Digital Technologies Levels 9 and 10 curriculum area map – example
Digital Technologies Levels 9 and 10 curriculum area map – example
Use this curriculum area map to identify where achievement standard sentences and content descriptions are explicitly addressed within your school’s teaching and learning units. This template will help you to both map the Victorian Curriculum F–10 Version 2.0 and audit your current teaching and learning units.
Instructions 
1. Enter your details in the footer on page 1. 
2. Enter the title of each teaching and learning unit in the first column of each mapping table. Indicate the connections to the curriculum by checking the box of the relevant content description(s) and writing the number of the relevant sentence(s) from the achievement standard. 
3. Complete all the mapping tables, listing all teaching and learning units. Check that all achievement standard sentences have been covered. Detail any comments, notes and actions.
4. Complete the ‘Assessment’, ‘Analysis of curriculum coverage’ and ‘Next steps’ sections on the final page(s).
Hint: Use your completed curriculum area map to start populating or updating your curriculum area plan.


	Achievement standard (AS), with numbered sentences
	Y/N

	1. By the end of Level 10, students explain how digital systems manage, control and secure access to data in networks.
	ü

	2. They model and evaluate cyber security threats and vulnerabilities.
	ü
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	Strand
	Digital Systems and Security

	
	Content description (CD)
	investigate how hardware and software manage, control and secure access to data in networked digital systems
VC2TDI10S01
	develop cyber security threat models, and explore a software, user or software supply chain vulnerability
VC2TDI10S02

	Teaching and learning unit
	Semester, year
	CD
	AS no.
	CD
	AS no.

	9.1 Online business and gamers
	1, 9
	ü	1
	ü	2

	Comments, notes, actions
	Students investigate the hardware, software and network requirements for creating a viable and secure online business or gaming server. They examine how digital systems manage, control and secure data access, and identify threats, including vulnerabilities in software, users or the supply chain. Findings are presented in a detailed report.





	Achievement standard (AS), with numbered sentences
	Y/N

	3. Students describe a range of data compression techniques.
	ü
	4. They represent documents as content, structure and markup.
	ü

	5. Students acquire, manipulate and validate data using spreadsheets and relational databases.
	ü

	6. They interpret, model and visualise data using spreadsheets, and relational databases using queries, to draw conclusions and identify trends.
	ü

	7. Students use advanced features of digital tools to create and communicate interactive content for an audience.
	ü

	8. They use project management tools to plan and manage individual and collaborative iterative projects.
	ü

	9. Students identify and apply privacy principles to manage digital footprints.
	ü



	
	Strand
	Data, Information and Privacy

	
	Content description (CD)
	investigate simple data compression techniques
VC2TDI10D01
	represent documents online as content (text), structure (markup) and presentation (styling) and explain why such representations are important
VC2TDI10D02
	develop techniques to acquire, store, manipulate and validate data from a range of sources using software tools, including spreadsheets and relational databases
VC2TDI10D03
	analyse and visualise data interactively using a range of software, including spreadsheets and relational databases and queries, to draw conclusions and make predictions by identifying trends and outliers
VC2TDI10D04
	select and use emerging digital tools and advanced features to create and communicate interactive content for a diverse audience
VC2TDI10D05
	use simple project management tools to plan and manage individual and collaborative iterative projects, accounting for risks and responsibilities
VC2TDI10D06
	apply the Australian Privacy Principles to critique and manage the digital footprint that existing systems and student solutions collect
VC2TDI10D07

	Teaching and learning unit
	Semester, year
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.

	9.2 Build a splash page
	1, 9
	ü	3
	ü	4
	☐	
	☐	
	☐	
	☐	
	☐	

	9.3 Audience trends
	1, 9
	☐	
	☐	
	ü	5
	ü	6
	☐	
	☐	
	☐	

	9.4 Should we use AI?
	1, 9
	☐	
	☐	
	☐	
	☐	
	ü	7
	ü	8
	ü	9

	Comments, notes, actions
	9.2 Build a splash page: Students design and build a splash page for an online business or gaming company using HTML and CSS. They learn how web content is structured and styled, and explore why separating content, markup and styling is important. As part of the build, they investigate simple data compression techniques and apply them by embedding compressed video and audio files into their page.
9.3 Audience trends: Students investigate the characteristics of a target audience. They collect, organise and visualise data about their target audience and draw conclusions. Students create a model client database to capture important data on prospective clients and use queries to predict how sucessful product lines might be.
9.4 Should we use AI?: Students evaluate the ethics of using artificial intelligence (AI) to generate content or collect data on clients. They work in groups and use project management tools to create an online presentation or website. Students take account of risks and responsibilities, and apply privacy principles.





	Achievement standard (AS), with numbered sentences
	Y/N

	10. Students decompose real-world problems, identify needs, and determine functional and non-functional requirements.
	ü

	11. They design, validate and test algorithms using flowcharts and pseudocode.
	ü

	12. Students design and prototype user interfaces and user experiences, and evaluate alternative designs against design criteria.
	ü

	13. They implement algorithms and debug programs using an object-oriented programming language.
	ü

	14. Students critically evaluate digital solutions against user needs and the functional and non-functional requirements.
	ü



	
	Strand
	Creating Digital Solutions

	
	Content description (CD)
	define and decompose real-world problems, taking into account functional and non-functional requirements and by interviewing and surveying stakeholders to identify needs
VC2TDI10C01
	design algorithms involving logical operators and represent them as flowcharts and pseudocode, and validate algorithms and programs by comparing their output against a range of test cases
VC2TDI10C02
	design, modify and prototype the user interface and user experience of a digital system; generate, communicate and critically evaluate alternative designs against design criteria
VC2TDI10C03
	implement, modify and debug modular programs, applying selected algorithms and data structures, including in an object-oriented programming language
VC2TDI10C04
	evaluate existing and student-created solutions against the requirements and design criteria, user needs, possible future impact and opportunities for enterprise and innovation
VC2TDI10C05

	Teaching and learning unit
	Semester, year
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.
	CD
	AS no.

	10.1 Game investigation and design
	2, 10
	ü	10
	☐	
	ü	12
	☐	
	☐	

	10.2 Game logic
	2, 10
	☐	
	ü	11
	☐	
	☐	
	☐	

	10.3 Program the game
	2, 10
	☐	
	☐	
	☐	
	ü	13
	☐	

	10.4 Evaluation
	2, 10
	☐	
	☐	
	☐	
	☐	
	ü	14

	Comments, notes, actions
	10.1 Game investigation and design: Students decompose a problem and interview stakeholders, and then identify the functional and non-functional requirements to create a 2-person word-guessing game. They create user interface designs to demonstrate the gameplay and evaluate the best designs using criteria.
10.2 Game logic: Students use the game requirements and user interface design from Unit 10.1 to logically work out how the game will work. They design algorithms to model how a program will accept player input and give feedback. Students use different testing techniques to validate if their algorithms will work under different scenarios.
10.3 Program the game: Students implement previously created algorithms from Unit 10.2 in an object-oriented programming language to create a 2-person guessing game. They develop a class that will store player properties and methods that will check the validity of each guess and update a player’s score. Students create the program in easy-to-read modules and use debugging techniques to create a working game.
10.4 Evaluation: Students evaluate their game from Unit 10.3 and their peers’ games against requirements and design criteria to assess whether the games met the original intention. They report on opportunities for further innovation.




Assessment 
	Teaching and learning unit
	Assessment task(s) and type(s)
	AS no.

	9.1 Online business and gamers
	Report – Students investigate the hardware, software, network and security requirements of an online business or gaming server. They explain how data is protected, investigate potential vulnerabilities, and present their findings.
	1, 2

	9.2 Build a splash page
	Folio – Students design and build a splash page for an online business or gaming company using HTML and CSS. They explain how web content is structured and styled to achieve the desired outcome. Students embed compressed video and audio files into their splash page and report on compression techniques used.
	3, 4

	9.3 Audience trends
	Report – Students submit a report about a target audience that includes spreadsheets and data visualisations. The report will draw conclusions about a target audience and include a model database of prospective clients and predictions of successful product lines based on queries.
	5, 6

	9.4 Should we use AI?
	Collaborative presentation – Student groups use project management tools, account for risks and responsibilities, and apply privacy principles to submit a presentation that evaluates the ethics of using artificial intelligence.
	7, 8, 9

	10.1 Game investigation and design
	Report – Students submit functional and non-functional requirements for a 2-player game. 
Folio and report – Students submit user interface designs to demonstrate the gameplay and report on how they evaluated the best design.
	10, 12

	10.2 Game logic
	Folio – Students submit a series of algorithms that demonstrate the logic of a game. They submit evidence of validation by comparing their algorithm output against a range of test cases.
	11

	10.3 Program the game
	Folio – Students submit working program modules that demonstrate their ability to implement algorithms to produce a 2-person guessing game using an object-oriented programming language. They submit evidence of debugging the key features of their program.
	13

	10.4 Evaluation
	Report – Students evaluate their game and peers’ games against requirements and design criteria. They present their conclusions and report on opportunities for further innovation.
	14


Analysis of curriculum coverage
	The following questions could be used as prompts for the analysis process:
Refer to the mapping tables:
Have you addressed all the achievement standard sentences? Yes, all the achievement standard sentences have been covered in the 2-year band.
Have you addressed all the content descriptions? Yes, all the content descriptions have been covered in the 2-year band. 
Where are there gaps in the content description coverage? There are no gaps in the content description coverage.
Refer to the ‘Assessment’ table:
Has each achievement standard sentence been addressed appropriately? Yes, each achievement standard sentence has been addressed appropriately in the assessment table.
Where are there gaps in the achievement standard coverage? There are no gaps in the acheivement standard coverage across the 2-year band. If a student chose not to pursue a Digital Technologies elective at Year 10, they would only be exposed to achievement standard sentences 1–9. The alternative is to try to cover 14 achievement standard sentences in one semester at Year 9. This is insufficient time for students to develop the depth of skills required to demonstrate full coverage of the Levels 9 and 10 achievement standard.
Have students had the opportunity to show evidence that they are progressing towards the achievement standard? Yes, the program and assessment task provide an opporunity for students to progress towards the achievement standard.
Consider:
Are all content descriptions equal? No, some content descriptions are unique to Digital Technologies and contain knowledge and skills that students sometimes struggle with. This requires a greater cognitive load. 
Is anything being over-taught? No, content descriptions and achievement standard sentences are logically distributed across a 2-year band. The achievement standard is asessed appropriately through the assessment tasks with no overlap. There are opportunities for teachers to revisit content descriptions across each unit and review achievement standards through further formative assessment.
Is anything being missed completely or given insufficient attention? Nothing is missed completely or not given sufficient attention. The 8 units of work have been designed to cover all the content descriptions and achievement standard sentences of the band.


Next steps
	The following questions could be used as prompts for next steps:
What implications would gaps in achievement standard coverage have on assessment? If the intent of a content description was that students had to demonstrate a given skill and that skill was not taught or assessed, the assessment for that unit of work would not be valid. A gap in coverage of the achievement standard could have a more serious knock-on effect for a following unit of work. For example, if students were not able to work out the requirements for a solution, they would struggle to design an interface, create an algorithm and develop a program. The foundations of one acheivement standard are often the core to scaffolding of the next unit or work.
What implications would gaps in content description coverage have on your teaching and learning units? As above. If the intent of the content descriptions is not explictly taught, students will not have the comprehensive knowledge to satisfy the demands of the learning area. As stated above, because of the unique skill set of Digital Technologies, there is a range of skills that needs to be explicitly taught and assessed. Students will not be able to ‘discover for themselves’ the solid prerequisite skills to be able to understand a problem, design a solution and develop that solution. 
How will you address any gaps? There are no gaps. All content descriptions and achievement standard sentences have been addressed. The units of work have been distributed over a 2-year band to ensure the depth of learning.
Use your completed curriculum area map to start populating or updating your curriculum area plan.
Note: This model of curriculum implementation is for a school that offers a Digital Technologies subject or elective at Year 9 and a Digital Technologies elective at Year 10. Typically, the Year 10 elective covers one semester and 4 hours’ worth of classes per week. 
The units of work are designed to distribute the curriculum content descriptions and achievement standard sentences over a 2-year span without any repetition. At Year 9, students focus on the Digital Systems and Security, and Data, Information and Privacy strands. At Year 10, students focus on the Creating Digital Solutions strand, which is conceptually more demanding. 
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