
Submissi.or~?4o’ 4.
QANTM wasestablishedbroadlyunderyour Department’sCr~ivèNation
Initiative duringtheKeatingPrimeMinistership.QANTM is now a profitable,
fully privateandhighly commercialcompanywith two majorbusinessstreams,
specifically,1. on line contentdevelopment,particularly in theGamesand
eLearningarenaand2. designanddelivery of digital mediaeducationand
training atcorporate,Diploma andDegreelevel. Additional Company
informationcanbe suppliedif requiredby wayof a capabilitystatementorvia
www.qantm.com.au

QANTM’s submissionwill belimited to commenton the:

Scopeof theElectronicGamesIndustry

QANTM is firmly in thebusinessof eLearningcontentdevelopmentandon
line contentdevelopmentfor advertising,andmarketing.Increasingly,games
andgamestechnologiessuchastheuseof GamesEnginesor similar (Software
Development)and Animationwill becomemainstreamin theseemerging
markets.

Immersive3 Dimensionalgamesenvironmentsprovideinteractiverealtime
learning.QANTM hasproducednumerous2D and3D gamesor interactive
environmentswhich arecurrentlybeingdeployedfor educationalpurposesto
theLearningFederation,the AustralianNationalTrainingAuthority and
variousCorporateandGovernmentAgenciessuchasQueenslandRail and
QueenslandHealth.

QANTM alsoproduceson line gamesfor thepurposesof advertisingand
marketing.Oneexamplebeingthecarracinggamefor theGold CoastIndy site
lastyearwhichdrovetraffic to thesiteexponentially.This areais at thevery
beginningof massiveexpansionandmustbeconsideredalongsidebut
differently to thecurrently limited descriptionof “games”..

QANTM submitsthatthe StandingCommitteeInquiry includeson line and
interactivegamesfor thepurposesof education(eLearning)andmarketingasa
key additionto thescopeof thecurrentlyreasonablywell understoodPCand
ConsoleElectronicGamesIndustry.Currently,a completelydifferent sectionof
the industryproduces“EduGamesandAdverGames”to thePCandConsole
industry sector.Thekey differentiatorsaretherequirementfor instructional
designor marketingexpertisein additionto relativelydifferentunderpinning
technologies.Theeducationalandmarketing“Games”referredto above,offer
Australiaan earlyadopteropportunityandthis, combinedwith thecompetitive
advantagethiscountry alreadyhasestablishedin core,alliedandadjacent
industriesin this sector,necessitatestheinclusionof thesetechnologiesand
genre’sinto theenquiry.

Wewould behappyto assistwith furtherclarificationor presentationasthe
Committeemaydeemnecessary.
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