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Digital Technologies – Unit Planning Template (6–8 weeks)


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 Years 1-2 class focusing on algorithms. 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 1-2
Unit name: Algorithms
Duration: 6-8 weeks
Curriculum links:
· AC9TDI2P02 – Follow and describe algorithms involving a sequence of steps, branching (decisions) and iteration (repetition). 
· AC9TDI2K02 – Represent data in different ways.
Achievement standard (relevant elements): 
By the end of Year 2 students represent and process data in different ways. They follow and describe basic algorithms involving a sequence of steps and branching.
Big idea: An algorithm is a set of step‑by‑step instructions that tell someone or a computer how to do something.
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 simple sequence of steps to complete a familiar task.
2. Follow an algorithm that includes a decision (branching) and repeated steps (iteration).
3. Describe a familiar algorithm and represent it using images, arrows and/or words.
4. Identify where a decision and a repeated step occur in their algorithm.
5. Explain how their chosen representation (pictures, arrows, words) helps others follow the algorithm.
	By the end of this unit, students should be able to answer:
1. How do we know which step goes first? 
2. How can we show instructions so someone else can follow them? 
3. What happens when we make a mistake in an algorithm, and how can we fix it? 
4. How do choices (branching) change what happens next? 
5. Why repeat steps in an algorithm?
	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




3. Connections to other learning areas
What useful links or real‑world scenarios can I draw on to support understanding?
Real‑world scenarios: recipes, movement and simple games
Learning area connections
· Mathematics: Patterns and algebra – create and continue repeating patterns using shapes, objects and numbers, and describe the pattern using everyday language (supports sequencing and patterning); Location and transformation – give and follow directions using positional language to describe position and movement in familiar contexts.
· English: Literacy – create and deliver short spoken texts (including recounts) that sequence events in order and include key details; Interacting with others – listen and respond to spoken instructions and use language to give clear spoken instructions to guide others (supports giving precise algorithmic commands); Literature – retell and sequence events in stories.
· Health and Physical Education: Movement and Physical Activity – perform movement sequences and follow rules to participate safely and fairly in games; apply and respond to simple instructions and cues (supports sequencing, branching choices in games, and debugging when rules/instructions are unclear).
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, choose to explore how sequencing and storytelling appear in First Nations cultural practices, if appropriate to local community guidance.

4. Weekly sequence overview
The unit progresses from understanding what an algorithm is, to sequencing and representing steps, to giving commands, and finally applying branching and iteration before combining and applying all these ideas in complete meaningful algorithms.
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.
	Lesson
	Learning intention:
	Suggested lessons and resources (from DT Hub)
	Success criteria
	Duration

	Week 1 What is an algorithm?
	We are learning what an algorithm is, why the order of steps matters, and how to represent steps clearly.

	Scope and sequence Years 1–2
Use introductory resources or videos to explore what an algorithm is.
· What is an algorithm? (Intro resource) or 
· Sequencing Coding camp Lesson 3 (video)

Students draw and sequence steps for a familiar activity, each on a separate card such as (brushing teeth, making breakfast, getting ready for bed).

	Students can:
· draw and sequence steps correctly and represent them clearly
	45-60 min

	Week 2
Sequencing steps
	We are learning to sequence the steps to complete a familiar task and represent the instructions clearly.

	Scope and sequence Years 1–2
The Resources section includes the Smiley Face Biscuit Challenge, which provides an activity where students order cards to sequence the steps for making a smiley face biscuit.

	Students can:
· sequence and label the steps using picture cards and/or oral explanations.
	60 min 

	Week 3
Retelling a story in a sequence
	We are learning to show a story as an algorithm by sequencing and labelling the steps clearly.
	Scope and sequence Years 1–2
The Resources section includes the Storytelling sequence, an activity that uses a story with clear steps, for example one by an Aboriginal author.

	Students can:
· sequence and label story steps using picture cards and/or oral explanations.
	60 min

	Week 4
Giving precise directions
	We are learning to give precise commands and begin identifying and correcting errors. 
	Scope and sequence Years 1–2
The Resources section includes Buzzing with Bee‑Bots, an activity that develops students’ ability to give clear commands by directing a human or floor robot to a specific position on a grid.

	Students can:
· give precise steps to guide a human or floor robot to a position on a grid 
· identify any errors in their instructions.
	60 min

	Week 5
Introducing branching and iteration
	We are learning that algorithms can include simple choices (branching) and repeated actions (iteration) through a traditional Australian First Nations game.
	Scope and sequence Years 1–2 
The Resources section includes Yulunga Traditional Indigenous Games, use the traditional game Kolap to
to explore:
· branching (Did you hit the target? If yes score a point; If no, then no point). 
· repetition (throw the bean bag at the target 5 times).
	Students can:
· tally group scores in a simple table 
· describe where decisions (branching) and repeated actions (iteration) occur.
	60 min

	Week 6
Explicit teaching of branching and iteration
	We are learning that algorithms can include simple choices (branching) and repeated actions (iteration) through a familiar story.
	Scope and sequence Years 1–2 
The Resources section includes the Three Little Pigs story map, which can be used to create an algorithm that follows the events of the story. This activity supports students to explore branching and iteration. 
Provide an explicit model to show how branching and iteration occur, for example:
· ‘Go to a house’
· ‘Knock knock’
· ‘Huff and puff’
· If it falls down, then go to the next house
· If it stays up then stop
· Repeat until a house remains standing.

	Students can:
· follow a simple arrow map to direct the wolf 
· describe where decisions (branching) and repeated actions (iteration) occur.
	60 min 



5. Anticipated challenges (misconceptions)
Common sticking points students may have:
· Thinking that any order of steps will still work. 
· Leaving out steps resulting in incomplete algorithms 
· Giving vague instructions instead of precise actions
· Not recognising what happens next after a choice (branching) in the algorithm 
· Not repeating an action for the required number of times
· Recognising an algorithm does not work but cannot suggest how to fix it.

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). 
	Week
	Formative assessment opportunities
	Evidence to collect / what to look for

	1
	· Students sequence steps on cards and explain why order matters.
· Teacher swaps order of 2 cards and asks students if the algorithm works? 
	· Steps are in logical order.
· Student can explain why changing the order changes the outcome.

	2
	· Students sequence the steps on cards to make the smiley biscuit.
· Students briefly explain each step (why it’s included) while presenting to a peer.
	· Student uses sequence words (first/next/then/last) or clear arrows/images.
· Peer can follow the instructions successfully to make a smiley biscuit. 

	3
	· Students sequence story steps using picture cards.
· Students narrate steps while sequencing the story
	· Sequence matches key events; representation is readable and complete
· Student can describe the algorithm using their representation

	4
	· Students give step-by-step commands to guide a human or floor robot to a target position.
· Students briefly explain any corrections if the robot does not reach the target.
	· Commands are clear and precise (direction, number of steps)
· Student identifies and corrects errors in their instructions.

	5
	· Students play the game and explain the decision points, for example, ‘If I hit the target, I get a point; if not, I don’t’.
· Students identify repeated actions (how many times they throw the bean bag).
	· Student states the decision point and describes the outcomes for each choice.
· Student identifies the repeated action and how many times it occurs.

	6
	· Students mark or annotate the map to show:
· Decision points (branching) for example, If the House fell the go to next
· Repeated actions (iteration), for example, Knock and huff at each house until one doesn’t fall. 
· Students briefly explain their annotations
	· Map shows branching and iteration, and directions are complete enough for someone else to follow.
· Student identifies and explains the choice points and repeated steps.



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. At this stage students are not assessed on iteration. 
Use the assessment task Fairytale fun, where students use the slide sorter function to arrange a set of presentation slides in correct sequence to retell a fairytale.  Ask students to identify any points in the story where a character makes a choice (branching) and briefly explain why it is a decision. Students can annotate slides or verbally describe these decision points.
	Focus
	1 (limited)
	2 (basic)
	3 (proficient)
	4 (advanced)

	Following algorithms
(following verbal, written or drawn instructions)

	With guidance, follows a simple sequence of steps

	Follows a simple sequence of steps accurately

	Follows a sequence with branching (choice) 

	Follows a sequence with branching, explaining how specific steps achieve the overall outcome

	Describe and represent algorithms
(describing an algorithm represented verbally, or as written/drawn instructions)
	With guidance, describes a simple sequence of steps.
	Describes a simple 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, explains the purpose of key steps, and justifies the chosen representation.



Digital Technologies – Unit Planning Template (6–8 weeks)
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
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:
	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:   
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.
	Week
	Learning intention:
	Suggested lessons and resources (from DT Hub)
	Success criteria
	Duration

	1
	
	
	
	

	2
	
	
	
	

	3
	
	
	
	

	4
	
	
	
	

	5
	
	
	
	

	6
	
	
	
	



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). 
	Week
	Formative assessment opportunities
	Evidence to collect / what to look for

	1
	
	

	2
	
	

	3
	
	

	4
	
	

	5
	
	

	6
	
	



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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