[image: ]
Digital Technologies: Example of a unit organised into two teaching blocks

This template is provided as a planning aid. Teachers can adapt it to suit their school context and existing planning requirements.
Use this template when exploring a scope and sequence topic provided on the DT Hub. 
The sample provided is for a Year 3–4 class. The first is a four-week sequence that focuses on algorithms. The second focuses on implementing algorithms as a visual program. A clean template is provided after the sample. 
The resources are all sourced from the DT Hub. 


Digital Technologies: Unit plan example (6–8 weeks)
1. Unit snapshot
Year level: Years 3–4
Unit name: Algorithms and introduction to programming
Duration: Two teaching blocks: 4 weeks focused on algorithms; followed later by 8 weeks focused on implementing algorithms as visual programs
Curriculum links:
· AC9TDI4P02– Follow and describe algorithms involving sequencing, comparison operators (branching) and iteration
· AC9TDI4P04 – Implement simple algorithms as visual programs involving control structures and input
Achievement standard (relevant elements): 
By the end of Year 4 students follow and describe simple algorithms involving branching and iteration and implement them as visual programs.
Big idea: Algorithms are step-by-step instructions that use decisions, comparisons and repeated steps to solve problems, and they can be implemented, tested and improved as visual programs.
2. Learning focus for this unit
This section outlines what students will learn, the questions they will explore, and the key terms they will use.
	Learning objectives
	Student‑friendly questions
	Key terms

	By the end of this unit, students will be able to:
1. Follow a sequence of steps to complete a task.
2. Follow an algorithm that includes a decision (branching) and repeated steps (iteration).
3. Describe a familiar algorithm and represent it using images, words, flowchart and/or programming blocks.
4. Identify where a decision and a repeated step occur in their algorithm or visual program.
5. Use a visual programming language to create a simple program based on an algorithm.
6. Test their program, identify where it does not work as expected, and make simple changes to improve it.
	By the end of this unit, students should be able to answer these questions:
1. How can we describe an algorithm clearly and precisely so it solves a problem?
2. How can algorithms be represented in different ways, including flowcharts and programming blocks?
3. How do decisions and repeated steps affect what happens in an algorithm or program?
4. How can we turn an algorithm into a simple visual program?
5. How can we test and debug our program so it works as intended?
6. How can input or comparisons change the pathway a program follows?
	Key terms students will use in this unit:
· Sequencing: doing things step‑by‑step, in order 
· Branching: making a choice or deciding what happens next 
· Iteration: repeating steps (a loop) until a condition is met
· Visual program: a program made using blocks, images or visual commands
· Event: something that starts or controls part of a program, such as clicking a flag or pressing a key
· Debugging: finding and fixing mistakes in an algorithm or program




3. Connections to other learning areas
What useful links or real‑world scenarios can I draw on to support understanding?
Real‑world scenarios: recipes, games, choose your own adventure story, maths problems, quizzes, robots and automating events
Learning area connections
· Mathematics: Algorithms – create and follow algorithms involving a sequence of steps and decisions to generate number patterns involving addition or multiplication. They analyse the patterns generated and describe and explain them. Use mathematical modelling to solve practical problems involving additive and multiplicative situations including financial contexts; formulate problems using number sentences and choose calculation strategies, using digital tools where appropriate; interpret and communicate solutions in terms of the situation. 
· English: Creating literature – create and edit imaginative texts, using or adapting language features, characters, settings, plot structures and ideas encountered in literary texts. Creating texts – plan, create, edit and publish imaginative, informative and persuasive written and multimodal texts, using visual features, appropriate form and layout, with ideas grouped in simple paragraphs, mostly correct tense, topic-specific vocabulary and correct spelling of most high-frequency and phonetically regular words; create and edit literary texts by developing storylines, characters and settings.
· Health and Physical Education: Movement and physical activity – refine and apply fundamental movement skills in new movement situations, performing routines incorporating different jumping, landing and balancing techniques, and connecting movements to create a movement sequence.
Cross-Curriculum Priorities 
Aboriginal and Torres Strait Islander Histories and Cultures
· Culture: First Nations Australians’ ways of life reflect unique ways of being, knowing, thinking and doing. For example, a First Nations Australian game can be used to identify the sequence of play, decision points, repeated actions and ways the rules could be represented as an algorithm or flowchart.

4. Weekly sequence overview
This unit is organised into two blocks. 
The first is a four-week sequence that focuses on algorithms. The second focuses on implementing algorithms as a visual program. 
A short review at the start of each lesson supports retrieval practice, while spacing the unit across two blocks helps students consolidate their understanding of algorithms before implementing them in visual programs.
Teaching block 1: Algorithms
	Lesson
	Learning intention
	Suggested lessons and resources (from DT Hub)
	Success criteria
	Duration

	Week 1 What is an algorithm?
	We are learning to identify and create algorithms by putting steps in the correct sequence to achieve a goal.
	Scope and sequence Years 3-4 
Use the brief 3-minute video Coding camp Lesson 3 to discuss a sequence of steps (algorithm).
Follow up with the lesson Introducing algorithms to explore sequence and clear, accurate instructions.
Chunking learning:
· Recall a familiar sequence such as teeth brushing.
· Provide a sequence of instructions to colour a 4 x 4 grid.
· Represent instructions more efficiently.
· Convert a coloured a 4 x 4 grid into a sequence. 
Exit ticket: Find and fix the mistake in a given algorithm.

	Students can:
· explain what an algorithm is
· follow a sequence of steps to complete a task
· create a sequence of instructions in the correct order
· identify and correct errors in a sequence.
	45–60 min

	Week 2 What may happen when your instructions are not precise? 
	We are learning why algorithms need precise instructions and how to improve instructions so they can be followed accurately.
	Scope and sequence Years 3-4 
Use either of these resources to explore precise instructions: 
· Program your teacher to make a jam sandwich (sandwich bot) video
· Take a LEGO building challenge lesson
Chunking learning:
· Recall and compare vague and detailed instructions for a familiar task such as brushing teeth.
· Discuss why some instructions may be confusing.
· Describe a task using clear and precise instructions.
· Improve an algorithm by adding missing details.
· Explain strategies for making instructions more precise. 
Exit ticket: The algorithm says: 1. Get ice-cream. 2. Make an ice-cream cone. 3. Eat it. Add two or three instructions to make the algorithm more precise.
	Students can:
· explain why precise instructions are important
· identify instructions that are unclear or incomplete
· improve an algorithm by adding more detail
· create a precise sequence of instructions that can be followed accurately. 
	45–60 min

	Week 3 What happens when there is more than one possible path?
	We are learning how algorithms use decisions to create different pathways.
	Scope and sequence Years 3-4 
Use either of these lessons to explore branching: 
· Plan a 'choose your own adventure' story
· Have fun with flowcharts
Chunking learning:
· Recall a choose-your-own-adventure story and identify choices.
· Describe the different pathways created by choices.
· Represent choices using IF/THEN statements.
· Create a simple branching flowchart.
· Explain how decisions affect the outcome. 
Exit ticket: A story gives the reader a choice – 
climb the mountain or go through the desert. Write an IF/THEN statement to represent the decisions. 

	Students can:
· identify decision points in a story or maths problem 
· describe different pathways created by choices
· use IF/THEN statements to represent decisions
· create a simple branching algorithm.
	45–60 min

	Week 4 What happens when we need to repeat steps?
	We are learning how algorithms can repeat steps to make instructions more efficient.
	Scope and sequence Years 3-4 
Use this lesson to revise and build on their knowledge of branching and explore repeating steps (iteration): 
· Algorithms for First Nations Australian games
Chunking learning:
· Recall the ice-cream algorithm. How could we write ‘Add one scoop, add one scoop, add one scoop’ more efficiently? Introduce: Repeat 3 times ‘Add one scoop’.
· Replace repeated instructions with a repeat statement.
· Revise branching using an IF/THEN/ELSE statement for scoring a kolap.
· Represent repeated actions using ‘Repeat 4 times’.
· Dreate a flowchart showing the sequence, decisions and repetition in the game.
Exit ticket: A turtle program draws a square. FWD 100, Turn right, FWD 100, Turn right, FWD 100, Turn right, FWD 100, Turn right. How can you write that program using repeat steps? 

	Students can:
· identify repeated actions in an algorithm
· replace repeated instructions with a repeat statement
· use IF/THEN statements to represent decisions
· create an algorithm or flowchart that includes repetition and decisions.
	45–60 min





Teaching block 2: Implementing algorithms as a visual program
	Lesson
	Learning intention:
	Suggested lessons and resources (from DT Hub)
	Success criteria
	Duration

	Week 1 
What is a visual program?
	We are learning how algorithms can be represented as visual programs.
	Scope and sequence Years 3-4 
Select a visual programming environment such as Scratch, Microsoft MakeCode or CodeAI’s programming challenges to learn the basics of programming.
Follow up with students creating a simple visual program in Scratch, MakeCode or CodeAI that represents a familiar algorithm.
Select from these resources: 
· Arcade games (MakeCode start coding tutorial)
· Express course 2025 (CodeAI’ self-paced challenges) 
· Space talk (Scratch guided programming sequence)
Chunking learning:
· Recall a sequence and how it might relate to animating a sprite.
· Explore the programming environment.
· Learn what common blocks do.
· Connect algorithms to visual programs.
· Create and run a very simple sequence.
Exit ticket: Which programming blocks would you use to make a sprite move and say hello when the green flag is clicked?

	Students can:
· identify and explain what common visual programming blocks do
· use a visual programming environment to create a simple program
· create and run a sequence of instructions
· explain the relationship between an algorithm and a visual program.
	45–60 min

	Week 2 
How do you create a program that has a sprite responding to user input?
	We are learning how events can start and control a visual program.
	Scope and sequence Years 3–4
In the first week, students focused on familiarising themselves with the visual programming environment and making connections between algorithms and visual programs. Once students are comfortable navigating the programming environment, they can begin exploring how events are used to control program behaviour.
Select from these resources: 
· Introduction to Scratch: sprites, scripts, and loops
· Arcade games
· Creative Computing Curriculum Unit 2: Animations
Chunking learning:
· Recall how algorithms can be represented using programming blocks.
· Create a visual program that animates a sprite using a sequence of instructions.
· Explore different event blocks that can start or control a program.
· Create a program where a sprite responds to user input.
· Explain how events control the behaviour of a visual program.
Exit ticket: Apart from clicking the green flag, what is another event you could use to make a sprite move or animate?

	Students can:
· identify and explain what event blocks do
· create a program that responds to user input
· use events to start or control a program
· explain how events affect the behaviour of a visual program.
	45–60 min

	Week 3 
How do we program repeated steps?
	We are learning how to implement a program with repeat actions (iteration). 
	Scope and sequence Years 3–4
Focus on programming a loop before combining with branching. Students can first identify the blocks that control decisions, then apply them in a simple program to practise a loop. 
Use these resources: 
· Loops | Coding & Computer Science Song video to introduce loops and repeat steps iteration)
· Introduction to loops in Scratch – Barclays Code Playground
Chunking learning:
· Revise that a loop is a set of steps that repeat.
· Identify blocks that control repeat actions.
· Work on a programming project that incorporates iteration.
Exit ticket: Find the repeated steps in your program. Explain which repeat block you used and how it made your program more efficient.

	Students can:
· identify and explain what repeat blocks do
· create a program that incorporates iteration
· explain how their control blocks affect the behaviour of a visual program.
	45–60 min

	Week 4 
How do we program decisions?
	We are learning how to implement a program with decisions (branching). 
	Scope and sequence Years 3–4
Once students understand how iteration can be represented in a program, introduce branching as a way for programs to make decisions and follow different pathways.
Select from these resources: 
· coding@home TV – Primary 4 – Branching and repetition using Scratch (video: go to section about branching 4:01)
· Introduction to conditionals in Scratch – Barclays Code Playground
· Design a quiz – convicts: crime and punishment
Chunking learning:
· Revise branching is a decision in a program that creates different pathways.
· Introduce conditions using IF statements.
· Identify blocks that control branching actions.
· Work on a programming project that incorporates branching such as a simple quiz with conditional feedback, for example:
· if the answer is correct → say ‘Correct!’
· else → say ‘Try again.’
Exit ticket: Find the branching statement in your program. Explain which control block you used and how it allowed for a different pathway in your program.

	Students can:
· identify and explain what conditional blocks do
· create a program that incorporates branching 
· explain how their control blocks affect the behaviour of a visual program.
	45–60 min

	Week 5 
How do we program decisions and repeated steps?
	We are learning how to implement a program with decisions (branching) and repeat actions (iteration). 
	Scope and sequence Years 3–4
Students identify the blocks that control decisions and repeated actions, then apply them in a simple program that includes user interaction, branching and iteration.
Select from these resources: 
· Lesson 1: code with Anna and Elsa (guided self-paced tutorial) 
· Designing a mini-game (intermediate skill level) 
Chunking learning:
· revise a loop and blocks that control repeat actions.
· Revise branching and blocks that create different pathways.
· Work on a programming project that incorporates branching and iteration such as: 
· a guided self-paced tutorial
· a simple quiz with conditional feedback
· a maze game using keyboard input and decisions
· an animation or game that repeats actions using loops
· a scoring game that uses IF/THEN/ELSE logic.
Exit ticket: Compare the algorithm to the completed program. Explain their use of blocks in a think aloud. 

	Students can:
· identify and explain what repeat blocks and conditional blocks do
· create a program that incorporates branching and iteration
· explain how their control blocks affect the behaviour of a visual program.
	45–60 min

	Week 6 
How do we fix errors in our program?
	We are learning how to debug programs by identifying and fixing errors.

	Scope and sequence Years 3–4
Students refine their program, fix errors, and compare the algorithm/flowchart to the final program.
Chunking learning:
· Recall the project they were working on.
· Test the program to find where it does not work as expected.
· Use a programming partner to explain, test and debug the program.
· Test each other’s program and identify where it works or needs debugging.
· Help each other fix errors and suggest improvements.
Exit ticket: Compare the algorithm or flowchart to the completed program. In a think aloud, explain how the program uses repeat and conditional blocks.

	Students can:
· identify, test and correct errors in a program
· explain how their control blocks affect the behaviour of a visual program.
	45–60 min

	Week 7 
How can a program make decisions using comparisons?
	We are learning how comparison operators can be used to make branching decisions in a program.
	Scope and sequence Years 3–4
Students explore how comparison operators such as <, > and = can produce a true or false result. Using a physical computing device such as a micro:bit or Sphero, students test how input values can be compared to a set value and used to make a branching decision.
Select from these resources:
· Microsoft MakeCode for micro:bit activities using input, sensors and comparison operators
· Sphero Edu activities using sensors, speed, heading or score values
Chunking learning:
· Recall branching as a decision that creates different pathways.
· Introduce comparison operators: less than, greater than and equal to.
· Predict whether simple comparisons are true or false.
· Identify operator blocks in MakeCode or Sphero Edu.
· Use an IF statement with a comparison to create a different pathway.
· Test different input values and observe how the program responds.
Exit ticket: A program asks, ‘Is the input value greater than 10?’ Explain what happens if the comparison is true and what happens if it is false.
	Students can:
· identify and explain what comparison operator blocks do
· predict whether a comparison will be true or false
· use an IF statement with a comparison to create a branching decision
· explain how input values can change the pathway of a program.
	45–60 min

	Week 8
How can user input change the pathway of a program?

	We are learning how to create a program that uses input and comparison operators to make decisions.
	Scope and sequence Years 3–4
Students apply input and comparison operators in a simple physical computing project. They create or extend a program where input from a micro:bit or Sphero changes what happens next, then test and debug the program using different values.
Project options could include:
· a micro:bit temperature, light level or button-input program
· a micro:bit score or number guessing program
· a Sphero program that changes colour, speed or direction based on a value
· a Sphero challenge where a score or sensor reading triggers a different action.
Chunking learning:
· Recall how comparison operators give a true or false result.
· Collect or use input in a program.
· Create a branching decision using a comparison.
· Test different inputs to check whether the program follows the correct pathway.
· Debug the program when the input does not produce the expected output.
· Explain how the comparison changes the program outcome.
Exit ticket: Change the input in your program and test it again. Explain how the comparison operator changed the pathway the program followed.
	Students can:
· create a program that uses input from a micro:bit or Sphero
· use a comparison operator to create a branching decision
· test a program using different input values
· debug a program so it follows the expected pathway
· explain how input and comparison operators affect the behaviour of a visual program.
	45–60 min



5. Anticipated challenges (misconceptions)
Common sticking points students may have:
· Thinking an algorithm is any set of instructions, rather than a precise sequence that solves a problem 
· Leaving out important steps or placing steps in an order that others cannot follow
· Giving vague instructions that are difficult to represent using words, arrows, flowcharts or programming blocks
· Not recognising that events start or control what happens in a visual program
· Confusing branching with sequencing, rather than seeing decisions as different pathways
· Using repeated instructions instead of recognising when a loop or repeat block would be more efficient
· Finding it difficult to connect their algorithm or flowchart to the programming blocks they use
· Recognising that a program does not work as expected, but needing support to test, debug and improve it
· Misunderstanding how input or comparisons can change what happens next in a program

6. Formative assessment opportunities
Each lesson in this unit can provide evidence of learning through quick checks, observation and short student explanations. The opportunities below can be used to inform next steps in teaching (formative assessment). 
Teaching block 1
	Week
	Formative assessment opportunities
	Evidence to collect / what to look for

	1
	· Students sequence instructions to colour a 4 x 4 grid.
· Exit ticket: Find and fix the mistake in a given algorithm.

	· Steps are accurate and in correct sequence.
· Student can explain why changing the order changes the outcome.

	2
	· Students describe a task using clear and precise instructions that can be followed accurately.
· Exit ticket: The algorithm says: 1. Get ice-cream. 2. Make an ice-cream cone. 3. Eat it. Add two or three instructions to make the algorithm more precise.
	· Student identifies instructions that are unclear or incomplete and can improve an algorithm by adding more detail.
· Student explains strategies for making instructions more precise. 

	3
	· Students create a simple branching algorithm and describe the different pathways created by choices.
· Exit ticket: A story gives the reader a choice: climb the mountain or go through the desert. Write an IF/THEN statement to represent the decisions. 

	· Student uses IF/THEN statements to represent decisions.


	4
	· Students create an algorithm or flowchart that includes repetition and decisions.
· Exit ticket: A turtle program draws a square. FWD 100, Turn right, FWD 100, Turn right, FWD 100, Turn right, FWD 100, Turn right. How can you write that program using repeat steps?
	· Student replaces repeated instructions with a repeat statement.



Teaching block 2
	Week
	Formative assessment opportunities
	Evidence to collect / what to look for

	1
	· Students use a visual programming environment to create a simple program.
· Exit ticket: What blocks would you use to start a simple program, make an object move, and show or say ‘hello’? For example, you could use a green flag, start button, run event or key press.
	· Create and run a very simple sequence.
· Student can identify and explain what common visual programming blocks do.


	2
	· Students create a program that responds to an event or input.
· Exit ticket: What is one event or input you could use to make something move or animate? For example, a key press, button press, tap/click or sensor input.

	· Student creates a program that responds to an event or input, and explains how this changes what happens in the visual program. 

	3
	· Students create a program that incorporates iteration such as a forever loop or repeat-until block.
· Exit ticket: Find the repeated steps in your program. Explain which repeat block you used and how it made your program more efficient.

	· Student identifies and explains what repeat blocks do.


	4
	· Students create a program that incorporates branching such as using IF/THEN blocks.
· Exit ticket: A turtle program draws a square. FWD 100, Turn right, FWD 100, Turn right, FWD 100, Turn right, FWD 100, Turn right. How can you write that program using repeat steps?
	· Student identifies and explains what conditional blocks do.


	5
	· Students create a program that incorporates branching such as using IF/THEN blocks.
· Exit ticket: Compare the algorithm to the completed program. Explain their use of blocks in a think aloud.
	· Student explains how their control blocks affect the behaviour of a visual program.
· Student compares their algorithm or flowchart to their program and explains what is the same or different


	6
	· Students use a programming partner to explain, test and debug the program. 
· Exit ticket: Compare your algorithm or flowchart to your completed program. In a think aloud, explain what is the same or different, and how the program uses repeat and conditional blocks.
	· Student can identify, test and correct errors in a program. 
· Student compares their algorithm or flowchart to their program and explains what is the same or different.


	7
	· Students create a program that incorporates comparison operators: less than, greater than and equal to.
· Exit ticket: A program asks, ‘Is the input value greater than 10?’ Explain what happens if the comparison is true and what happens if it is false.
	· Student uses an IF statement with a comparison to create a branching decision.


	8
	· Students create a program with a branching decision using a comparison and test different inputs to check whether the program follows the correct pathway.
· Exit ticket: Change the input in your program and test it again. Explain how the comparison operator changed the pathway the program followed.
	· Student explains how input and comparison operators affect the behaviour of a visual program.





7. Assessment
Use the evidence collected throughout the unit to make a judgement against the rubric or set a short task to assess students’ proficiency in following a sequence with branching. 
Use the assessment task Game time  to assess students’ knowledge, skill and processes related to designing a game represented as an algorithm.
	Focus
	1. Limited
	2. Basic
	3. Proficient
	4. Advanced

	Describes and represents algorithms

	With guidance, describes a sequence of steps
	Describes a sequence of steps using images, arrows and/or words
	Describes a sequence that includes branching and iteration; correctly points out where the choice occurs
	Describes a sequence with branching and iteration, explains the purpose of key steps, and justifies the chosen representation

	Knowledge of visual programming blocks
	Shows a limited understanding of visual programming blocks
	Names some visual programming blocks or describes their purpose
	Describes the purpose of the visual programming blocks and gives relevant examples to support their understanding
	Consistently describes the purpose of the visual programming blocks and gives relevant examples to support their understanding that illustrate blocks to enable input, make decisions based on comparing data, and include repeat steps

	Identifies control structures: investigating sample visual programs
	With guidance, shows a limited ability to describe or identify blocks in given examples and with support can interpret the sequence of steps
	Identifies most block types in given examples and interprets the sequence of steps
	Consistently identifies block types correctly in simple program examples; interprets the sequence of steps and identifies user input, decisions (branching) and repeat steps (iteration)
	Shows a high level of accuracy in identifying block types of a range of visual programs; interprets the sequence of steps, predicts outcomes of blocks and identifies user input, branching and iteration; explains ways to enable input and make decisions and automate repeat steps

	Producing and implementing visual programs
	With guidance, creates a program in a sequence of steps to perform a basic task with limited opportunity for user input
	Creates a program with user input in a sequence of logical steps
	Creates a program with user input in a sequence of logical steps that includes a decision (branching) to provide the user with a choice
	Creates a program with user input in a sequence of logical steps that includes a decision (branching) and iteration (repeat steps); enables input and decisions and automates repeat steps





Digital Technologies – Unit planning template (Two teaching blocks)
Text in red italics contains instructions and should be removed before finalising.
1. Unit snapshot
Year level: Years XX
Unit name: Add a unit name
Duration: X weeks, X weeks
Curriculum links:
· AC9XXXXX – Content description 
· AC9XXXXX – Content description 
Achievement standard (relevant elements): 
By the end of Year …
Big idea: Add the big idea for the unit.
2. Learning focus for this unit
This section outlines what students will learn, the questions they will explore, and the key terms they will use.
	Learning objectives
	Student‑friendly questions
	Key terms

	By the end of this unit, students will be able to:
	By the end of this unit, students should be able to answer these questions:
	Key terms students will use in this unit:




3. Connections to other learning areas
What useful links or real‑world scenarios can I draw on to support understanding?
Real-world scenarios: 
· Add real world connections.
Learning area connections
· Add learning area connections.
Cross-Curriculum Priorities
Add Cross-Curriculum Priorities, if applicable.
4. Weekly sequence overview
Add a brief description of the unit.
Include a short review and recap (retrieve prior learning) in every lesson to activate what students already know, help them recall key ideas from the previous lesson, and prepare them for the new learning ahead.
Teaching block 1
	Week
	Learning intention:
	Suggested lessons and resources (from DT Hub)
	Success criteria
	Duration

	1
	
	
	
	

	2
	
	
	
	

	3
	
	
	
	

	4
	
	
	
	



Teaching block 2
	Week
	Learning intention:
	Suggested lessons and resources (from DT Hub)
	Success criteria
	Duration

	1
	
	
	
	

	2
	
	
	
	

	3
	
	
	
	

	4
	
	
	
	



5. Anticipated challenges (misconceptions)
Common sticking points students may have:
· Add sticking points or areas of challenge. 
· Add sticking points or areas of challenge. 
· Add sticking points or areas of challenge. 

6. Formative assessment opportunities
Each lesson in this unit can provide evidence of learning through quick checks, observation, and short student explanations. The opportunities below can be used to inform next steps in teaching (formative assessment). 
Teaching block 1
	Week
	Formative assessment opportunities
	Evidence to collect / what to look for

	1
	
	

	2
	
	

	3
	
	

	4
	
	



Teaching block 2
	Week
	Formative assessment opportunities
	Evidence to collect / what to look for

	1
	
	

	2
	
	

	3
	
	

	4
	
	



7. Assessment
Use the evidence collected throughout the unit to make a judgement against the rubric or set a short task to assess students’ proficiency.
	Focus
	1. Limited
	2. Basic
	3. Proficient
	4. Advanced
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