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Acknowledgement of Country

I would like to acknowledge the traditional custodians of the many lands across Victoria on which each of you are living, learning and 

working from today.

For myself and those of us in the Melbourne metropolitan area, we acknowledge the traditional custodians of the Kulin Nations.

When acknowledging country, we recognise Aboriginal and Torres Strait Islander peoples’ spiritual and cultural connection to country and

acknowledge their continued care of the lands and waterways over generations, while celebrating the continuation of a living culture that
has a unique role in this region.

I would like to pay my respects to Elders past, present and emerging, for they hold the memories, traditions, culture and hopes of all 
Aboriginal and Torres Strait Islander peoples across the nation, and hope they will walk with us on our journey.



Outline of the session

The session will explore:

• the aims of the curriculum

• how it is structured

• where to find both curriculum documentation and support 

resources

• and how to assess against the Achievement Standards.



Aims



Aims of the Digital Technologies 

curriculum
The Digital Technologies curriculum aims to ensure that students can:

• design, create, manage and evaluate sustainable and innovative digital solutions to meet and 

redefine current and future needs

• use computational thinking and the key concepts of abstraction; data collection, representation 
and interpretation; specification, algorithms and development to create digital solutions

• apply systems thinking to monitor, analyse, predict and shape the interactions within and between 

information systems and the impact of these systems on individuals, societies, economies and 
environments

• confidently use digital systems to efficiently and effectively automate the transformation of data 

into information and to creatively communicate ideas in a range of settings

• apply protocols and legal practices that support safe, ethical and respectful communications and 
collaboration with known and unknown audiences.



DT vs dt vs ICT

Digital Technologies

• Provides students with the opportunity to acquire and apply specific ways of thinking about 

problem solving to create innovative, purpose-designed digital solutions.

• It is a way of analysing problems and precisely and logically designing solutions that can be 
understood and carried out through the use of programming languages. Design and systems 

thinking also contribute to the problem-solving approach in this curriculum.

digital technologies

• These are the digital resources, such as tablets, notebooks, cameras, phones and data probes 
that allow data and information to be manipulated, stored and communicated.

ICT

• Involves developing students as confident users and consumers of digital systems.



Digital Technologies 

vs ICT
• This poster was developed to show the 

difference between the Digital 

Technologies Curriculum and ICT.

• It provides examples of the Digital 

Technologies Curriculum and ICT.

• This is to help teachers to visualise the 

content of each.

https://www.vcaa.vic.edu.au/curriculum/foundation-
10/resources/digital-technologies/Pages/Help-me-find-a-
teaching-resource.aspx

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx


Ways of thinking
Known as the ways of thinking there are three types of thinking:

• computational thinking

• design thinking

• systems thinking

This forms the basis of problem-solving where students learn to:

• analyse a problem or need

• design a solution to a problem or a need

• develop the solution

• evaluate the solution to see if it met requirements

This works well with the Creating Digital Solutions strand.



Ways of thinking

Computational thinking:

• decomposition – breaking the problem down

• organising data logically

• developing algorithms

Design thinking:

• generating creative and innovative ideas

• mock-ups, prototypes, etc.

• analysing and evaluating ideas against criteria

Systems thinking:

• interactions and interrelationships between components, devices and people are analysed



Structure



Digital Technologies Curriculum

https://victoriancurriculum.vcaa.vic.edu.au/technologies/digital-technologies/introduction/rationale-and-aims

https://victoriancurriculum.vcaa.vic.edu.au/technologies/digital-technologies/introduction/rationale-and-aims
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https://victoriancurriculum.vcaa.vic.edu.au/technologies/digital-technologies/introduction/scope-and-sequence

https://victoriancurriculum.vcaa.vic.edu.au/technologies/digital-technologies/introduction/scope-and-sequence
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Achievement Standards
Foundation – Level 2 Levels 3 and 4 Levels 5 and 6

By the end of Level 2, students identify how 

common digital systems are used to meet 
specific purposes. 

Students use digital systems to represent 
simple patterns in data in different ways and 

collect familiar data and display them to 
convey meaning.

Students design solutions to simple problems 
using a sequence of steps and decisions. 

They create and organise ideas and 
information using information systems and 

share these in safe online environments.

By the end of Level 4, students describe how 

a range of digital systems and their peripheral 
devices can be used for different purposes.

Students explain how the same data sets can 
be represented in different ways. They collect 

and manipulate different data when creating 
information and digital solutions. They plan 

and safely use information systems when 
creating and communicating ideas and 

information, applying agreed protocols.

Students define simple problems, and design 

and develop digital solutions using algorithms 
that involve decision-making and user input. 

They explain how their developed solutions 
and existing information systems meet their 

purposes.

By the end of Level 6, students explain the 

functions of digital system components and 
how digital systems are connected to form 

networks that transmit data.

Students explain how digital systems use 

whole numbers as a basis for representing a 
variety of data types. They manage the 

creation and communication of ideas, 
information and digital projects collaboratively 

using validated data and agreed protocols. 

Students define problems in terms of data and 

functional requirements and design solutions 
by developing algorithms to address the 

problems. They incorporate decision-making, 
repetition and user interface design into their 

designs and develop their digital solutions, 
including a visual program. Students explain 

how information systems and their developed 
solutions meet current and future needs 

taking sustainability into account.



Assessing against the Achievement 

Standards – Example 1 (F–2)
Achievement Standard extract

By the end of Level 2, students identify how common digital systems are used to 

meet specific purposes. 

Content Description

Identify and explore digital systems (hardware and software components) for a 

purpose (VCDTDS013)

Idea for an assessment activity

A worksheet that enables students to identify and describe a range of hardware and 

software components for a number of digital devices

https://victoriancurriculum.vcaa.vic.edu.au/Curriculum/ContentDescription/VCDTDS013


Assessing against the Achievement 

Standards – Example 1 (F–2)
Ideas for delivery of unit

• Introduce students to the components that make up a computer or digital system.

• Students draw a diagram of a known digital system from memory and label as many parts as they 

can.

• Introduce students to the difference between hardware and software components.

• Identify and explore different hardware and software components of a digital system.

• Develop a list of hardware components, software applications and operating systems.

• Students look around their home or school and record the different types of digital systems they find, 
for example laptops, tablet devices, desktop computers, smartphones, printers, robotic devices.

• Students choose two different digital devices and complete a Venn diagram listing the similarities 

and differences between their chosen digital devices. Two different devices could be a laptop and a 
tablet device.



Questions



Programming



Visual programming
Using a visual programming language to draw a square – using Scratch

Levels 3 and 4 – Using Scratch 

– branching using IF statements

Levels 5 and 6 – Using Scratch

– branching using IF statements

– iteration using a Repeat statement

Examples provided by Specialist Teachers - Eduard Schaepman and Megan van der Velden



Visual programming

Represented and created visually rather than as text. 

Examples of visual programming languages include: 

• Alice

• GameMaker

• Kodu

• Lego Mindstorms

• MIT App Inventor

• Scratch (Build Your Own Blocks and Snap).



Curriculum planning 

support resources



Glossary

• A six page glossary for Digital 

Technologies is available on the Victorian 

Curriculum F–10 website for Digital 

Technologies.

• The glossary defines a list of terminology 

that is relevant to the learning area.

• Teachers are encouraged to make 

themselves familiar with this terminology.

https://victoriancurriculum.vcaa.vic.edu.au/technologies/digital-

technologies/introduction/rationale-and-aims

https://victoriancurriculum.vcaa.vic.edu.au/technologies/digital-technologies/introduction/rationale-and-aims


Curriculum planning templates

• These resources demonstrate 

the coverage of the content 

descriptions in a number of 

units taught across a two-year 

planning cycle. 

• Each unit is linked to extracts 

from the achievement 

standard and outlines 

assessment strategies.

• There are three samples for 

each band.

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx


Curriculum area plans

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx

These resources provide a visual representation of how the Digital Technologies curriculum could be covered 
across two years, showing the units by topic, the sequencing of the topics, the coverage of the three strands 
within the Digital Technologies curriculum and the time allocated to each strand and unit. There are three 
samples for each band. These are developed from the Curriculum Planning Templates.

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx


Lesson planning 

support resources



Unpacking Content Descriptions

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx

• When curriculum 

planning, one of the most 

important aspects for 

teachers is to connect the 

intention of the lesson/s 

with the appropriate 

content descriptions and 

to enable students to 

demonstrate progress in 

their learning based upon 

the achievement 

standards.

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/Help-me-find-a-teaching-resource.aspx


Plugged and unplugged activities

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/CurriculumAdviceforRemoteandFlexibleLearning.aspx

https://www.vcaa.vic.edu.au/curriculum/foundation-10/resources/digital-technologies/Pages/CurriculumAdviceforRemoteandFlexibleLearning.aspx


Example of unplugged activities (F–2)



Example of plugged activities (3–4)



Unit plan ideas



Contacts

Phil Feain

Digital Technologies Curriculum Manager

Ph: 9059 5146

Email: Philip.Feain@education.vic.gov.au or vcaa.f10.curriculum@education.vic.gov.au

For further advice about the implementation of the F–10 curriculum in Victorian schools, including 
developments, resources and professional learning opportunities, please subscribe to the F–10 
Curriculum Update:  
https://www.vision6.com.au/em/forms/subscribe.php?db=399327&s=112201&a=18689&k=799b5d6

mailto:Philip.Feain@education.vic.gov.au
mailto:vcaa.f10.curriculum@education.vic.gov.au
https://www.vision6.com.au/em/forms/subscribe.php?db=399327&s=112201&a=18689&k=799b5d6


Questions?


