
Bring your dreams to life.
14 year old Kilmarnock Academy pupil reaches for the stars in top-notch design 
competition using Autodesk Inventor.
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The challenge 
Kilmarnock Academy has a strong tradition 
of entering national and international 
design and technology competitions, 
such as the Bloodhound SSC and the VEX 
Robotics Competition. The preparation for 
these competitions takes place in students’ 
free time, since design lessons follow the 
curriculum. In order to maximise the time 
available and make the biggest impact 
possible with their entries, students needed 
efficient, easy-to-use design software. 
Autodesk Inventor and graphic drawing 
boards were already being used in class, with 
an emphasis on real-life business applications.

The solution  
Kilmarnock Academy used Autodesk® Labs’ 
Project Falcon technology preview for a 
Bloodhound SSC competition, which enabled 
students to test their cars using a wind tunnel 
simulator. They also used Autodesk® software 
to prepare a robot for the VEX Robotics 
competition, an international championship 
whereby pupils aged 12–18 design and build 
robots to compete in a specially devised game. 

When Autodesk representative Matthew Bell 
visited the school, he was intrigued to hear 
of the Academy’s exploits and impressed 
by pupils’ enthusiasm for using Autodesk 
software. He offered Kilmarnock the complete 
Autodesk software collection and contact 
information for the VEX Robotics Operations 
Manager for Europe. VEX later asked Regan 
Kelly to design and build a replica Mars 
Curiosity Rover using VEX Robotics parts. 

Regan used Autodesk Inventor 2013 and 
Autodesk® Inventor® Publisher software, 
along with the useful Autodesk IOS app 
Inventor Publisher Mobile. The professional 
design tools offered by Inventor helped him 
design the Rover in a unique and bespoke 
direction. Once the design was approved, he 
then used Publisher to create a virtual manual 
and develop and display the design on the 
Inventor Publisher Mobile IOS app.

Kilmarnock Academy has a rich academic heritage, claiming two Nobel Prize winners among its alumni. With a 
keen eye on progressive learning techniques, Kilmarnock is committed to using technology to aid education. The 
school takes an individualised approach to teaching and ensures that every pupil is supported in achieving his or 
her ambitions. Pupils are encouraged to take an active part in extra-curricular activities and competitions.

Using Autodesk® Inventor® software and the Autodesk® Inventor® Publisher Mobile IOS app, 14-year-old Kilmarnock 
pupil Regan Kelly pushed the boundaries of his design expertise to create an award-winning Mars Curiosity Rover replica.

The results  
“I was delighted with the finished Mars 
Curiosity Rover replica model,” says Regan. 
“My designs reflected my thoughts perfectly 
and the model was highly accurate. Seeing 
my 3D design as a real-life model was 
inspiring.” The project won Regan the Klin 
Award for Enterprise from local entrepreneur 
Marie Maklin, and the Anderson and Innes 
award for Technology.

The success of the Mars Rover project was 
greatly enhanced by the use of Autodesk 
Inventor software, which enabled Regan to 
model his ideas with precise detail in a short 
period of time. Using the mobile app made 
it easy for him to develop his design as a 
physical model. 

The overall results of using Autodesk® 
solutions—from Inventor to Autodesk® 
123D® Make software—at the school have 
been astounding. Put simply, Autodesk 
software has provided Kilmarnock Academy 
pupils with a new way of learning. Pupils 
feel more engaged and motivated in class 
and show a higher level of interest and 
concentration. Many are also getting involved 
in extra-curricular design competitions.

Autodesk solutions may look 
complex when you start, 
but the benefits of using the 
software are overwhelming. 
Using Autodesk software in my 
first year of secondary school 
has enabled me to design and 
build things I could previously 
only have dreamed of. 
Additionally, Autodesk has so 
much enthusiasm for each and 
every person. We really value 
its support. 
Regan Kelly 
Pupil, Kilmarnock Academy 
East Ayrshire, United Kingdom 

Regan Kelly’s design can be viewed on 
YouTube under ‘Vex Mars Rover Test’.

The following Autodesk product 
was used in this project:

Autodesk Inventor


