail
Beyond the Beaker
Make it to Market

Participant

Cost

60+ students

$7.00 per student

Less than 60 students

$420.00 flat rate

90+ students

$4.00 per student

Less than 90 students

$360.00 flat rate

20+ students

$30.00 per student

Less than 20 students

$600.00 flat rate

Enquiries and bookings
E: bookings@scitech.org.au
P: 9215 0740

Industries across the world are changing the way they work
to embed sustainable practice into all their processes. But how do
they find solutions to the wicked problems of consumption and waste?  
With the guidance of Scitech Facilitators, students will gain an
introduction to industry-standard design processes to develop and
pitch their own innovation to a real-world sustainability problem.
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