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[bookmark: _Toc148102519][bookmark: _Toc210729196][bookmark: _Hlk148102359][bookmark: _Toc112681287]About this resource
[bookmark: _Toc148102520][bookmark: _Toc210729197]Purpose of resource
The purpose of this sample program of learning, ‘Behind the screen’, is to develops students' technological literacy and digital communication skills through investigating the history, development and impact of digital platforms. Students will apply the design process to research, analyse and produce an infographic and motion graphics video using digital tools.
[bookmark: _Toc148102521][bookmark: _Toc210729198]Target audience
This resource can be used by teachers for effective syllabus implementation. School leaders may also use this resource to support their teachers in effective implementation of the Technology 7–8 Syllabus.
[bookmark: _Toc148102522][bookmark: _Toc210729199]When and how to use
Note: this resource is divided into 3 sequential parts, designed to build students' knowledge, skills and understanding over 10 weeks. It can be adopted or adapted to suit your school's needs and available resources.
Part 1 – Behind the screen
This part of the unit will focus on the research of digital platforms. This may include their history, development, analysing how they function and their impact on society, individuals and the environment.
Part 2 – Designing data visualisations
This part of the unit will allow students to extract key insights from their research and create an infographic to visually represent the data and information using a combination of text and graphics.
Part 3 – Insights in motion
This final part of the unit will focus on transforming the infographic into a motion graphics video incorporating a combination of text, graphics, audio, video and animation to promote awareness around the history, development and impacts of digital platforms.


[bookmark: _Toc210729200]Rationale
[bookmark: _Toc112681289]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: _Hlk112402278][bookmark: _Hlk112408500][bookmark: _Hlk112408586][bookmark: _Hlk112408794]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 2022). A program is developed collaboratively within a faculty. It differs from a unit in important ways, as outlined by NESA on their Advice on units page. 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. The 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.
School leaders and teachers should refer to Equipment Safety in Schools, Animals in Schools, and Chemical Safety in Schools for current information on safety and safe working practices.

[bookmark: _Toc210729201]Overview
Description: this program of learning addresses the Digital and communication technologies focus area. The lessons and sequences in this program of learning are designed to allow students to develop their practical digital and communication skills in the context of relevant real-world media and entertainment technologies. 
Note: this program does not focus on the practical coding/programming applications of the content. 
Duration: this program of learning is designed to be completed over a period of approximately 10 weeks in 60-minute lesson sequences but can be adapted to suit the school context.
Explicit teaching: suggested learning intentions and success criteria are available for some lessons provided. Learning intentions and success criteria are most effective when they are contextualised to meet the needs of students in the class. The examples provided in this document are generalised to demonstrate how learning intentions and success criteria could be created.
[image: 8 segments of explicit teaching strategies surround the 4 enabling factors. These surround the teaching and learning cycle. ]

[bookmark: _Toc112681290][bookmark: _Toc210729202]Outcomes
A student:
demonstrates technological literacy to safely interact in digital environments TE4-DIG-01
uses data and digital systems to code, design and produce projects 	TE4-DIG-02
communicates and evaluates design ideas and solutions TE4-DES-01
applies processes in the planning, management and production of projects TE4-PPM-01
explains relationships between sustainability, design and production TE4-SDP-01
selects and safely uses tools, materials, technologies and processes TE4-SAF-01
Technology 7–8 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales, 2023.


Prior to planning for teaching and learning, please consider the following:
Engagement
· How will I provide authentic, relevant learning opportunities for students to personally connect with lesson content?
· How will I support every student to grow in independence, confidence and self-regulation?
· How will I facilitate every student to have high expectations for themselves?
· How will I identify and provide the support each student needs to sustain their learning efforts?
Representation
· What are some different ways I can present content to enable every student to access and understand it?
· How will I identify and address language and/or cultural considerations that may limit access to content for students?
· How will I make lesson content and learning materials more accessible?
· How will I plan learning experiences that are relevant and challenging for the full range of students in the classroom?
Expression
· How will I provide multiple ways for students to respond and express what they know?
· What tools and resources can students use to demonstrate their understanding?
· How will I know every student has understood the concepts and language presented in each lesson?
· How will I monitor if every student has achieved the learning outcomes and learning growth?


[bookmark: _Toc210729203]Lesson sequence and details
Learning intentions and success criteria are outlined throughout the program and can be found it the associated PowerPoint (PPT) for ease of display during lessons.
[bookmark: _Toc210729204]Week 1
Table 1 – Week 1 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-SAF-01
Content
Students:
Describe secure methods to share data and information safely online
Assess cybersecurity and privacy risks
	Learning intention
We are learning how digital platforms began, how they collect and use our data and how we can protect our privacy and interact safely online.
Success criteria
We can:
identify when and why a digital platform was created
describe how platforms collect and use user data
recognise risks to privacy and how to stay safe online.
Teaching and learning activity
Teacher begins by connecting learning to students’ digital habits through a class discussion, with an example prompt such as: ‘You engage with one video on YouTube about basketball … and now your feed is full of sports content. Why?’
This introduces key concepts such as algorithms, data tracking and personalised content.
Introduction to the practical project
The teacher then introduces the unit project, where students will investigate a digital platform of their choice for example YouTube, Netflix and Spotify. They then present their findings through both an infographic and a motion graphics video. The aim is to shift students’ mindset from passive consumers to informed and responsible digital users and creators. 
Students start by creating a concept map of digital platforms that they commonly use or know of.
The teacher introduces the following key terminology as a class discussion and students record their definitions in the glossary:
digital platform
algorithm
cybersecurity
phishing
personal data
data tracking
digital footprint
privacy settings.
Aboriginal communication and storytelling
After students begin mapping digital platforms and discussing their purpose, the teacher explains that:
Aboriginal and Torres Strait Islander peoples have shared knowledge for thousands of years through stories, symbols, song, art and ceremony, always with respect for Country, culture and community
these forms of communication weren’t just for entertainment, they were used to teach, protect knowledge and guide behaviour
messages were shared safely, with an understanding of who should hear what, when and why, an early example of ethics and privacy in communication.
Explore First Nations Content on Canva for more resources.
Case study walkthrough
The teacher presents a case study walkthrough of a familiar platform for example YouTube, addressing the following questions:
When and why was it created?
Who were the founders?
How has it changed over time?
What data does it collect and how is it used?
What safety and privacy tools are available?
Documenting research in a digital portfolio
Students begin a digital portfolio, and fill in the ‘Digital portfolio – documenting research 1’ activity from the teacher resource booklet with the following prompts:
Name of the digital platform
Identify the founders and their original vision
Describe the key features of the platform
Explain the purpose and function of the platform
Outline 3 key historical developments
Record 6 key statistics
Students' complete a Think-Pair-Share to reflect on the following questions:
What kinds of personal information does it collect?
What is one safe habit you could adopt when using this platform?
	Students explain the historical context of a digital platform.
Students describe how the platform collects and uses user data.
Students identify privacy risks and safe digital practices.
	Provide a choice board of digital platform types such as streaming, social, gaming or an alternative category determined by the teacher.
Offer visual aids and sentence stems for vocabulary support.
Use drawing, audio or assistive technology for students to contribute to mind maps or the glossary.
Pair students strategically to promote peer modelling and discussion.
Scaffold safety discussions using familiar platform examples to increase relevance.
	


[bookmark: _Toc146805877][bookmark: _Toc147481174][bookmark: _Toc112681291][bookmark: _Toc210729205]
Week 2
Table 2 – Week 2 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-DIG-01
Content
Students:
Explain ethical considerations for the ownership of data, information and artificial intelligence (AI) applications
Describe how digital solutions and communication technologies can contribute to sustainability
	Learning intention
We are learning how artificial intelligence is used in digital platforms, and how this technology impacts people, society and the environment.
Success criteria
We can:
explain how digital platforms use artificial intelligence
identify ethical issues related to the use and ownership of data and AI-generated content
describe social and environmental impacts of digital technologies.
Teaching and learning activity 
The teacher begins with a review of students' digital platform research from Week 1, and activates prior knowledge through effective questioning. Teacher could prompt student thinking by asking questions such as, ‘How does your platform know what to show you?’ and ‘What kind of information might it be collecting?’.
The teacher introduces the following key terminology as a class discussion as students write their definitions in the glossary:
artificial intelligence (AI)
ethical use
data ownership
digital sustainability
screen time
environmental impact.
The teacher then presents some examples of how digital platforms use AI to personalise content. As a class, watch the following videos:
Netflix Research: Recommendations (2:33) 
TikTok's CEO on its future — and what makes its algorithm different (5:06-7:44) 
The YouTube Algorithms in 2025 — Explained! (0:01-4:07). 
Connecting data, sustainability and Country
After introducing how platforms use AI to personalise content and how they collect and use data, teacher discusses that:
Aboriginal and Torres Strait Islander peoples have always made decisions based on deep knowledge of patterns, changes in weather, behaviour of animals and connections between places and people. This knowledge was passed down responsibly, and always with an understanding of how decisions affect Country and community.
Data-driven decision making is not new, but it has traditionally been tied to care, responsibility and sustainability.
As we use AI and data today, we can learn from these principles, to use information ethically, with care for others and the environment.
Students record their responses to the following questions:
What data is collected?
Who owns the data and content created?
How does the AI ‘learn’ and make recommendations?
What are the potential ethical concerns?
Documenting research in a digital portfolio
Students document their findings in their digital portfolio and respond to reflection prompts such as:
What does your platform use AI for?
How does your platform impact society? For example, behaviour, screen time and mental health.
How does your platform affect the environment? For example, energy use and digital waste.
What responsibility do we have as digital users and creators?
	Students explain how AI is used in their selected platform.
Students identify ethical considerations related to data and AI.
Students describe the environmental and social effects of digital technologies.
	Consider turning on closed captions when viewing videos.
Use explainer videos and scaffolded templates for complex concepts.
Offer audio recording or mind maps for student reflections.
Pair students for research and discussion.
Provide sentence starters and visual examples to support vocabulary and analysis.
Extension activity – screen time data collection 
This activity is designed to help students reflect on their personal technology use and practise collecting and interpreting data.
Throughout the week, students record their approximate daily screen time in their digital portfolio. At the end of the week, they submit their total screen time through an anonymous form created by the teacher for example a Google Form. The teacher checks the appropriateness of the data and then shows the class the results.
Questions can be posed for discussion for example:
What is the total combined screen time for the class?
What is the average screen time per student?
What is the most commonly-used digital platform in our class?
What categories do these platforms fall into, for example social, streaming, gaming?
What is one interesting insight?
	




[bookmark: _Toc210729206]Week 3
Table 3 – Week 3 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcomes
TE4-DIG-01
TE4-DES-01
Content
Students:
Create written texts and use graphics applications to communicate design ideas and solutions
Investigate how Aboriginal communication practices inform current and emerging digital and communication technologies
Outline factors affecting the design of digital solutions
	Learning intention
We are learning how to use visual storytelling and design techniques to plan an infographic, and how Aboriginal communication practices can inform the way we share messages and meaning.
Success criteria
We can:
explain how Aboriginal communication practices share knowledge through visual storytelling
identify key design features of an effective infographic 
apply insights from research and cultural communication practices to plan an engaging infographic layout.
Teaching and learning activity
The teacher begins by connecting learning to cultural and everyday experiences using a prompt such as: ‘Before books, printing or digital platforms, how did people pass on knowledge? How do stories survive over thousands of years?’.
Exploring Aboriginal communication practices
Teacher begins by outlining everyone’s responsibility with respect to Indigenous Cultural Intellectual Property (ICIP). It is essential to respect ICIP rights, ensuring that traditional knowledge and cultural expressions are protected and that Aboriginal communities maintain control over their cultural heritage.
The teacher leads an explicit inquiry into traditional and ongoing Aboriginal communication practices using videos to support knowledge and understanding. This may include:
message sticks – The Story of the Message Stick (2:06)
sand drawings – LOWELL – Indigenous Sand Artist – Hire from Artist Bookings (1:26)
songlines – What are song lines? (1:52)
pictographs – Elenore Binge teaches us the symbols in her artwork Journey: the heart of Reconciliation at ARTC. (5:02)
petroglyphs – The ancient Aboriginal art and culture of NSW's Sandstone Caves | Explore Aus | ABC Australia (4:16).
Refer to First Nations Content on Canva to further explore the work of contemporary Aboriginal and Torres Strait Islander artists, illustrators and designers.
The class discusses and develops their response to the following questions:
What messages or knowledge are being shared?
What visual elements are used to communicate meaning without written language?
How do these methods rely on story, symbol, place and memory?
The teacher explicitly links this to modern infographics by asking: ‘What can we learn from Aboriginal ways of communicating that helps us become more thoughtful and intentional infographic designers?’.
Key concepts may include that:
knowledge is layered and contextual
visuals carry deep meaning
layout, shape, sequence and symbolic matter.
The purpose of infographics
Teacher presents 3 to 4 infographics that represent digital storytelling techniques (for example, data visualisations, timelines, process flows). Students analyse these using a Think-Pair-Share strategy using the following question:
What are the qualities of an effective infographic?
Graphic design basics
The teacher introduces key terminology and shows the following videos to enhance student’s knowledge and understanding of colour theory and principles of design:
What's Colour Theory | Graphic Design Basic (5:03)
How to use Colour Theory | Graphic Design Basic (2:57)
Understanding the Principles of Design | Graphic Design Basic (9:55)
How to use Principles of Design | Graphic Design Basic (7:06)
Refer to Canva Education’s teacher resources for more materials.
Students record the definitions of the following terms in the glossary:
layout
visual hierarchy
colour palette
white/negative space
contrast
font pairing.
Drafting infographic design
As a class engage with the following Canva tutorials:
Canva for Beginners: Opening Canva (1/10) (3:57)
Canva for Beginners: Using Templates (2/10) (4:55)
Canva for Beginners: Using Search (3/10) (2:56)
Documenting draft infographic layout in a digital portfolio
Students then:
select and logically sequence 8 to10 insights from their digital portfolio research
draft an infographic layout on Canva or Adobe Express considering the qualities of an effective infographic. 
	Students describe key elements of Aboriginal communication practices.
Students reflect on how these practices can influence infographic design.
Students produce an annotated layout that applies visual storytelling techniques.
	Provide additional visuals and scaffolded examples of Aboriginal communication forms.
Use sentence starters to support cultural reflection.
Offer flexible sketching options including hand-drawn, digital or template-based.
Pair students to co-construct layout drafts and design annotations.
Adjust cultural content delivery in consultation with Aboriginal Education Officer or local AECG, where appropriate.
Invite a local Aboriginal Elder, artist or community educator to speak about how knowledge is shared visually in their culture with school/local AECG support.
	




[bookmark: _Toc210729207]Week 4
Table 4 – Week 4 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-PPM-01
Content
Students:
Use hardware and software to design, communicate and manage the development of digital solutions
Document design processes when using digital and communication technologies
	Learning intention
We are learning how to use digital tools safely and effectively to design a clear, purposeful infographic that communicates our research.
Success criteria
We can:
· use digital design software to create an infographic layout
· apply safe and ethical digital design practices
· follow our plan to begin producing an effective infographic.
Teaching and learning activity
Teacher begins by checking for understanding of the infographic plan. Teacher selects 2 to 3 annotated drafts and reviews them as a class, prompting students to identify layout elements, design features and connections to their research. 
Teacher can ask:
What choices did you make about layout, colours and icons and why?
How will these help your audience understand your message?
As a class, watch the following Canva tutorials:
How to upload and edit photos in Canva (4/10) (2:35)
How to use lines, shapes, graphics, charts and more in Canva (5/10) (4:12)
How to find fonts and format text in Canva (6/10) (1:59)
The teacher explicitly models how to use a digital design tool like Canva or Adobe Express to build an infographic. This is structured using the gradual release of responsibility model:
· I do – the teacher creates part of an infographic in real time, explaining
how to set up canvas size and orientation
selecting colour schemes and fonts
uploading and arranging content
using icons, charts and visual hierarchy
adding basic interactive elements such as hyperlinks and buttons
exporting and saving files in the appropriate format (for example, JPG, PNG and PDF).
We do – students follow along with a short design challenge, for example recreating a simple infographic header using shared assets while the teacher checks for understanding and reinforces colour theory and design principles.
You do – students continue building their infographic using their draft from Week 3. The teacher circulates to provide 1:1 support and technical feedback. Students can also find a peer expert in the room for support.
The teacher reinforces safe and ethical use of digital tools, including:
sourcing icons and images with appropriate permissions for example using Creative Commons
saving or exporting work in appropriate file types and versions such as JPG, PNG, PDF
checking accessibility for example contrast and readability.
Students complete a checklist for digital safety and ethical image use.
	Students use digital tools to implement their infographic layout.
Students demonstrate safe and ethical practices in sourcing, saving and managing their work.
Students reflect on their design choices and development process.
	Provide starter templates or partially built infographics for scaffolded entry.
Create mini video tutorials for students needing reinforcement.
Allow extra time for students unfamiliar with Canva or digital design tools.
Include a minimum of 3 facts.
	


[bookmark: _Toc210729208]


Week 5
Table 5 – Week 5 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-PPM-01
Content
Students:
Document design processes when using digital and communication technologies
Create written texts and use graphics applications to communicate design ideas and solutions
	Learning intention
We are learning how to write a script that communicates the key ideas from our infographic in a clear and engaging way, and how to incorporate approved AI tools ethically to support our script writing process.
Success criteria
We can:
· draft a short script that aligns with the structure and message of our infographic
· improve our script using peer feedback
· document our scripting and planning process in our digital portfolio
· use an AI tool to refine, clarify or structure ideas in a script if it is available.
Teaching and learning activity
Teacher begins with effective questioning to prompt reflection using the following prompts:
How is a motion graphics video different from an infographic? 
How does movement, audio and voice change the way we communicate a message?
The teacher explains that students will create a short motion graphics video (about 45 to 60 seconds) based closely on their infographic.
A well-developed script is essential for structuring the visual and audio elements of their video.
With reference to a sample script and scaffold, the teacher models how to:
break the infographic into logical sections or scenes
write a concise script for a voiceover narration 
plan how the voiceover will align with specific visual content from the infographic.
The teacher introduces the use of AI tools for example NSWEduChat, if accessible and appropriate, to support the scripting process. Key points include:
how to input a clear prompt for example: ‘Write a short, professional and engaging voiceover script for a 45 second animated video that addresses ...’
how to review and adapt AI-generated text
the importance of ethical use: verifying facts, ensuring originality and not relying solely on AI to do the creative thinking.
Refer to the Guidelines regarding the use of generative AI for further information around using AI. 
Documenting script in a digital portfolio
Students then begin scripting, either:
drafting independently and referring to the sample script and scaffold
using AI to help structure or revise their ideas
or combining both approaches.
Students are prompted to think about tone, length, clarity and purpose with the following questions:
Is this sentence too long for a 5-second scene?
Does this line match what’s being communicated in my infographic?
Once draft scripts are written, students participate in a peer review session using effective feedback approaches:
Students share their script with a partner and practise expressing the intention of the script, such as adjusting pace, tone, expression or emphasis. This can be done through spoken voice, augmentative and alternative communication (AAC), gesture or other preferred communication methods.
Partners offer feedback using the structure:
‘What worked well was …’
‘You could improve …’ 
’Have you considered …?’
Students revise their script based on peer suggestions and document their final version in their digital portfolio alongside:
a short note explaining how they used AI and include citation (if applicable)
a simple storyboard of how the script matches each infographic scene.
	Students produce a script that aligns with their infographic content.
Students use AI tools purposefully and ethically to support their writing.
Students revise their work based on peer feedback and explain their process.
	Provide script planning templates or sentence starters.
Offer choice – students may use AI tools, plan collaboratively or work independently.
Pair students strategically for feedback.
Scaffold AI use with clear examples of how to refine AI-generated drafts.
	


[bookmark: _Toc210729209]Week 6
Table 6 – Week 6 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-SAF-01
Content
Students:
Demonstrate safe practices when using and developing digital and communication technologies
Use hardware and software to design, communicate and manage the development of digital solutions
	Learning intention
We are learning how to record or generate a voiceover for our motion graphics video and how to use digital tools responsibly and effectively to manage audio production.
Success criteria
We can:
apply best practices for recording voiceover audio in a shared learning environment
record or generate a voiceover that matches their infographic message
store and share audio files using safe and ethical digital workflows.
Teaching and learning activity
The teacher begins by explaining the goal for the week: students will turn their written script into a voiceover to be used in their motion graphics video.
The following prompt may be used:
‘Your voiceover is what brings your story to life. But how do you sound persuasive, serious or excited using just your voice?’.
To demonstrate, the teacher plays the following short video clips whilst students’ eyes are shut and asks what they think is being shown on screen:
Every product carbon neutral by 2030 | Apple (1:15)
Just Ask Google (1:00)
The Story of Roblox (1:57).
The teacher leads a class discussion on the following elements that make the voice-over effective, and students write their definitions in the glossary:
pace (rate of speech, slow, fast)
volume (soft, loud, ascending, descending)
pitch (low, high)
melody (combination of pitches)
tonality (the emotion)
pauses (to create rhythm and tension).
The teacher then demonstrates:
the type of equipment and setup required to record audio for example, microphone and computer in a quiet space
how to record a voiceover using built-in tools such as Audacity 
how to enhance audio using AI tools like Adobe Enhance
how to save files using consistent naming conventions.
Using checking for understanding, the teacher asks:
Where will you store your voiceover so you can access it later?
What file type will Canva or Adobe Express accept?
What’s one way to improve your voiceover if the tone doesn’t sound right?
Students then begin recording or generating voiceovers, choosing between:
recording their own voice using a microphone
using an AI tool, if accessible and appropriate, to generate the voiceover and adjusting tone or style as needed.
As they record or review their voiceover, students apply vocal communication skills such as:
appropriate volume and pacing
matching tone and pitch to their message
strategic use of pauses.
Once complete, students:
upload and name their files correctly
test that they work on their device and in Canva or Adobe Express.
	Students produce a voiceover aligned with the tone and message of their project.
Students demonstrate safe, organised audio production and file management.
Students reflect on technical and communication decisions in their portfolio.
	Offer quiet zones or recording rotation for noise-sensitive students.
Provide additional visual recording tips as posters or digital slides.
Allow students to work in pairs for developing and recording the script.
Allow flexible completion time or asynchronous recording if needed.
Extension activity for digital portfolio 
students document their process and choices in their digital portfolio, including
the tool or method used
an explanation of how they used elements such as pace, volume, pitch, melody, tonality and pauses.
a short reflection on what worked well and what they would change next time.
	




[bookmark: _Toc210729210]Week 7
Table 7 – Week 7 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-PPM-01
Content
Students:
Use hardware and software to design, communicate and manage the development of digital solutions
Document design processes when using digital and communication technologies
	Learning intention
We are learning how to combine visuals, audio and motion using digital tools to produce a professional-style motion graphics video that communicates our message clearly and effectively.
Success criteria
We can:
· apply motion design techniques to communicate key messages using visuals and audio
follow a structured digital production workflow inspired by industry practices
document and reflect on design decisions throughout the video editing process.
Teaching and learning activity
The teacher begins by connecting learning to the real world:
‘Have you ever watched a product video from a company that made a message feel clear and compelling all in under a minute? What made it work?’
Teacher presents examples of motion graphics videos with a focus on the animation elements, for example:
ChatGPT | The Intelligence Age (1:00)
Google – Welcome to the Gemini era (1:00)
Introducing Canva’s Brand Refresh (1:15)
As a class watch the following Canva tutorials:
How to upload and edit video and audio in Canva (7/10) (4:06)
2. How to Animate your Designs with Canva | Skill (3:55)
Make it move with animation | Canva (4:23)
The teacher introduces a 3-step professional motion design workflow commonly used in industry:
Storyboard to timeline
Students use their infographic as a storyboard. The teacher models how to break this into video scenes or frames, with one key idea per screen.
Key tip – keep each scene under 5 to 7 seconds to maintain pacing and viewer attention.
Voice sync and visual rhythm
The teacher demonstrates in Canva or Adobe Express how to:
upload and place the voiceover track
use scene timing controls to match visuals to narration
add movement with transitions and simple animations.
Industry insight – keep animations subtle and purposeful. Professionals avoid ‘over-animation’ and ensure every movement draws attention to a key idea.
Visual hierarchy
Using colour theory and design principles taught during the infographic lessons, the teacher reinforces how to:
maintain consistent font styles, colours and layouts
use contrast and alignment to guide the viewer’s eye
emphasise key statistics or insights
use the rule of thirds or centre focus to frame content visually
export at 1080p resolution as an mp4 with audio settings checked.
Students now build their motion graphic video by:
importing voiceover
recreating infographic scenes as timed slides or frames
animating entry or exit of elements
synchronising voice and visuals
previewing and refining visual flow.
	Students produce a motion graphics video that applies professional design conventions.
Students align voiceover timing, visual layout and motion effects.
Students reflect on editing choices and visual storytelling techniques.
	Offer a short sample video project for students to deconstruct or remix.
Provide downloadable design kits with icons, backgrounds and templates.
Allow students to collaborate in pairs for example one edits, one reviews or assists.
Provide step-by-step tutorials on using Canva’s animation and audio tools.
Allow simplified layout structure for students who need less cognitive load.
Extension activity for digital portfolio
Students document their design decisions in their digital portfolio, noting:
which frames worked best and why
what timing or visuals they adjusted after seeing or hearing it in action
how the design supports the tone and purpose of their message.
	


[bookmark: _Toc210729211]Week 8
Table 8 – Week 8 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-PPM-01
Content
Students:
Use hardware and software to design, communicate and manage the development of digital solutions
Document design processes when using digital and communication technologies
	Learning intention
We are learning how to refine and enhance our motion graphics video using editing techniques, audio layering, and feedback to improve communication and impact.
Success criteria
We can:
· refine our motion graphic using video editing features
· add background music or sound effects to enhance meaning and mood
· manage audio layering and file types responsibly 
· reflect on changes made and document our development process.
Teaching and learning activity
Teacher begins by checking for understanding of student progress.
Ask:
What is left to complete?
How will you know your video communicates your message clearly?
What technical issues might still need solving?
As a class engage with the following Canva tutorial:
Audio essentials | Canva (4:25)
Sound design workshop
The teacher delivers targeted demonstrations, focused on:
adding background music from royalty-free libraries for example Canva’s audio tab
layering audio including voiceover, background music and suitable sound effects
adjusting volume to ensure the voiceover is clear over background audio
using fades and timing to help the music support the story and message
exporting and checking final audio mix.
Student-led production time
Students continue building or refining their motion graphics video. Focus tasks include:
syncing visuals with narration
adjusting slide timing
refining layout and transitions
reviewing overall flow and message clarity
adding suitable video effects and transitions.
	Students apply advanced editing features to enhance their motion graphics video.
Students layer and balance voice, music and sound for clarity and engagement.
Students document their creative and technical decisions.
	Provide curated playlists of royalty-free music and sound effect options.
Offer checklists or visual guides for audio layering and volume control.
Allow peer editing or teacher-supported sessions for more complex edits.
Support students by providing headphones.
Provide alternate workflows or simplified editing steps if needed.
Extension activity for digital portfolio
Students continue documenting in their digital portfolio, including:
audio decisions (for example, selection of background music and sound effects)
visual refinements made
challenges encountered and how they resolved them
how sound changes improved tone or audience engagement.
Students export a draft version for final peer feedback in Week 9.
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Table 9 – Week 9 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-DES-01
Content
Students:
Evaluate design ideas, processes and solutions against identified criteria for success.
Communicate and justify design choices using relevant terminology
	Learning intention
We are learning how to present our motion graphics video and evaluate its effectiveness by reflecting on our design process and choices.
Success criteria
We can:
· present and explain the key messages of their motion graphics video
· give and receive constructive feedback using design language
· evaluate how effectively our design communicates to an audience
· reflect on strengths, challenges and next steps in our design process.
Teaching and learning activity
The teacher introduces the session by asking:
‘If someone watched your video with no explanation, would they understand the message, the purpose, and how it was made?’
Students are reminded of the key features of an effective motion graphic, based on their co-constructed success criteria from previous weeks:
clear and consistent visuals
well-synced and appropriate voiceover
purposeful motion and timing
balanced and engaging audio
logical sequence and flow of ideas.
Structured peer presentation
Students share their completed motion graphics videos in small groups or through a class screening rotation. Each student presenter explains:
the purpose of their project
key design choices they made
any challenges they faced and how they resolved them.
Effective questioning is used to guide peer review. Students respond to questions such as:
How does the video communicate its message visually?
What did you notice about the pacing and voiceover tone?
Was there a scene or technique that stood out? Why?
The teacher roams during presentations, facilitating deeper questioning and prompting students to justify their choices using terms from the glossary.
Self-reflection and evaluation
Students complete a structured self-reflection and evaluation in their digital portfolio addressing:
what they are most proud of
how well their video met the criteria
what part of the project they found most challenging
how they used feedback or iteration to improve their work
what they would do differently if they had more time.
Reflections and evaluations are recorded in the student’s digital portfolio, alongside the final version of their video.
	Students present and explain their final digital solution.
Students use design language to evaluate their own and others’ work.
Students complete a self-evaluation demonstrating critical reflection
	Provide sentence starters and question cards for peer discussions.
Use visual rubrics or scaffolded reflection templates.
Allow video screenings in smaller groups.
Use audio or video reflections as alternatives to written evaluation.
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Table 10 – Week 10 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	Outcome
TE4-SDP-01
Content
Students:
Describe how digital solutions and communication technologies can contribute to sustainability
Explain ethical considerations for the ownership of data, information and artificial intelligence (AI) applications
	Learning intention
We are learning to reflect on the purpose of our digital solution and how it connects to our responsibilities as digital citizens, creators and critical users of technology.
Success criteria
We can:
· reflect on how our understanding of digital platforms has changed
· connect our learning to everyday technology use and future digital choices.
Teaching and learning activity
Teacher begins by connecting learning to students’ completed projects. 
Ask:
What kind of stories have we told through our motion graphics?
What values or messages have we shared?
What are the long-term effects of the platforms we use every day?
Students participate in a guided class discussion that revisits the social and environmental impacts of digital technologies explored throughout the unit.
Students complete a reflection task, such as a short written or visual response to prompts including:
One thing I learned about the impact of digital technologies is ... 
I think designers have a responsibility to ... 
Next time I create digital content, I will ... 
If time permits, students explore how their learning connects to future pathways in design, technology, media or ethical digital citizenship.
	Students reflect on their role as responsible digital users and creators.
Students identify how their thinking has shifted throughout the unit.
Students share and celebrate their completed digital products respectfully.
	As an extension activity, students can create a webpage to display their infographic and motion graphics video for presentation incorporating HTML and CSS coding.
Allow written, audio or visual responses for reflection tasks.
Provide sentence starters or graphic organisers.
Allow gallery walk in small groups for students needing support with social interaction.
Use peer note cards, tokens or digital platforms for positive feedback.
	




[bookmark: _Toc210729214]Overall program evaluation
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: _Toc210729215]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 2020b) 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.
Please rate how much you agree with these statements:
My teacher had confidence that I could achieve and improve in my learning. (CESE 2020b Chapter 1: High expectations)
I had a clear idea of what I was learning and why. (CESE 2020b Chapter 2: Explicit teaching)
I used the feedback provided to improve my performance. (CESE 2020b Chapter 3: Effective feedback)
I understood the feedback on the assessment task. (CESE 2020b Chapter 3: Effective feedback)
I was able to predict the marks I achieved in the assessment tasks. (CESE 2020b Chapter 5: Assessment)
The activities in the unit prepared me for the assessment task. (CESE 2020b Chapter 5: Assessment)
I found the activities in the lessons interesting to me. (CESE 2020b Chapter 7: Wellbeing)
I made valuable contributions to the class during this unit. (CESE 2020b Chapter 7: Wellbeing)
I ask questions in class when I don’t understand yet. (CESE 2020b 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: _Toc210729216][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 Torres Strait Islander students, EALD students, students with a disability and/or additional needs and High Potential and gifted students can be found on the Planning programming and assessing 7-12 webpage. This includes the Inclusion and differentiation 7–10 advice 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.
Consulted with: Curriculum and Reform, Disability Inclusion and subject matter experts.
[bookmark: _Hlk148105035]Alignment to system priorities and/or needs: School Excellence Policy, School Success Model.
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 Teaching Standards: this resource supports teachers to address Australian Professional Teaching Standards [3.2.2, 3.3.2, 3.4.2].
Creation date: September 2025
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