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Background to teaching the 

Digital Technologies Curriculum 7–10



Planning a lesson

• Start with the Digital Technologies Curriculum.

• Determine what needs to be taught using the content descriptions.

• Develop some ideas for activities by referring to the:

‒ Elaborations

‒ Unpacking the Content Descriptions resource

‒ Unit plan ideas.

• Plan for assessing student learning using the achievement standards.



Scope and sequence 7–10 

Content description

Achievement 

standard



Content descriptions

• Content descriptions are what is 

required to be taught.

• They are divided into bands.

• Content descriptions can be taught 

individually or as part of a wider unit 

with multiple content descriptions.



Elaborations

• Each content 

description links to 

elaborations.

• Elaborations can be 

used a guide for 

activities to teach 

content.

• They are not meant 

to be prescriptive. 



Unpacking the content descriptions



Plugged vs unplugged activities

Plugged activities

• Plugged activities are activities 

that require students to use digital 

systems, including hardware and 

software or the internet.

Unplugged activities

• Unplugged activities are 

activities that do not require 

students to use digital systems 

or the internet.



Unplugged activities

Levels 7 and 8

Creating Digital Solutions Suggested activities

Design the user experience of a digital system, 
generating, evaluating and communicating alternative 
designs

• Design the user interface for a new computer game, 
using a storyboard to explain the stages of the game.

• Identify the features of the new game that will make it 
effective, such as the storyline, gameplay, environment, 
goals and rewards.

Design algorithms represented diagrammatically and in 
English, and trace algorithms to predict output for a given 
input and to identify errors

• Write an algorithm for a task, such as entering in a 
class set of test scores. Write the algorithm as English 
statements and include decisions and repetition.

• Test the algorithm by tracing the input of a few test 
scores to check for the accuracy of the algorithm (desk-
checking). Identify any errors and modify the algorithm.



Plugged activities

Levels 9 and 10

Digital Systems Suggested activities

Investigate the role of hardware and software in 
managing, controlling and securing the movement of and 
access to data in networked digital systems

• Use software such as Visio to create a network diagram 
of a building in the school or the school network. Clearly 
identify network components (such as servers and 
routers, devices and transmission media).

• Conduct research online to compare the similarities and 
differences between two operating systems, such as 
Windows and macOS. Use software such as Word, 
Pages or Google Docs to identify and describe a range 
of characteristics of the operating system, including 
processing, control, storage and security.



Unit plan ideas

Unit plan ideas could be used as:

• a sequence of lessons

• a complete unit of work

• assessment ideas.



Unit plan ideas

Digital Technologies, Levels 9 and 10 – Unit plan ideas

Achievement standard extracts

By the end of Level 10, …

Students define and decompose complex problems in terms of functional and non-functional 

requirements. They design and evaluate user experiences and algorithms, and develop and test modular 

programs, including an object-oriented program. Students evaluate their solutions and information 

systems in terms of risk, sustainability and potential for innovation. 



Unit plan ideas

Strand and content descriptions

Creating Digital Solutions

Define and decompose real-world problems precisely, taking into account functional and non-functional 
requirements and including interviewing stakeholders to identify needs (VCDTCD050)

Design the user experience of a digital system, evaluating alternative designs against criteria including 
functionality, accessibility, usability and aesthetics (VCDTCD051)

Design algorithms represented diagrammatically and in structured English and validate algorithms and 
programs through tracing and test cases (VCDTCD052)

Develop modular programs, applying selected algorithms and data structures including using an object-
oriented programming language (VCDTCD053)

http://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCDTCD050
http://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCDTCD051
http://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCDTCD052
http://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCDTCD053


Unit plan ideas

Ideas for delivery of unit

Creating Digital Solutions

The unit may have 3 × 45-minute lessons each week over nine weeks. 

Week 1: 
Decompose 
problems

• Introduce students to breaking down complex problems into smaller problems. 

• Define functional and non-functional requirements in developing a solution.

• Students interview stakeholders to identify their needs and the functional and non-functional 

requirements of the solution.

• Assessment activity (refer to the assessment activities below)



Unit plan ideas
Ideas for delivery of unit

Week 2: 
Design the 
user 
experience

• Create two or more designs of user interfaces for an app or a game.

• Develop evaluation criteria for selecting the best design.

• Consider a wide range of users, including people with disabilities.

• Assessment activity (refer to the assessment activities below)

Week 3: 
Design 
algorithms

• Create simple algorithms and revise control structures.

• Design algorithms that use functions and data structures.

• Define the rules of Structured English (pseudocode).

• Develop algorithms that incorporate basic object-oriented programming concepts, such as calling 
a method and using object properties.

• Test the expected output of algorithms using tracing and desk checking, making modifications and 
recording results.



Unit plan ideas

Ideas for delivery of unit

Weeks 4–8: 
Develop modular 
programs

• Review a general-purpose programming language by creating functions with arguments that 
return a value.

• Identify and record the objects, events and properties in favourite games or apps.

• Describe how methods are used in a simple program.

• Create more complex programs that use methods and object properties.

• Create modules that use classes, methods and object properties.

• Progressively test the functionality of the program using a testing table to check actual output 
versus expected output and make modifications to the module where appropriate.

• Assessment activity (refer to the assessment activities below)



Unit plan ideas

Ideas for delivery of unit

Weeks 9: 

Evaluate 

student-

developed 

solutions 

• Discuss how the student-developed solution meets the functional and non-functional 
requirements of the stakeholder.

• Investigate sustainability issues with digital solutions, such as e-waste, compatibility, energy use 
and redundancy.

• Compare student-developed solutions with existing products and discuss potential room for 
innovation.

• Develop evaluation criteria as a class to assess student-developed solutions that take into 
account user experience, original requirements and accessibility.

• Assessment activity (refer to the assessment activities below)



Unit plan ideas

Ideas for assessment activities

Pre-test • A simple written test on terminology and concepts from the Levels 7 and 8 Creating Digital 
Solutions strand

Decompose 
problems 

• A written test on terminology and concepts

• A written report on a game or application proposal that includes functional and non-functional 
requirements

• A visual diagram showing the top-down design of a complex problem

• A transcript of an interview with a stakeholder discussing their needs and identifying their 
functional and non-functional requirements



Unit plan ideas

Ideas for assessment activities

Design the user 
experience

• A written report of a specification of a software solution to be developed

• A table with a list of evaluation criteria used to evaluate the completed software solution

• Two or more mock-ups of the proposed user interfaces

• A written report evaluating the mock-ups and a justification of the chosen mock-up to be created 
as a software solution

Design 
algorithms

• A written test on rules of flowcharts and Structured English

• A workbook with algorithm solutions to given tasks in class

• A portfolio of student-developed algorithms, including tracing and modifications



Unit plan ideas

Ideas for assessment activities

Develop modular 
programs

• A written test on terminology and concepts

• A portfolio of working software solutions and testing tables for each modular program

• An annotated visual report of a student’s analysis of an existing game or application

• A student proposal for a developed game or application

Evaluate 
student-
developed 
solutions

• A written test on sustainability issues with digital technologies

• A written report comparing student-developed solutions with existing solutions

• A written evaluation report containing an evaluation table and conclusion that assesses a 
student’s developed solution against the functional and non-functional requirements and the 
stakeholder’s needs



Lesson planning

Week 2 Control structures

Learning intention
Explain how control structures are used in algorithms and 

programming.

Success criteria
I can identify sequence, iteration and branching structures.

I can design algorithms that use different controls structures.

Warm up
Write down the steps required to wash dishes.

…

Term 3

Week

1 Algorithms: Conventions

2 Algorithms: Control structures

3 Algorithms: Testing and tracing

4 Algorithms: Solving problems (Assessment)

5 Programming: Languages and environment

6 Programming: Interpreting algorithms

7 Programming: Data structures



Lesson planning

Week 2 Control structures

Warm up

Write down the steps required to wash 

dishes.

…

Introduction

Videos and Images of control structures.

Student activities
…….

Week 2 Control structures

Student activities:

• Provide examples of algorithms.

• Students correctly identify control 

structures.

• Provide worded and visual problems.

• Students design algorithms.

• Review – Provide a review question to 

clarify learning.



Background to assessing the 

Digital Technologies Curriculum 7–10 



Achievement standards
Levels 7 and 8 Levels 9 and 10

By the end of Level 8, students distinguish between different types 

of networks and their suitability in meeting defined purposes.

Students explain how text, image and sound data can be 

represented and secured in digital systems and presented using 

digital systems. They analyse and evaluate data from a range of 

sources to model solutions and create information. They manage 

the collaborative creation of interactive ideas, information and 

projects and use appropriate codes of conduct when communicating 

online.

Students define and decompose problems in terms of functional 

requirements and constraints. They design user experiences and 

algorithms incorporating branching and iterations, and develop, test, 

and modify digital solutions. Students evaluate information systems 

and their solutions in terms of meeting needs, innovation and 

sustainability.

By the end of Level 10, students explain the control and 

management of networked digital systems and the data security 

implications of the interaction between hardware, software and 

users.

Students explain simple data compression, and why content data 

are separated from presentation. They take account of privacy and 

security requirements when selecting and validating data and use 

digital systems to analyse, visualise and model salient aspects of 

data. Students share and collaborate online, establishing protocols 

for the legal and safe use, transmission and maintenance of data 

and projects. 

Students define and decompose complex problems in terms of 

functional and non-functional requirements. They design and 

evaluate user experiences and algorithms, and develop and test 

modular programs, including an object-oriented program. Students 

evaluate their solutions and information systems in terms of risk, 

sustainability and potential for innovation. 



Making connections between content 

descriptions and achievement standards

Achievement Standard



About the achievement standards

• They represent the student’s level of achievement.

• They are what the student should be able to demonstrate.

• They are an indication of where a student should be at on 

the continuum of learning.

• They are not the same as the content descriptions.



Assessing student work

• Relate the assessment tasks to the content taught.

• Account for the different levels of achievement.

• Consider the achievement standards above and below the 
target level.

• Write in a language that students can understand.

• Share the assessment rubric or marking scheme with 
students.



Review
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Contact

Phil Feain 

Digital Technologies Curriculum Manager, VCAA

Philip.Feain@education.vic.gov.au

Ph: (03) 9059 5146

Thank you


