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Digital Coding (Technologies) – Unplugged Learning
Welcome to an introduction to the Digital Technologies in the Victorian Curriculum.
The Digital Technologies Curriculum refers to ‘Unplugged’ learning. So, what is meant by the term ‘Unplugged’?

Unplugged activities are those learning activities that you can undertake with a group of students which help develop key ideas and concepts in the Digital Technologies curriculum but do not require a digital device such as a computer, tablet, robot, circuit board, or any other digital device or equipment. Unplugged activities often use cards, puzzles, games, and student movement to develop understandings. 

The Digital Technologies curriculum has been designed with lots of opportunities for student learning without out the use of devices.

When teaching computational concepts such as algorithms, decomposition, branching, logic, and abstraction, we can use unplugged activities to explore the key ideas. In fact, students will produce better work if they have used a problem-solving approach that includes the development of concepts ‘unplugged’ before developing their solutions on a computer or digital device.

When teaching design thinking students should be encouraged to draw and sketch out their ideas before developing a final product.

Students should also apply systems thinking to their solutions and also when examining existing information solutions. This evaluation can also be undertaken as an unplugged activity.

At F-2 students can develop instructions, sequences, and directions using symbols to create simple algorithms. And they can simply program their partner using direction cards or verbal commands. Students can explore digital systems by looking at different devices and labelling the digital devices and their parts.  They can also represent data as pictures, images, and numbers.

At levels 3-4 students can match users’ needs with their peripheral devices.
Create a list of devices and their purpose and identify their purpose and the type of data transmitted. Students can also begin to understand algorithms and simple programming with activities such Graph paper programming. Students can develop their understanding of branching by creating simple games that use “if then” or “If then else. This can be applied to everyday situations. 

At levels 5-6 students explore binary number and how everything in a digital system is represented by two numbers - 0 and 1. They can explore how computers use binary number to storage images, text and numbers. Students also develop flow charts or instructions in plain English for the development of their algorithms before programming their solutions. Students also design user interfaces for digital systems, looking at alternative possibilities.
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At this level students start to identify and understand the purpose of internal components of computers such as memory, storage and processing. They explore how these digital devices are used to connect with each other to form networks.  

There are a range of existing ‘Unplugged’ resources that can assist in the teaching of computational thinking, design thinking and systems thinking. 
Some of these include Code.org (http://code.org) and Computer Science Unplugged (https://csunplugged.org/en/)
You will also find various other resources around the Internet. (https://teachinglondoncomputing.org/)

One of the key ideas however, is to start with the curriculum and find or develop activities that support it. It’s not best to grab any random activity. Examine where your students are at, what are the next steps in their learning, and then see how you might use an unplugged activity to support the development of that learning.
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