


Australian Professional Standards for 

Teachers 



What is the relationship between the Information and 

Communication Technology general capability and the Digital 

Technologies subject? 
 

ICT General Capability Effective USERS of ICT 

across all Learning Areas 

Digital Technologies 

Assists students 

to become: 

Confident 

DEVELOPERS of 

digital solutions 

Assists students 

to become: 



Design, create, manage and evaluate sustainable 
and innovative solutions 

Apply computational thinking concepts 

Confidently use digital systems 

Apply protocols and legal practices when 
communicating, collaborating and creating 
solutions 

Apply systems thinking to monitor, analyse, predict 
and shape interactions 

Overarching aims of the Digital Technologies curriculum 



Data and 
information 

Creating 
digital 

solutions 

Digital 
systems 

Computational 
thinking 

Design 
thinking 

Systems 
thinking 

Students apply different ways of thinking when determining and using 
appropriate data, processes and digital systems to create innovative 
digital solutions.  



Ways of thinking about problem solving 

Computational thinking, for example 

• modelling aspects of solutions  

• sequencing steps and decisions (algorithms) 

• deconstructing problems into their component parts 

 

Design thinking, for example 

• generating ideas for further development 

• evaluating ideas, based on criteria 

• conceiving opportunities for new solutions 

Systems thinking, for example 

• seeing connections between solutions, systems and society 

• identifying components of systems 

• identifying intended and unintended outputs of a system 

 







Progression of content 

 

 

Knowledge and skills are represented as a 
continuum such as the progression of content 

descriptions focusing on algorithms.  

F-2 3-4 5-6 
7-8 9-10 

Follow, describe 
and represent a 

sequence of 
steps and 

decisions needed 
to solve 
problems 

Define simple 
problems, and 
describe and 

follow a sequence 
of steps and 

decisions needed 
to solve them 

Design 
algorithms 

represented 
diagrammatically 

and in English 

Design algorithms 
represented 

diagrammatically 
and in structured 

English 

Design, modify and 
follow simple 
algorithms involving 
sequences of steps, 
branching, and 
iteration (repetition 

http://www.australiancurriculum.edu.au/glossary/popup?a=T&t=branching
http://www.australiancurriculum.edu.au/glossary/popup?a=T&t=iteration


Prep -2 Mathematics 
 

Digital Technologies 
(By the end of Year 2) 

Strand Measurement and Geometry Digital Technologies knowledge and 
understanding 

Units of Measure 
Location and transformation 

Algorithms 
 

Content 
Description 

Compare and order duration of 
events using everyday language 
of time 
 
Describe position and 
movement 
 

 Follow, describe and represent a 
sequence of steps and decisions 
(algorithms) needed to solve simple 
problems 

Interpret simple maps of familiar 
locations and identify relative 
positions of key features 
 
Buzzing with Beebots (Digital 
Technologies HUB) 

http://www.google.com.au/imgres?imgurl=http://www.teachyourchildrenwell.com.au/other/BEE-BOT Treasure Island/Bee-Bot-600x600.jpg&imgrefurl=http://www.teachyourchildrenwell.com.au/other/XO-OLPC support materials.html&h=600&w=600&sz=244&tbnid=0MRXnnbpcSGBkM:&tbnh=81&tbnw=81&prev=/search?q=bee+bots&tbm=isch&tbo=u&zoom=1&q=bee+bots&usg=__aQZ_dHkFHHt4KFmxZ6I9B8fnGGM=&docid=pwib_LkPibENSM&hl=en&sa=X&ei=RIbOUJnsDKqKmQWmjoHwDA&ved=0CEoQ9QEwAw&dur=2461


Learning Focus:   

Follow and describe a series of steps to program a floor robot.  Plan a 

route to program a robot to follow a path and write a sequence of steps 

(algorithm). Students use directional language to write a set of 

instructions. 

Sequence Game   

Digital Technology systems are not magic but follow instructions.  

Students can record their learning e.g. video recording with 

commentary explaining the algorithm they have used.  (Explain 

Everything app) 

 
Managing and operating ICT 

 



https://www.digitaltechnologieshub.edu.au/ 





https://www.facebook.com/Oakleigh-State-School-390345321151554/




5-6 Geography Digital Technologies 
(By the end of Year 6) 

Strand Knowledge and Understanding 
Inquiry and skills 

Digital Technologies Processes and 
Production Skills 

Content 
Description 

The impact of bushfires or floods on 
environments and communities, and how 
people can respond  
 
Work in groups to generate responses to 
issues and challenges  
 
Present ideas, findings, viewpoints and 
conclusions in a range of texts and modes 
that incorporate source materials, digital and 
non-digital representations and discipline-
specific terms and conventions 

 Design a user interface for a digital system 

 
Implement digital solutions as simple visual 
programs involving branching, iteration 
(repetition), and user input  
 
Explain how student solutions and existing 
information systems are sustainable and meet 
current and future local community needs  

Students code a 
game for the local 

community in order 
to help them 

prepare their home 
for a severe weather 

event. 

Students 
build a game 
for younger 
students to 

educate 
about fallen 
power lines. 

Students 
program a boom 
gate for people 

to stop them 
from entering 
dangerously 

flooded roads. 





Year 5-6 Digital Technologies 
(By the end of Year 6) 
 

English 
 

Strand Digital Technologies Processes and 
Production Skills 

Creating literature 

Creating fantasy characters 

Content 
Description 

• Design a user interface for a digital 
system 
 

• Design, modify and follow simple 
algorithms involving sequences of 
steps, branching and iteration 

 Create literary texts using realistic 
and fantasy settings and characters 
that draw on the worlds 
represented in texts students have 
experienced  
 
Creating texts 

• Implement digital solutions as 
simple visual programs involving 
branching, iteration (repetition) 
and user input 

• Explain how student solutions and 
existing information systems are 
sustainable and meet current and 
future local community needs 

Plan, draft and publish imaginative, 
informative and persuasive print 
and multimodal texts, choosing text 
structures, language features, 
images and sound appropriate to 
purpose and audience  



Year 5-6 Digital Technologies 
(By the end of Year 6) 
 

The Arts 
Media Arts 

Strand Digital Technologies Processes and 
Production Skills 

Plan, produce and present media artworks 
for specific audiences and purposes using 
responsible media practice 

Content 
Description 

• Design a user interface for a digital 
system 
 

• Design, modify and follow simple 
algorithms involving sequences of 
steps, branching and iteration 

 Explore representations, characterisations 
and points of view of people in their 
community, including themselves, using 
settings, ideas, story principles and genre 
conventions in images, sounds and text 

• Implement digital solutions as 
simple visual programs involving 
branching, iteration (repetition) 
and user input 

• Explain how student solutions and 
existing information systems are 
sustainable and meet current and 
future local community needs 

Develop skills with media technologies to 
shape space, time, movement and lighting 
within images, sounds and text 
Plan, produce and present media artworks 
for specific audiences and purposes using 
responsible media practice 
 







Progression of content 

 

 

Knowledge and skills are represented as a 
continuum such as the progression of content 

descriptions focussing on digital 
systems.  

F-2 3-4 5-6 7-8 9-10 

Recognise and 
explore digital 

systems 
(hardware and 

software 
components) for 

a purpose 

Identify and 
explore a range of 

digital systems 
with peripheral 

devices for 
different 

purposes, and 
transmit different 

types of data 

Investigate how 
data is transmitted 

and secured in 
wired, wireless and 
mobile networks 

and how the 
specifications affect 

performance 

Investigate the role 
of hardware and 

software in 
managing, 

controlling and 
securing the 

movement of and 
access to data in 
networked digital 

systems 

Examine the main 
components of 
common digital 
systems and how 
they may connect 
together to form 
networks to transmit 
data 



Prep - 2 History Digital Technologies 
(By the end of Year 2) 

Strand Inquiry and skills Digital Technologies Processes and 
Production Skills 

Analysing 

Content 
Description 

Compare objects from the past 
with those from the present and 
consider how places have 
changed over time  

 Explore how people safely use 
common information systems to 
meet information, communication 
and recreation needs 







Year 4 History 
 

Digital Technologies 
(By the end of Year 5) 

Strand Knowledge and Understanding Digital Technologies knowledge and 
understanding 

Stories of the First Fleet, 
including reasons for the 
journey, who travelled to 
Australia, and their experiences 
following arrival  
 

Explain how existing information 
systems meet common personal, 
school or community needs 

Content 
Description 

Locate and collect information 
and data from different sources, 
including observations  

Collect, access and present different 
types of data using simple software 
to create information and solve 
problems 
 

• investigating reasons for the 
First Fleet journey, including 
an examination of the wide 
range of crimes punishable by 
transportation, and looking at 
the groups who were 
transported  











Progression of content 

 

 

Knowledge and skills are represented as a 
continuum such as the progression of content 

descriptions focussing on representation 
of data.  

F-2 3-4 5-6 7-8 9-10 

Recognise and 
explore patterns 

in data and 
represent data as 
pictures, symbols 

and diagrams 

Recognise 
different types of 
data and explore 
how the same 
data can be 

represented in 
different ways 

Investigate how 
digital systems 
represent text, 

image and audio 
data in binary 

Analyse simple 
compression of data 
an how content data 
are separated from 

presentation 

Examine how whole 
numbers are used to 
represent all data in 
digital systems 





Emoji Fun 

About Me 









Number and place value 
  
Recognise, model, represent and order 
numbers to at least 1000 (ACMNA027) 
  
  
  
recognising there are different ways of 
representing numbers and identifying 
patterns going beyond 100 

Digital Technologies Focus: 
  
Data is raw information such as a collection 
of facts.  Before it can be meaningful it 
must be processed.   When it is processed, 
organised or presented in a context that 
makes it useful it becomes information. 
Data can presented to us as information in 
a variety of different ways. For example, 
data can be presented as pictures, 
numbers and words.   We can present the 
same data in different ways.   

http://www.australiancurriculum.edu.au/curriculum/contentdescription/ACMNA027


Creating Word Clouds – Wordle 
  
Digital Technologies Focus: 
  
Before it has meaning data must be 
processed. Software applications are 
created to process data.  Data processing 
software accepts data as input and 
produces information as output.  
Data representation is not limited to 
numbers.  Some software can be used to 
explore and analyse texts e.g. Wordle  
http://www.wordle.net/ 

Favourite pizza topping 

http://www.wordle.net/




Progression of content 

 

 

Knowledge and skills are represented as a 
continuum such as the progression of content 

descriptions focussing on collecting, 
managing and analysing data.  

F-2 3-4 5-6 7-8 9-10 

Collect, explore 
and sort data 
and use digital 

systems to 
present the data 

creatively 

Collect, access 
and present 

different types of 
data using simple 
software to create 
information and 
solve problems 

Acquire data from a 
range of sources 

and evaluate 
authenticity, 
accuracy and 

timeliness 
Analyse and 
visualise data 

Develop techniques 
for acquiring, storing 

and validating 
quantitative and 

qualitative data from 
a range of sources, 
considering privacy 

and security 
requirements 

Acquire, store and 
validate different 
types of data, and 
use a range of 
software to interpret 
and visualize data to 
create information 



We can collect number data and text data 
 
 



When data becomes information it can help us make decisions. 

What is the most 
common pet? How will I find this 

information? 









5-6 History Digital Technologies 
(By the end of Year 2) 

Strand Knowledge and Understanding 
Inquiry and skills 

Digital Technologies Processes and 
Production Skills 

Content 
Description 

Inquiry Questions 
The reasons people migrated to Australia and the 
experiences and contributions of a particular migrant 
group within a colony (The role that a significant 
individual or group played in shaping a colony 
 
Researching 
Organise and represent data in a range of formats 
including tables, graphs and large- and small-scale 
maps, using discipline-appropriate conventions 
 

 Acquire, store and validate different 
types of data, and use a range of 
software to interpret and visualise 
data to create information 
 

constructing maps, tables and graphs using 
appropriate digital applications and 
conventions to display data and 
information (for example, information 
about the population growth of; cultural 
and religious groups in Australia at 
different times)  

http://www.australiancurriculum.edu.au/curriculum/contentdescription/ACHASSK109


Geography and History 





Start Somewhere 
 
 
Start Small 
 
 
Start where success is 
most likely 




