
 
 
Digital Technologies in the 
Australian Curriculum 

8 May 2014 
Julie King 
Senior Project Officer, Technologies 



Overview 
 
•  Curriculum development process 
•  Australian Curriculum: Technologies 
•  Key ideas  
•  Implementation and resources 



 
 
Curriculum development 
process 



Learning for life 
Australian governments committed to 
working in collaboration to promote 
equity and excellence in Australian 
schooling, with school sectors 
supporting all young Australians to 
become 
 
•  successful learners 
•  confident and creative individuals 
•  active and informed citizens. 
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General capabilities 
•  Literacy 
•  Numeracy 
•  Information and communication technology 

capability 
•  Critical and creative thinking 
•  Personal and social capability 
•  Ethical understanding 
•  Intercultural understanding 
 

Learning areas 
•  English 
•  Mathematics 
•  Science 
•  Humanities and social sciences – history, geography, 

economics and business, civics and citizenship 
•  The Arts 
•  Languages 
•  Health and physical education 
•  Technologies – design and technologies, digital 

technologies 

Cross-curriculum priorities 
•  Aboriginal and Torres Strait Islander 

Histories and Cultures 
•  Asia and Australia’s engagement with 

Asia 
•  Sustainability 
 

Dimensions of the Australian 
Curriculum 
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Australian Curriculum: 
Technologies Shaping Process 
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Australian Curriculum: 
Technologies writing process 

Appointment of 
Writers and Advisory 

group 
Writing  Consultation and 

Trialling  Revising 
Available for use; 

awaiting final 
endorsement 







 
 
Australian Curriculum: 
Technologies 



Technologies curriculum 
Curriculum has been 
developed:  
•  from Foundation to Year 8 

in two subjects: Design 
and Technologies and 
Digital Technologies  

•  from Years 9 to 10 in two 
optional subjects: Design 
and Technologies and 
Digital Technologies 



Digital Technologies structure 
Comprises two related strands:  

•  Digital Technologies knowledge and understanding – the 
information system components of data, and digital 
systems (hardware, software and networks)  

•  Digital Technologies processes and production skills – 
using digital systems to create ideas and information, and 
to define, design and implement digital solutions, and 
evaluate these solutions and existing information systems 
against specified criteria. 



ICT in the Australian Curriculum 

•  the capability assists students to become 
effective users of ICT 

•  the Digital Technologies curriculum assists 
students to become confident creators of 
digital solutions 



 
 
 
Key ideas 



Key ideas 

•  Creating preferred futures 
•  Project management 
•  Types of thinking: 

– systems thinking 
– design thinking 
– computational thinking 



Computational thinking 
•  underpins learning in Digital Technologies and is 

used in Design and Technologies 
•  problem-solving method that is applied to create 

solutions that can be implemented using digital 
technologies 

•  involves integrating strategies, such as 
organising data logically, breaking down 
problems into parts, interpreting patterns and 
models and designing and implementing 
algorithms.  



Key concepts 
A number of key concepts underpin the Digital Technologies curriculum: 

•  Abstraction, which underpins all content, particularly the content 
descriptions relating to the concepts of data representation and 
specification, algorithms and implementation 

•  Data collection (properties, sources and collection of data), data 
representation (symbolism and separation) and data interpretation 
(patterns and contexts) 

•  Specification (descriptions and techniques), algorithms (following and 
describing) and implementation (translating and programming) 

•  Digital systems (hardware, software and networks and the internet) 

•  Interactions (people and digital systems, data and processes) and impact 
(impacts and empowerment).  
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Implementation 
•  Facilitating implementation support 

discussions with stakeholders: 
professional learning, initial teacher 
education and resources 

•  Developing work sample portfolios 
•  Working with ESA to identify resources on 

Scootle to support content descriptions  



Implementation discussion 
•  Australian Computer Society 
•  Australian Council for Computers in Education  
•  Australian Council for Deans of Education 
•  Australian Council of Deans of ICT 
•  Australian Institute for Teaching and School Leadership (AITSL) 
•  Information Technology Industry Innovation Council 
•  National ICT Australia (NICTA)  

and Group X National (Digital Careers) 
•  Australian Information Industry Association (AIIA) 
•  Education Services Australia 
•  CSIRO Education 
•  Office of the Chief Scientist  

 







Mentors 



Student activities 
Bebras Challenge http://www.bebras.edu.au/ 

Code Club Australia http://codeclubau.org/ 

Young ICT Explorers www.youngictexplorers.net.au 

GROK learning offers courses and competitions: 
 National Computer Science School 
 National Computer Science Challenge 
 Hour of code https://groklearning.com 

 
 



Do you follow? 



More information 

Contact: 
Julie King 
Senior Project Officer, Technologies 
Julie.king@acara.edu.au 


