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[bookmark: _Toc219900893]Rationale
The NSW Department of Education publishes a range of curriculum support materials, including samples of lesson sequences, scope and sequences, assessment tasks, examinations, student and teacher resource booklets and curriculum planning and curriculum evaluation templates. The samples are not exhaustive and do not represent the only way to complete or engage in each of these processes. Curriculum design and implementation is a dynamic and contextually specific process. While the mandatory components of syllabus implementation must be met by all schools, it is important that the approach taken by teachers is reflective of their needs and faculty or school processes.
[bookmark: _Hlk219878550][bookmark: _Int_pHgkKFWJ]The Curriculum planning and programming, assessing and reporting to parents K-12 policy and its associated standards emphasise inclusive programming, ensuring all students have access to educational programs that meet their diverse needs. The NSW Education Standards Authority (NESA) defines programming as ‘the process of selecting and sequencing learning experiences which enable students to engage with syllabus outcomes and develop subject specific skills and knowledge’ (NESA 2022b). A program is developed collaboratively within a faculty. It differs from a unit in important ways. A unit is a contextually-specific plan for the intended teaching and learning for a particular class for a particular period. The organisation of the content in a unit is flexible, and it may vary according to the school, the teacher, the class and the learning space. They should be working documents that reflect the thoughtful planning and reflection that takes place during the teaching and learning cycle. There are mandatory components of programming and unit development, and this template provides one option for the delivery of these requirements. NESA and department guidelines that have influenced this template are elaborated upon at the end of the document.
This resource has been developed to assist teachers in NSW Department of Education schools to create learning that is contextualised to their classroom. It can be used as a basis for the teacher’s own program, assessment or scope and sequence, or be used as an example of how the new curriculum could be implemented. The resource has suggested timeframes that may need to be adjusted by the teacher to meet the needs of their students.
[bookmark: _Toc219900894]Introduction
[bookmark: _Integrated_teaching_and][bookmark: _Toc219900895]Integrated teaching and learning programs to meet the needs of diverse learners
Integrated teaching and learning programs use a multi-tiered approach to support teachers to plan for all students in any class or setting. Integrated programs consider the stage outcomes and Life Skills outcomes to inform teaching and learning to meet the diverse needs of students. By understanding and appreciating learner variability, flexible learning experiences can be planned to provide opportunities for diverse learners in every classroom to engage with curriculum and achieve their full potential, while providing a culturally inclusive space for all.
Universal strategies are quality differentiated teaching practices that are used to optimise learning and engagement for all students. Teachers build on universal strategies and intensify support through targeted differentiation and personalised learning and support to meet identified student needs. 
A multi-tiered approach to curriculum planning is a strategic and efficient way for teachers to enhance learning outcomes for every student. It involves increasingly intensified support across 3 tiers.
Tier 1 – universal – a proactive approach to support inclusive design of the whole learning environment.
Tier 2 – targeted differentiation – the direct and intentional response of teachers to meet identified needs of individuals or groups of students, in addition to broad universal planning.
Tier 3 – personalised learning and support – a collaborative process that responds to the individual needs of students with disability in addition to universal planning and targeted differentiation.
This example of an integrated teaching and learning program provides one approach to sequencing and progression of learning based on the pedagogical principles of explicit teaching and inclusive practice. Refer to the Personalised learning and support procedures, Adjustments to teaching and learning and Collaborative curriculum planning process to determine the best model of support for students.
[bookmark: _Toc219900896]Life Skills eligibility 
Life Skills courses are designed for students with intellectual disability or an imputed intellectual disability in Years 7 to 12 who cannot access stage outcomes or for whom prior stage outcomes are not appropriate. This is determined through collaborative curriculum planning involving the student, parents or carers, and teachers. They are not suitable for students without intellectual disability or students who could meet outcomes with adjustments.
[bookmark: _Toc219900897]Assessment of Life Skills outcomes 
Students must demonstrate achievement of one or more Life Skills outcomes. Assessments can be flexible through using various written, spoken, visual and assistive technologies, and may be implemented in different learning environments. Formal assessment of Life Skills outcomes is not required.
For further information regarding student eligibility and credentialling requirements, see NESA’s ACE Rule 11.


[bookmark: _Toc219900898]About this resource
Please note: this learning sequence is a partial example to enable teachers to engage with the multi-tiered planning approach.
[bookmark: _Toc148102520][bookmark: _Toc219900899]Purpose of resource
[bookmark: _Toc148102521]This sample integrated program of learning supports teachers in NSW Department of Education schools to plan for all students in any class or setting. It supports the diverse learning needs of students studying Computing Technology Life Skills, who are working towards either Stage 6 or Stage 6 Life Skills syllabus outcomes and content in a Year 11 Enterprise Computing class.
The template is inclusive of the learning needs of all students. Additional curriculum planning support for Aboriginal and/or Torres Strait Islander students, students learning English as an additional language or dialect (EAL/D), high potential and gifted students and students with disability is available at .
[bookmark: _Toc219900900]Target audience
[bookmark: _Toc148102522]This sample is intended to support teachers and curriculum leaders in all settings as they develop contextually appropriate teaching and learning resources for the Computing Technology Life Skills 11–12 Syllabus (2022) which is taught alongside the Enterprise Computing 11–12 Syllabus (2022). 
[bookmark: _Toc219900901]When and how to use
Teachers may: 
use this resource as part of a broader curriculum planning and assessment planning process which includes a scope and sequence and assessment plan/schedule
use the teaching and learning program as a model and make modifications reflective of contextual needs 
examine the program of learning and associated resources and collaboratively refine them based on faculty or school goals  
examine the materials to collaboratively plan opportunities for team teaching, collaborative resource development, mentoring, lesson observation and the sharing of student samples 
use the programming, assessment practices or syllabus planning detailed in the program as an opportunity to backward map Years 10 to 7.
[bookmark: _Hlk219722370]Incorporating learning activities with a multi-tiered approach 
Learning activities: when planning with a multi-tiered approach, consider students’ varied strengths, interests and needs, and use universal strategies to support all learners. Build on this with targeted differentiation, such as scaffolded tasks, flexible groupings or adjusted complexity to support or extend learning. For students with individualised needs, provide personalised adjustments such as tailored instruction, assistive technology or appropriate supports.
The balance between universal, differentiated and personalised approaches may vary depending on the content and skills being taught. Gathering evidence of learning across all tiers supports ongoing reflection on student progress. Keeping a record of planned differentiation and adjustments, including extension strategies, helps maintain a responsive and inclusive classroom environment.
This approach could include starting with universal strategies that all students can engage with, like such as clear intentions, visuals and multimodal activities. Learning can then be broken into targeted activities for students learning Life Skills and mainstream content where needed to enable all students to meet the learning intentions. Students may be brought back at the end of the lesson to conclude with another universal strategy. Depending on the content and/or skills, each lesson may require multiple universal and scaffolded sessions. In some instances, a whole lesson may operate on universal strategies. Evidence of learning will need to be integrated into scaffolded activities when separating Life Skills and mainstream syllabus content.
Differentiation/adjustments: document strategies and adjustments required for specific students, this also includes differentiation for extension requirements.


[bookmark: _Toc112681289][bookmark: _Toc219900902]Overview
Description: this integrated program of learning addresses Interactive media and the user experience (UX). The lessons and sequences in this program of learning are designed to allow students to identify interactive digital media and its applications. They explore the transfer of data in interactive digital media. Students investigate the ways in which digital media is used and how this influences the design and development of interactive media systems.
Students are provided with opportunities to use design thinking skills in the design and development of interactive media systems for a specific user or function. They use systems thinking when they participate in a functional project that uses multimedia enterprises.
Duration: this integrated program of learning is designed to be completed over a period of approximately 1 week in 60-minute lesson sequences but can be adapted to suit student needs and school context.
[bookmark: _Toc219900903]Syllabus information
[bookmark: _Toc112681290]Teachers have the flexibility to plan projects with students that best address their individual needs and interests, as well as the context and resourcing of the school. Project work is an iterative process that builds on a systematic approach to problem identification, research, problem-solving, prototyping and evaluation. Project work also provides opportunities for students to learn about the value of planning and reviewing processes which are embedded in the design and production process.
In this focus area, students are provided with opportunities to develop one or more projects that consider human-centred design. Projects explore the use of interactive media software and hardware to demonstrate the importance of digital design and interactive media as a communication tool. Projects may include a collection of media files, and the use of software to design and develop an interactive product.
Potential projects include:
presenting findings from the analysis of a website and its accessibility for the user (consider appearance, navigation, social and ethical issues)
creating an interactive website showing viewers and listeners about a location of interest in your local area, using images, sound, voice and/or video to connect with the location.


[bookmark: _Toc219900904]Unit outcomes
Table 1 – Life Skills and mainstream outcomes
	Stage 6 Life Skills outcomes 
	Stage 6 outcomes

	A student:
demonstrates awareness that computing technology can be used for everyday purposes CT-LS-01
explores appropriate uses of computing technology in everyday contexts CT-LS-02
explores relationships between computing technologies, the individual and society CT-LS-07
demonstrates social and ethical practices associated with computing systems CT-LS-08
investigates the suitability of computing systems for specific purposes CT-LS-12
	A student:
describes how systems are used in a range of enterprises EC-11-01
explains how innovative technologies have influenced enterprise computing systems EC-11-06
explores the social, ethical and legal implications of the application of enterprise computing systems on the individual, society and the environment EC-11-07
investigates the effectiveness of an enterprise computing system EC-11-10


Computing Technology Life Skills 11–12 Syllabus and Enterprise Computing 11–12 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales, 2022.
[bookmark: _Toc219900905][bookmark: _Toc112681291]Integrated lesson sequence
[bookmark: _Toc219900906]Lesson 1
The tables below capture the multi-tiered approach to teaching and learning activities to support students in achieving learning outcomes.
Table 2 – outcomes, learning intentions and success criteria
	Life Skills Stage 6
	Stage 6

	A student:
demonstrates awareness that computing technology can be used for everyday purposes CT-LS-01
explores appropriate uses of computing technology in everyday contexts CT-LS-02
	A student:
describes how systems are used in a range of enterprises EC-11-01

	Learning intention
We are learning to:
understand interactive media and its use in daily life.
Success criteria
I can:
identify interactive media I use regularly
identify reasons why people engage with interactive media.
	Learning intention
We are learning to:
understand the ubiquity of interactive media.
Success criteria
I can:
define key terminology
identify examples of interactive media
explain how interactive media and the UX is used to communicate information to an audience.


Table 3 – universal teaching and learning activities
	Universal teaching and learning activities
	Evidence of learning

	Introduce the learning intention and success criteria. 
The teacher explains what students are learning and how they will demonstrate understanding. The teacher uses simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
The teacher leads a classroom discussion about interactive media and the user experience introducing the topic for the first time. For example, ‘Today we’re going to explore something that shapes so much of our daily lives – interactive media. Interactive media refers to digital content or platforms that allow the user to actively participate or interact with the media, rather than just passively viewing or listening. This can include pressing buttons, but also other forms of interaction such as clicking, dragging, inputting data, making choices or navigating through content.
‘I want you to take a moment and think about your day so far. How many times have you interacted with some kind of digital media – whether it was scrolling through social media, playing a game, watching a video or even using an app for homework or chatting with friends?’
During the lesson introduction, the teacher poses a series of questions to the students in preparation for the first activity which is a brainstorm on examples of interactive media they have encountered in daily life. 
Some students may have difficulty in whole class discussions. Students turn to a peer to discuss; an assigned student reports back to the class. Alternatively, visuals may be displayed to support understanding and assist students in responding.
Questions to pose to the class include:
Can someone give me examples of interactive media you use regularly?
How is interactive media different from traditional media, such as TV or newspapers?
Where do we encounter interactive media?
Is interactive media limited to phones and computers, or can it be found elsewhere? (Think about public spaces, advertising, education, gaming and so on.)
Can you think of any interactive media in places you might not expect?
Activity 1: students brainstorm examples of interactive media they have encountered in daily life.
The teacher explains the first topic is called the ‘ubiquity of interactive media’. They break down the terminology. ‘I want to talk about an interesting phrase you might hear: the ubiquity of interactive media. Let’s break it down together. First, “ubiquity” is a big word that means something is everywhere or very common. We have just shared examples of where interactive media is used in our daily lives and saw examples on the display.’ During the explanation the teacher displays images of interactive media to assist in understanding. 
‘Now, “interactive media” refers to any technology or platform that lets you interact or communicate with it. This could be things such as video games, apps, websites or even social media where you can click, type or touch to respond or make decisions.
‘So, when we say, “the ubiquity of interactive media”, we mean that interactive media is everywhere around us – it’s a very common part of our daily lives. You can find it on your phones, computers, TVs, in advertising, education and even in the way we shop or learn new things.’
The teacher poses questions to the class and facilitates classroom discussion. Some students may have difficulty in whole class discussions. Students turn to a peer to discuss; an assigned student reports back to the class. Alternatively, visuals may be displayed to support understanding and assist students in responding.
Questions to pose to the class include:
What makes interactive media so popular and widespread today?
How has technology driven this ubiquity?
The teacher offers multiple ways for students to express their understanding such as drawing, matching or speaking, rather than only written definitions when analysing key terms.
	Evidence of learning: students restate the learning intention and success criteria in their own words (written, spoken, typed or pictorial).
Students can participate in the teacher-led classroom discussion about interactive media and the user experience.
Students have the required background knowledge to communicate and define key terminology. 
Group activities are scaffolded with word banks, picture supports and real-life examples for key terms to support understanding.
Multiple ways are offered for students to express their understanding such as drawing, matching or speaking, rather than only written definitions.
Questions and tasks are differentiated to match students’ abilities including using options such as multiple choice, matching or sentence starters.


Table 4 – targeted teaching and learning activities
	Life Skills teaching and learning activities
	Mainstream teaching and learning activities

	1. Students work in pairs or small groups to define: 
ubiquity
interactive media
UX.
Offer multiple ways for students to express their understanding such as drawing, matching or speaking, rather than only written definitions.
Describe different types of interactive media, such as social media, video games, virtual reality and interactive websites. 
The teacher may differentiate questions to match students’ abilities, including using options such as multiple choice, matching or sentence starters.
Research and provide screenshot examples of social media, video games, virtual reality and interactive websites.
Students develop their own picture supports to assist in their understanding. They research and provide screenshot examples of social media, video games, virtual reality and interactive websites. 
Evidence of learning for activity 1: students can explain what ubiquity, interactive media and UX means and show picture supports or give examples of these. 
Evidence of learning for activity 2: students can describe different types of interactive media such as social media, video games, virtual reality and interactive websites.
Evidence of learning for activity 3: students can research and provide screenshot examples of social media, video games, virtual reality and interactive websites.
	1. Define key concepts:
ubiquity
interactive media
UX.
Students describe different types of interactive media such as social media, video games, virtual reality and interactive websites.
Research and provide screenshot examples of social media, video games, virtual reality and interactive websites.
Evidence of learning: students can recount and recall experiences of using interactive media in their daily lives.
Students start a glossary of key terms and begin with defining ubiquity, interactive media and UX.
Students add to this glossary throughout the learning sequence to assist in correct use of specialist terminology.
Students can classify interactive media products into social media, video games, virtual reality and interactive websites.
Students can analyse enterprise systems and identify interactive media examples as either communication, entertainment or commerce, or a combination of these, and can align them to interactive media examples.


Table 5 – lesson closure: universal Lesson 1 reflection and feedback activity
	Universal reflection and feedback activities
	Evidence of learning and next steps

	1. Students complete an exit ticket based on the learning intention and success criteria. Students can rate their confidence with a ‘yes’ or a ‘no’, reflecting on the understanding they have gathered on interactive media and the user experience during the lesson.
	Evidence of learning: students reflect on what their understanding is of key terminology for the new topic. 
1. Use observations to plan on reiterating and embedding key terminology in future lessons. 




[bookmark: _Toc219900907]Lesson 2
The tables below capture the multi-tiered approach to teaching and learning activities to support students in achieving learning outcomes.
Table 6 – outcomes, learning intentions and success criteria
	Life Skills Stage 6
	Stage 6

	A student:
demonstrates awareness that computing technology can be used for everyday purposes CT-LS-01
explores appropriate uses of computing technology in everyday contexts CT-LS-02
explores relationships between computing technologies, the individual and society CT-LS-07
	A student:
describes how systems are used in a range of enterprises EC-11-01
explains how innovative technologies have influenced enterprise computing systems EC-11-06

	Learning intention
We are learning to:
explore how computing technology is used in everyday life and how different types of interactive media help people communicate, have fun and shop online.
Success criteria
I can:
name some examples of interactive media used for communication, entertainment and shopping online 
talk about ways technology can be used in everyday life and how it might change in the future
sort and match different types of interactive media and think about how people use them.
	Learning intention
We are learning to:
understand and categorise different examples of interactive media, explore future developments in interactive media and UX, and apply their knowledge by designing a user interface prototype.
Success criteria
I can:
identify and provide at least 3 examples of interactive media in the categories of communication, entertainment and commerce
analyse future technology trends and describe their potential impact on interactive media and user experience
create and organise a table of interactive media examples correctly and design a user interface prototype based on future developments.


Table 7 – universal teaching and learning activities
	Universal teaching and learning activities
	Evidence of learning

	1. Introduce the learning intention and success criteria 
The teacher explains what students are learning and how they will demonstrate understanding. The teacher uses simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
The teacher leads a classroom discussion about interactive media and the user experience. For example, ‘Today we’re going to explore the different types of interactive media that we use every day and learn to categorise them into 3 key areas: communication, entertainment and commerce. Interactive media is all around us and it plays a big role in how we connect, have fun and shop or do business.’
The group discussion continues, ‘Let’s list some examples of interactive media and decide together, are they mainly used for communication, entertainment or shopping online?
‘I’m going to name a few interactive media examples one by one. When you hear each one, decide which category it fits: communication, entertainment or shopping online. For example, if I say “Instagram”, what category does that fit into? And why?’
Examples of interactive media to include are Zoom, YouTube, Amazon, TikTok, WhatsApp, Netflix, eBay, Fortnite. A choral response or the use of mini whiteboards can capture student responses.
This activity encourages categorisation skills, setting the tone for deeper analysis and classification work. At times, an example may fit into more than one category and this can be discussed as a class. 
	Evidence of learning: restate the learning intention and success criteria in their own words (written, spoken, typed or pictorial).
Students can actively listen and participate in the teacher-led classroom discussion about the categories of interactive media and the user experience.
Students increase their background knowledge required to understand and categorise different examples of interactive media and explore future developments in interactive media and UX.


Table 8 – targeted teaching and learning activities
	Life Skills teaching and learning activities
	Mainstream teaching and learning activities

	1. Students provide 3 examples of interactive media examples including communication, entertainment and shopping online. Students can research images of the interactive media.
1. As a class, watch 15 New Future Technology Predictions for 2030 That Will Change The World (12:23) and examine potential future developments that relate to interactive media and the UX. 
Students have images of future technologies and match these with their use. 
Students cut up a table of interactive media examples into flashcards. The cards can be arranged by students into correct categories as either communication, entertainment or shopping online, or a combination of these.
Evidence of learning: students demonstrate understanding by categorising and providing examples of interactive media across communication, entertainment and shopping online, supported by researched images and flashcard activities.
Students engage in critical thinking and application by analysing future technology developments from a video, articulating personal relevance, and drawing and labelling a user interface prototype.
	1. Provide 3 examples of interactive media in the categories of communication, entertainment and commerce.
As a class, watch 15 New Future Technology Predictions for 2030 That Will Change The World (12:23) and examine potential future developments that relate to interactive media and the UX. 
Students record 15 sample answers from the video. Sample answers include:
people will control things around them by merely thinking about them (0:31)
food that tastes exactly as you want (2:09)
we will use digital perfumes and deodorants and control how we smell to others (4:00)
robots will be doing many everyday tasks (5:35)
doctor visits will be replaced by automated examinations (6:58)
we will be wearing smart clothing (7:45)
3D printing of everyday goods and, later, human organs (8:18)
infrared drone monitoring systems (8:53)
wireless electricity (9:30)
6G technology and Internet of Things (IoT) (10:03)
our cars will drive themselves (10:42)
automated robotic police forces (11:21).
1. Students draw a user prototype for the user interface (UI) for a future technology of their choice.
Provide a table of interactive media examples. The grid lines of the table can be cut into flashcards and arranged by students into correct categories.
Evidence of learning: students can analyse enterprise systems and identify interactive media examples as either communication, entertainment or commerce, or a combination of these, and can align them to interactive media examples.
Students can investigate emerging technology and examine the interactive media and UX elements through drawing a user interface.


Table 9 – lesson closure: universal Lesson 2 reflection and feedback activity
	Universal reflection and feedback activities
	Evidence of learning and next steps

	1. Students complete an exit ticket based on the learning intention and success criteria. Students can rate their confidence with a ‘yes’ or a ‘no’, reflecting on the understanding they have gathered on interactive media and the user experience during the lesson.
	Evidence of learning: students reflect on what their understanding is of interactive media in the categories of communication, entertainment, and commerce including emerging technology.
1. Use observations to plan on reiterating and embedding classification of interactive media in future lessons.


[bookmark: _Toc219900908]Lesson 3
The tables below capture the multi-tiered approach to teaching and learning activities to support students in achieving learning outcomes.
Table 10 – outcomes, learning intentions and success criteria
	Life Skills Stage 6
	Stage 6

	A student:
investigates the suitability of computing systems for specific purposes CT-LS-12
	A student:
investigates the effectiveness of an enterprise computing system EC-11-10

	Learning intention
We are learning to:
investigate how different computing systems, such as physical maps and digital mapping apps, are suitable for communicating location and navigation information.
Success criteria
I can:
compare physical maps and digital mapping apps to see how each system works for navigating places
explain why interactive media and the user experience design (UX design) make digital mapping apps more suitable for helping people understand and use location information.
	Learning intention
We are learning to:
investigate how interactive media and the user experience (UX) are used to communicate information to an audience.
Success criteria
I can:
compare physical maps and digital mapping apps 
show how interactive media and UX design help people understand and use location and navigation information more easily.


Table 11 – universal teaching and learning activities
	Universal teaching and learning activities
	Evidence of learning

	1. Introduce the learning intention and success criteria 
The teacher explains what students are learning and how they will demonstrate understanding. The teacher uses simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
Teacher-led classroom discussion introducing that in the lesson, ‘We will explore 2 different ways people find their way around places: physical maps and digital mapping apps. Both help us navigate, but they do it in very different ways.’
The teacher hands out examples of physical maps then poses questions to the class.
The teacher poses questions to the class and facilitates a classroom discussion. Some students may have difficulty in whole class discussions. Students turn to a peer to discuss; an assigned student reports back to the class. Alternatively, visuals may be displayed to support understanding and assist students in responding.
What are some characteristics of physical maps? (For example, paper-based, fixed scale, require manual reading).
Have you used a physical map before? What was that experience like?
The teacher then leads into discussing digital mapping apps and poses discussion questions to the class.
What examples of digital mapping apps can you name? (Google Maps, Apple Maps, Waze and so on).
How do these apps help you navigate differently compared to physical maps?
The teacher demonstrates Google Maps including directions and street view on the display for the class. 
The classroom discussion on maps continues, comparing how each system works.
The teacher poses questions to the class and facilitates a classroom discussion. Students turn to a peer to discuss; an assigned student reports back to the class. Alternatively, visuals may be displayed to support understanding and assist students in responding.
How does the way you use or read a paper map differ from how you use a digital app?
What might be some advantages of physical maps versus digital apps?
What might be some disadvantages of physical maps versus digital apps?
The teacher displays and demonstrates Google Maps during the classroom discussion to facilitate understanding.
	Evidence of learning: restate the learning intention and success criteria in their own words (written, spoken, typed or pictorial).
Students can actively listen and participate in the teacher-led classroom discussion on physical and digital maps. 
Students demonstrate understanding of the characteristics, advantages and disadvantages of physical maps compared to digital mapping apps. 
Students examine how different navigation systems work. They identify the role of UX design and interactive media in making digital mapping apps effective and user-friendly.


Table 12 – targeted teaching and learning activities
	Life Skills teaching and learning activities
	Mainstream teaching and learning activities

	1. Students compare the street directory or physical map with Google Maps or another wayfinding app and complete a table comparing systems.
Students practise using Google Maps and locate their suburb and places they like to visit. They investigate directions and street view. They discuss accessibility features, such as voice to text, on a mobile phone when using Google Maps.
Question: When would a paper-based map be useful?
Sentence starter: I would use a paper map when …
13. Students listen to the teacher or class read A look back at 15 years of mapping the world.
14. Students draw the user interface of Google Maps or take a screenshot and label the components such as icons, menus, buttons, text fields and navigation bar.
Evidence of learning: students compare paper-based maps with digital mapping apps, demonstrating practical navigation skills, and can show understanding of accessibility and advantages of different systems.
Students identify and label key components of the Google Maps user interface through drawing or screenshot annotation.
	1. Students compare the street directory or physical map with Google Maps or another wayfinding app and complete a table comparing systems.
Question: Under what circumstance could a static paper-based map be advantageous?
1. Students investigate the use of interactive media and UX design to communicate information to an audience and understand the advantages of using interactive media to communicate information. 
1. As a class, A look back at 15 years of mapping the world is read aloud.
1. Students take inspiration from the case study above to design added features to the Google Maps app.
Evidence of learning: students look at past examples of interactive media and connect the evolution of interactive maps as an example of interactive media.
Students can investigate emerging technology and examine the interactive media and UX elements.


Table 13 – lesson closure: universal Lesson 3 reflection and feedback activity
	Universal reflection and feedback activities
	Evidence of learning and next steps

	1. Students complete an exit ticket based on the learning intention and success criteria. Students can rate their confidence with a ‘yes’ or a ‘no’, reflecting on the understanding they have gathered on interactive media and the user experience of Google Maps during the lesson.
	Evidence of learning: students demonstrate an understanding of the UX of the Google Maps app and how technology has evolved from physical maps. 
1. Use observations of the class to understand suitable case studies the class will engage with for understanding examining UX in interactive media.




[bookmark: _Toc219900909]Lesson 4
The tables below capture the multi-tiered approach to teaching and learning activities to support students in achieving learning outcomes.
Table 14 – outcomes, learning intentions and success criteria
	Life Skills Stage 6
	Stage 6

	A student:
demonstrates awareness that computing technology can be used for everyday purposes CT-LS-01
explores appropriate uses of computing technology in everyday contexts CT-LS-02
explores relationships between computing technologies, the individual and society CT-LS-07
	A student:
describes how systems are used in a range of enterprises EC-11-01
explains how innovative technologies have influenced enterprise computing systems EC-11-06

	Learning intention
We are learning to:
understand how computing technology is used in everyday life and how it helps people connect, work and have fun.
Success criteria
I can:
name different types of interactive media such as websites, games and apps that people use every day 
explain ways these technologies help with communication, entertainment or shopping
show how these technologies are designed to be easy and fun to use
communicate about how computers and the internet affect people and how we use technology in our daily lives.
	Learning intention
We are learning to:
understand different types of interactive media and how UX helps people use them easily, and how the internet has changed the way we interact with media.
Success criteria
I can:
choose an example of interactive media and explain if it is used for communication, entertainment, commerce or more than one of these 
explain the advantages of using interactive media to share information
describe how the internet allows people to both read and write content, making interactive media common and accessible.


Table 15 – universal teaching and learning activities
	Universal teaching and learning activities
	Evidence of learning

	1. Introduce the learning intention and success criteria. 
1. The teacher explains what students are learning and how they will demonstrate understanding. The teacher uses simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
1. Using a Think-Pair-Share, divide students into groups of 3 or 4 and ask each group to choose one interactive media example from the list below:
interactive websites
social media
games
mobile applications
online video
blogs
digital radio.
Students discuss if this is an example of interactive media from communication, entertainment, commerce or a combination of these.
Each group describes how the interactive media uses UX design to communicate information to the audience including identifying key characteristics such as ease of use, navigation, interactivity, engagement and intuitive use, and how these come together as a positive experience for the user.
Students identify and describe the advantages of using interactive media to communicate information.
1. The teacher leads a classroom discussion about the history of the web. For example, ‘The web has undergone remarkable changes since its creation, transforming the way we interact, share information and use technology. These changes are often grouped into 3 main stages: Web 1.0, Web 2.0 and Web 3.0.’
As a class, watch Web 1.0 Vs. Web 2.0 Vs. Web 3.0: What's The Difference? (1:43).
The teacher summarises the video and explains, ‘Web 1.0, known as the “read-only” web, was the earliest version of the internet. During this phase, websites were mostly static pages where users could only view information but had limited ability to interact or contribute content. It was like reading a digital book or brochure.
‘Web 2.0 marked a major shift to a “read-write” web. This era introduced interactive platforms where users could not only consume information but also create and share it easily. Social media sites, blogs and video-sharing platforms emerged, encouraging collaboration and community participation. The web became more dynamic and social.
‘Now, Web 3.0 is evolving as the decentralised web. 
‘The decentralised web is a way of using the internet where no single company or person controls everything. Instead, information and services are shared across many computers around the world.
‘Users gain more control over their data and the web becomes more intelligent and interconnected.
‘Understanding this transformation helps us appreciate how the internet has grown from a simple information portal to a powerful, interactive ecosystem shaping our daily lives.’
	Evidence of learning: restate the learning intention and success criteria in their own words (written, spoken, typed or pictorial) or preferred communication method.
Students investigate the use of interactive media and UX design to communicate information to an audience and can discuss and describe the advantages of using interactive media to communicate information.
Students investigate the history of the web and look at the development of Web 1.0, Web 2.0 and Web 3.0 to understand how interactive media has developed over time. 


Table 16 – targeted teaching and learning activities
	Life Skills teaching and learning activities
	Mainstream teaching and learning activities

	1. Students complete a cloze passage.
The ________ is a global network that connects millions of computers and devices around the world. It allows people to communicate, share information and access a vast amount of data instantly. One of the most popular uses of the internet is browsing the World Wide ________, where users can visit websites, watch videos and read articles. 
Email is another important service that the internet provides, enabling people to send messages quickly and ________. 
Social media platforms have also become very popular, allowing individuals to connect with friends and share updates. 
The internet has transformed the way we live, work and ________.
Word bank: learn, internet, communicate, Web.
1. Students recall how the web is designed to be easy and fun to use and list everyday examples of when they use the web.
Use a sentence starter to assist students in writing such as, ‘The web is designed to be easy and fun to use because ..., and some everyday examples of when I use the web are ...’
1. Students describe how computers and the internet affect people and how we use technology in our daily lives.
Evidence of learning: students can accurately complete the cloze passage using the correct vocabulary to demonstrate their understanding of the internet and its key functions. 
Students can explain why the web is designed to be easy and enjoyable to use and provide examples of how they use the web in everyday life.
Students can describe the impact of computers and the internet on people’s lives and how technology is integrated into daily routines.
	1. The evolution of the web – students navigate to a website and read the content about The Evolution of the Web: From Web 1.0 to Web 3.0 and Beyond.
1. Students describe how the shift from Web 1.0 to 2.0 enabled the ubiquity of interactive media.
1. Extension: read the article on the Difference Between Web 1.0, Web 2.0 and Web 3.0. Students create text on the comparison of Web 1.0, Web 2.0 and Web 3.0 by examining their similarities and differences. Students may use a Venn diagram. 
Evidence of learning: students explain the changes between Web 1.0, Web 2.0 and Web 3.0 and how this provides interactivity.


Table 17 – lesson closure: universal Lesson 4 reflection and feedback activity
	Universal reflection and feedback activities
	Evidence of learning and next steps

	1. Students complete an exit ticket based on the learning intention and success criteria. Students can rate their confidence with a yes or a no, reflecting on the understanding they have gathered on the evolution of the web and interactive media development during the lesson.
	Evidence of learning: students demonstrate an understanding of the interactive media and how technology has evolved from Web 1.0 to Web 3.0. 
1. Use observations of the class to understand their understanding of the evolution of interactive media. Future lessons will look at construction of a timeline of interactive media development.




[bookmark: _Toc219900910]Lesson 5
The tables below capture the multi-tiered approach to teaching and learning activities to support students in achieving learning outcomes.
Table 18 – outcomes, learning intentions and success criteria
	Life Skills Stage 6
	Stage 6

	A student:
investigates the suitability of computing systems for specific purposes CT-LS-12
	A student:
investigates the effectiveness of an enterprise computing system EC-11-10

	Learning intention
We are learning to:
· check if a computer website or app works well and is easy to use, and think about important social and safety issues when making interactive media.
Success criteria
I can:
identify and describe what makes a website or app hard or confusing to use by playing the User Inyerface game 
name problems, such as invasion of privacy and not being fair to others, that happen when people make or use interactive media
explain why it is important for websites and apps to be easy to use and safe for everyone.
	Learning intention
We are learning to:
· understand the impact of user interface (UI) design on user experience and recognise social, ethical and legal issues related to developing interactive media solutions.
Success criteria
I can:
identify and describe common UI design problems by playing the User Inyerface game 
list specific UI issues that make a website difficult or frustrating to use 
brainstorm and explain social, ethical and legal issues that may arise during the development and implementation of interactive media systems, such as privacy, bias and misinformation
explain why developers need to consider these issues to create better and more responsible interactive media solutions.


Table 19 – universal teaching and learning activities
	Universal teaching and learning activities
	Evidence of learning

	1. Introduce the learning intention and success criteria.
The teacher explains what students are learning and how they will demonstrate understanding. The teacher uses simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
The teacher introduces the lesson, ‘Today, we’re going to explore an important concept that shapes how we interact with technology – the user interface, or UI for short. Simply put, the user interface is the space where users interact with a digital device or app. It’s everything you see and click on – buttons, menus, links, images and even how information is laid out.’
The teacher poses questions to the class. Some students may have difficulty in whole class discussions. Students turn to a peer to discuss; an assigned student reports back to the class. Alternatively, visuals may be displayed to support understanding and assist students in responding.
Can anyone describe what a user interface means in their own words?
What kinds of user interfaces do you interact with every day besides websites? (Examples include apps, games, ATMs and so on.)
Think about the last website you visited. What made it easy or difficult to find the information you were looking for?
How do elements such as menus, buttons, search bars and layout help you navigate a website?
Why is good user interface or UI important?
How does a well-designed interface make browsing a website enjoyable and efficient?
What problems might occur with poorly designed user interfaces?
	Evidence of learning: restate the learning intention and success criteria in their own words (written, spoken, typed or pictorial).
Students can actively listen and participate in the teacher-led classroom discussion about the user interface. 
Students are able to explain the concept of a user interface in their own words, demonstrating understanding of it as the space where users interact with digital devices or apps.
Students identify various types of user interfaces they interact with daily, beyond websites, such as apps, games, ATMs and more.
Students can reflect on their recent experience with a website and articulate factors that made information easy or difficult to find.
Students explain how various UI elements and good design contribute to easy navigation, improved useability and an enjoyable, efficient user experience.


Table 20 – targeted teaching and learning activities
	Life Skills teaching and learning activities
	Mainstream teaching and learning activities

	1. [bookmark: _Hlk219284939]User Inyerface game – students go to the User Inyerface website to play a game and examine what happens when every frustrating element of UI design is put together in a website.
Great UI design is invisible. But when bad designs pop up it can complicate an otherwise simple process.
Students describe the UI issues they encounter. They can play the game several times to try and identify the issues they encounter.
Students brainstorm several different issues that could be experienced when developing and implementing interactive media solutions. Students can be placed in small groups for this activity.
There are several social, ethical and legal issues that can arise when developing and implementing interactive media systems. It is important for developers and designers to be aware of these issues and take steps to mitigate them when creating interactive media systems.
Students complete a cloze passage. 
Interactive media has transformed the way people communicate and access information, but it also brings several important __________ to consider. One major concern is __________, as personal data can be collected and shared without users’ full consent. Another issue is __________ and __________, where certain groups may be unfairly targeted or excluded due to prejudiced algorithms or content.
Users can also develop an unhealthy __________ on digital platforms, leading to excessive use and negative impacts on mental health. The spread of __________ is another challenge, with false or misleading information circulating rapidly.
In response, some governments and platforms apply __________ to control harmful or inappropriate content, but this raises debates about freedom of expression. Additionally, __________ such as online harassment and bullying can cause significant emotional harm, and there are various __________ that regulate interactive media use to protect users and ensure accountability.
Word bank: changes, privacy, bias, discrimination, dependence, misinformation, censorship, cyberbullying, legal issues.
Students describe problems, such as invasion of privacy and not being fair to others, that happen when people make or use interactive media.
Use a sentence starter such as, ‘When people make or use interactive media, problems can happen such as ...’
Students explain why it is important for websites and apps to be easy to use and safe for everyone.
Use a sentence starter such as, ‘It is important for websites and apps to be easy to use and safe for everyone because ...’
Evidence of learning: students can demonstrate their understanding of technical and ethical challenges in interactive media, for example, UI design, privacy, bias, misinformation and safety, through activities such as playing the User Inyerface game, brainstorming issues in groups and completing a cloze passage. 
Students can show their ability to critically reflect on the responsibilities involved in developing and using interactive digital platforms by describing problems and explaining why websites and apps should be easy to use and safe for everyone.
	1. User Inyerface game – students go to the User Inyerface website to play a game and examine what happens when every frustrating element of UI design is put together in a website.
Great UI design is invisible. But when bad designs pop up it can complicate an otherwise simple process.
Students list the UI issues they encounter.
Students brainstorm several different issues that could be experienced when developing and implementing interactive media solutions.
There are several social, ethical and legal issues that can arise when developing and implementing interactive media systems. It is important for developers and designers to be aware of these issues and take steps to mitigate them when creating interactive media systems.
Some of the key issues may include:
privacy
bias and discrimination
dependence 
misinformation
censorship
cyberbullying
legal issues.
Evidence of learning: students can identify the elements of UI and UX.
Students can identify several different issues they have experienced as users and designers when developing and implementing interactive media solutions.
Students can describe social, ethical and legal issues that can arise when developing and implementing interactive media systems.


Table 21 – lesson closure: universal Lesson 5 reflection and feedback activity
	Universal reflection and feedback activities
	Evidence of learning and next steps

	1. Students complete an exit ticket based on the learning intention and success criteria. Students can rate their confidence with a ‘yes’ or a ‘no’, reflecting on the understanding they have gathered on the impact of UI design on user experience and recognise social, ethical and legal issues related to developing interactive media solutions.
	Evidence of learning: students demonstrate their understanding by clearly reflecting on how UI design affects user experience and by identifying key social, ethical and legal issues related to developing interactive media solutions.
1. Based on the exit ticket reflections, the teacher can provide targeted feedback to address any misconceptions or gaps in understanding and introduce deeper discussions on specific social and legal challenges. 


[bookmark: _Toc219900911]Lesson 6
The tables below capture the multi-tiered approach to teaching and learning activities to support students in achieving learning outcomes.
Table 22 – outcomes, learning intentions and success criteria
	Life Skills Stage 6
	Stage 6

	A student:
demonstrates social and ethical practices associated with computing systems CT-LS-08
	A student:
explores the social, ethical and legal implications of the application of enterprise computing systems on the individual, society and the environment EC-11-07

	Learning intention
We are learning to:
recognise and demonstrate social and ethical behaviours when using computing systems, using the Ring Video Doorbell (RVD) as an example.
Success criteria
I can:
identify social and ethical issues related to the use of the RVD, such as privacy and cyberbullying
explain why it is important to respect other people’s privacy when using technology such as the RVD
give examples of ways to use technology responsibly and respectfully in everyday life.
	Learning intention
We are learning to:
understand and analyse the social, ethical and legal implications of interactive media, with a focus on privacy concerns related to the Ring Video Doorbell (RVD).
Success criteria
I can:
describe specific social, ethical and legal issues associated with the use of the RVD including privacy, bias, dependence, misinformation, censorship, cyberbullying and legal challenges
explain how the RVD impacts individual privacy and changes society and human behaviour
discuss how advancing technologies, such as the RVD, lead to changes in laws and regulations to address emerging issues.


Table 23 – universal teaching and learning activities
	Universal teaching and learning activities
	Evidence of learning

	1. Introduce the learning intention and success criteria. 
The teacher explains what students are learning and how they will demonstrate understanding. The teacher uses simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
1. The teacher leads a discussion on the Ring Video Doorbell, or RVD. The teacher shows visuals on the display and explains, ‘The Ring Video Doorbell lets homeowners see and communicate with visitors using their smartphones. While this technology can make us feel safer, it also raises important social and ethical questions.”
1. The teacher continues to show images of the RVD and the associated app. The teacher demonstrates creating a network diagram of the interconnecting hardware to assist students in understanding how the network would be diagrammatically seen. 
1. The class continues with a teacher-led discussion with the teacher posing questions and seeking students in the class to respond and share their answers. 
Some students may have difficulty in whole class discussions. Students turn to a peer to discuss; an assigned student reports back to the class. Alternatively, visuals may be displayed to support understanding and assist students in responding.
1. What do you know about the RVD? How does it work and what media types does it use?
1. What are some social and ethical concerns related to using devices such as the RVD? Encourage students to think about privacy for visitors and neighbours, data security and fairness.
1. How might video recording affect people’s sense of privacy? Do you act differently if you are being recorded?
1. Why is it important to respect others’ privacy when using technology such as the RVD?
1. How could ignoring privacy rights cause problems within a community?
1. Can you give examples of ways to be responsible when using technology in everyday life? Examples could include asking permission before recording, not sharing videos without consent and being mindful of others’ feelings.
1. As a class, read the article on Ring Video Doorbell: privacy invasion delivered to your doorstep which focuses on the privacy invasion that has occurred with the RVD.
	Evidence of learning: restate the learning intention and success criteria in their own words (written, spoken, typed or pictorial).
Use simple language and visuals to explain the learning intention and success criteria, making them accessible to all students.
Students can actively listen and participate in the teacher-led classroom discussion about the Ring Video Doorbell (RVD).
Students describe how the RVD functions and identify the media types it uses. 
Students discuss social and ethical concerns related to the RVD, including privacy, data security and fairness. 
Students explain how video recording may impact people's sense of privacy and reflect on their own behaviour when being recorded. 
Students articulate the importance of respecting others’ privacy when using technology such as the RVD and identify potential community issues that arise from ignoring privacy rights.
Students provide examples of responsible technology use such as asking permission before recording and not sharing videos without consent.
Students analyse and respond to an article about privacy invasions linked to the RVD, demonstrating critical thinking about real-world implications.


Table 24 – targeted teaching and learning activities
	Life Skills teaching and learning activities
	Mainstream teaching and learning activities

	1. Students complete the cloze passage.
New and advancing __________ has a profound impact on the way we act. Technological advancements often outpace the development of corresponding __________ and regulations, leading to a need for __________ and updates to address the evolving landscape.
The __________ age has brought about new concerns regarding the collection, storage and use of __________ data. 
Technologies such as __________ media, smart devices and surveillance systems can collect vast amounts of personal information, raising questions about __________ and the need for regulations to protect individuals' data and establish guidelines for its handling.
Word bank: technology, laws, adaptation, digital, personal, social, privacy.
Students discuss common social and ethical issues related to technology such as the Remote Video Device.
Sentence starters include: 
‘One social issue that can happen when using devices such as the RVD is …’
‘An example of an ethical concern related to the RVD is…’
‘Privacy becomes a problem when …’
‘Cyberbullying could happen if someone …’
Reflect on why respecting others’ privacy is important when using technology.
Sentence starters include:
‘It is important to respect other people’s privacy because …’
‘When I respect privacy, I am helping to …’
‘Not respecting privacy can lead to …’
Brainstorm ways to use technology responsibly and respectfully in daily life.
Sentence starters include:
‘One way I can use technology responsibly is by …’
‘To be respectful when using devices, I should always …’
‘If I see someone being bullied online, I can …’
‘Using technology respectfully means …’
Evidence of learning: students can correctly complete the cloze passage using appropriate vocabulary, showing their understanding of technology’s impact and related social issues. 
Students can discuss social and ethical concerns related to the Ring Video Doorbell, using sentence starters to explain issues such as privacy and cyberbullying. 
Students can reflect on the importance of respecting others’ privacy when using technology and describe the consequences of not doing so. 
Students can provide examples of responsible and respectful technology use, demonstrating awareness of positive digital citizenship in daily life.
	1. Scenario RVD – students describe the issue of privacy that the Ring Video Doorbell: privacy invasion delivered to your doorstep article is creating in society.
1. Students describe examples of social, ethical and legal issues that have been raised in relation to the RVD such as:
privacy
bias and discrimination
dependence
misinformation
censorship
cyberbullying
legal issues.
Students describe the issue of privacy that the RVD is creating in society.
Students describe how new and advancing technology changes the way we act and the laws of society.
Evidence of learning: students can describe examples of social, ethical and legal issues by analysing Ring Video Doorbells.
Students can describe how new and advancing technology changes the way we act and the laws of society.
Students can discuss what information they consider should be private.


Table 25 – lesson closure: universal Lesson 6 reflection and feedback activity
	Universal reflection and feedback activities
	Evidence of learning and next steps

	1. Students complete an exit ticket based on the learning intention and success criteria. Students can rate their confidence with a ‘yes’ or a ‘no’, reflecting on the understanding they have gathered on interactive media and the user experience during the lesson.
	Evidence of learning: students describe specific social, ethical and legal issues associated with the use of the RVD and explain how the RVD impacts individual privacy and changes society and human behaviour.
Based on the exit ticket reflections, the teacher can provide targeted feedback to address any misconceptions or gaps in understanding and introduce deeper discussions on specific social, ethical and legal challenges.




[bookmark: _Toc219900912]Differentiation and adjustments
[Record adjustments and differentiation activities for students with identified requirements in the table below. This section is for use in school when making adjustments to support students to achieve in their learning, including extension activities.]
	Student
	Differentiation and/or adjustments

	Student X – outline identified requirements
	List of specific differentiation and/or adjustments. 


[bookmark: _Toc219900913]Registration and evaluation notes
[Add registration and evaluation notes for teacher and supervisor sign-off in the table below.]
	Teacher reflection and evaluation notes on program
	Head teacher/supervisor notes and sign-off

	
	




[bookmark: _Toc146805877][bookmark: _Toc147481174][bookmark: _Toc219900914]Overall program evaluation prompts
Collating ongoing evaluations and reflecting on the strengths and areas for development within the program creates opportunities to enhance student outcomes. The following prompts can be used to support your evaluation of the program:
· Did the program assist all students to improve in their learning?
· How could the sequencing of the program be improved?
· What did the student evaluations of the program indicate? How can these be actioned to improve the program?
· The strategies and resources that were most effective for student learning were …
· Teaching strategies and resources that would benefit from review and refinement are …
[bookmark: _Capturing_student_voice][bookmark: _Toc146805878][bookmark: _Toc147481175][bookmark: _Toc219900915]Capturing student voice when evaluating a program
Student voice is useful in the evaluation process for programs. The statements below could be useful as a starting point when asking students to provide feedback on their learning experiences. These statements are derived from some of the themes from What works best 2020 update (CESE 2020a) and could be useful in teacher reflection on how these themes could be incorporated into a teaching program. The statements could also prompt student reflection on their metacognitive processes while learning. Students’ preferred communication form(s) should be considered when students are providing feedback about their learning.


Please rate how much you agree with these statements:
My teacher had confidence that I could achieve and improve in my learning. (CESE 2020a Chapter 1: High expectations)
I had a clear idea of what I was learning and why. (CESE 2020a Chapter 2: Explicit teaching)
I used the feedback provided to improve my performance. (CESE 2020a Chapter 3: Effective feedback)
I understood the feedback on the assessment task. (CESE 2020a Chapter 3: Effective feedback)
I was able to predict the marks I achieved in the assessment tasks. (CESE 2020a Chapter 5: Assessment)
The activities in the unit prepared me for the assessment task. (CESE 2020a Chapter 5: Assessment)
I found the activities in the lessons interesting to me. (CESE 2020a Chapter 7: Wellbeing)
I made valuable contributions to the class during this unit. (CESE 2020a Chapter 7: Wellbeing)
I ask questions in class when I don’t understand yet. (CESE 2020a Chapter 7: Wellbeing)
Optional open-ended prompts:
The lessons and/or activities that I most enjoyed were when we … because …
When the learning was difficult, the strategy I used was …
If I was giving advice to a student who was starting this unit I would tell them to …
If I was giving advice to a teacher who was teaching this unit I would tell them to …

[bookmark: _Toc148102528][bookmark: _Toc219900916][bookmark: _Hlk148102399]Support and alignment
Resource evaluation and support: all curriculum resources are prepared through a rigorous process. Resources are periodically reviewed as part of our ongoing evaluation plan to ensure currency, relevance and effectiveness. For additional support or advice, or to provide feedback, contact the TAS Curriculum team by emailing tas@det.nsw.edu.au.
[bookmark: _Hlk148105154]Differentiation: further advice to support Aboriginal and/or Torres Strait Islander students, students learning English as an additional language or dialect (EAL/D), students with disability and high potential and gifted students can be found on the Planning, programming and assessing 7–12 webpage. This includes the Inclusion and differentiation advice 7–10 webpage.
Assessment: further advice to support formative assessment is available on the Planning, programming and assessing 7–12 webpage. This includes the Classroom assessment advice 7–10. For summative assessment tasks, the Assessment task advice 7–10 webpage is available.
Explicit teaching: further advice to support explicit teaching is available on the Explicit teaching webpage. This includes the CESE Explicit teaching – Driving learning and engagement webpage.
Consulted with: Curriculum, Inclusive Education and subject matter experts.
[bookmark: _Hlk148105035]Alignment to system priorities and/or needs: School Excellence Policy, Our Plan for NSW Public Education.
Alignment to the School Excellence Framework: this resource supports the School Excellence Framework elements of curriculum (curriculum provision) and effective classroom practice (lesson planning, explicit teaching).
Alignment to Australian Professional Standards for Teachers: this resource supports teachers to address Proficient Teacher Standard Descriptors 3.2.2, 3.3.2.
Alignment to NSW Education Standards Authority: this resource supports student eligibility and credentialling requirements as referenced by NESA’s ACE Rule 11.
Creation date: November 2025 
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