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[bookmark: _Toc148102519][bookmark: _Toc180663892][bookmark: _Hlk148102359][bookmark: _Toc112681287]About this resource
[bookmark: _Toc148102520][bookmark: _Toc180663893]Purpose of resource
The resource is a sample program of learning for teaching the Developing apps and web software focus area in Stage 5 during the Computing Technology 7–10 course.
[bookmark: _Toc148102521][bookmark: _Toc180663894]Target audience
[bookmark: _Toc148102522]This resource can be used by teachers to support effective syllabus implementation of Computing Technology 7–10.
[bookmark: _Toc180663895]When and how to use
This resource is designed for implementing over 20 weeks or a semester of learning on developing apps and web software. The resource can be adapted and contextualised to the school setting. Adjustments can be made to the program of learning to suit students in the teaching and learning cycle.


[bookmark: _Toc180663896]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 2022a). 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.

[bookmark: _Toc180663897]Overview
Description: this program of learning addresses the focus area of Developing apps and web software. The lessons and sequences in this program of learning are designed to allow students develop the knowledge and skills to create an app or web software as a solution to a user’s needs.
During Weeks 1 to 8 of the learning sequence, students will gain an understanding of the computational, design and systems thinking used in developing an app or web software. A range of apps and web software will be investigated that allow students to understand how innovation, enterprise and automation have inspired the evolution of computing technology.
During Weeks 9 to 18 of the learning sequence, students will design and test a system, creating an app or web software which is coded and iterative in design. To develop their coding skills, students work to design, produce and evaluate algorithms and implement them in an object-oriented programming language. Students manage, document and explain individual work practices. 
During Weeks 19 to 20 of the learning sequence, students showcase their project to the class and seek self- and peer-review. Students also investigate careers in app and web software development industries.
Duration: this program of learning is designed to be completed over a period of approximately 20 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.


[bookmark: _Toc112681290][bookmark: _Toc180663898]Outcomes
A student:
selects and applies safe, secure and responsible practices in the ethical use of data and computing technology CT5-SAF-01
applies iterative processes to define problems and plan, design, develop and evaluate computing solutions CT5-DPM-01
manages, documents and explains individual and collaborative work practices CT5-COL-01
understands how innovation, enterprise and automation have inspired the evolution of computing technology CT5-EVL-01
explains how data is stored, transmitted and secured in digital systems and how information is communicated in a range of contexts 
CT5-DAT-01
communicates ideas, processes and solutions using appropriate media CT5-COM-01
designs, produces and evaluates algorithms and implements them in a general-purpose and/or object-oriented programming language 
CT5-OPL-01
designs and creates user interfaces and the user experience CT5-DES-01
Computing Technology 7–10 Syllabus © NSW Education Standards Authority (NESA) for and on behalf of the Crown in right of the State of New South Wales, 2022.


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: _Toc180663899]Lesson sequence and details
[bookmark: _Toc180663900]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

	CT5-EVL-01
CT5-COM-01
CT5-COL-01
Students:
explore the purpose and uses of apps and web-based tools
explore how the changing needs of society have influenced the evolution of app and web development, including the impact of apps and web software on a range of industries
describe how apps and web applications have evolved in response to people’s needs and opportunities
	Learning intention
Explore the purpose and uses of apps and web software and how evolving societal needs have shaped their development and impact across a range of industries.
Success criteria
I will know I have been successful when I can:
identify and explain different types of apps and web software
explain the benefits and drawbacks of using apps and web software in various contexts
investigate and discuss how societal needs have driven the development of apps and web software.
Teaching and learning activities
Teacher introduces the learning sequence and gives an overview of the semester outlining the sequence of activities and assessments.
Teacher introduces the concept of apps and web-based tools. As a class watch What is a Web App? Web App vs. Native App (1:48).
Activity 1: students complete a definition of both apps and web software.
Activity 2: brainstorm how apps and web software have evolved to meet the changing needs of society.
Students should think about how society has changed over time and how these changes have influenced the development of apps and web software.
Students can also think about specific industries to connect real-world examples.
Activity 3: students choose a particular industry to research and discuss how apps and web software have impacted that industry.
Students consider how these tools have improved efficiency, accessibility or the user experience.
Using Canva, students create a one-page infographic to communicate their findings.
Activity 4: students research and develop a timeline of the history and evolution of apps and web software.
Students start by reading about the history of mobile apps and the evolution of mobile apps and take note of key dates for significant events and changes throughout time.
This activity can be completed individually or in pairs. Students can demonstrate their use of web-based software by creating their timeline through software such as Canva or Adobe Express.
	Students add to their glossary throughout the learning sequence to assist in correct use of specialist terminology.
Students demonstrate an understanding of the concepts of apps and web software by providing clear definitions and can articulate the difference between them.
Students demonstrate an understanding of how societal changes drive the evolution of apps and web software.
Students can research and discuss the impact of apps and web software on a chosen industry, presenting their findings through an infographic.
Student completion of the timeline for the history and evolution of apps demonstrates understanding and sequencing of development over time.
Students demonstrate proficiency in using digital tools like Canva or Adobe Express to present information visually.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide visual and/or multimedia examples and check understanding of concepts.
Provide a glossary and allow the use of bilingual dictionaries for uncommon terms and use visuals where appropriate.
Provide the option of group work or peer collaboration during the research and infographic creation processes.
	

	CT5-DAT-01
CT5-COM-01
Students:
explore inputs, storage, transmission, processes and outputs in apps or web-based tools
	Learning intention
Explore the concepts of input, process, storage, transmission and output in different apps and web-based software.
Success criteria
I will have been successful when I can:
explain in my own words what input, process, storage, transmission and output mean
compare my definitions of these terms with my partner and discuss any differences
contribute my definitions to a class discussion
work in a group to identify and outline the input, process, storage, transmission and output for 5 different apps or web-based software
choose an app or web-based software from a given category and describe its input, process, storage, transmission and output in detail.
Teaching and learning activities
Teacher leads a discussion on the concept of inputs, storage, transmission, processes and outputs in apps and web-based software refers to the fundamental elements that govern how these interactive experiences function.
As a class watch Input Process Output (2:50).
Activity 5: facilitate a Think, Pair, Share around the definitions.
Think about how you would define the following in your own words: input, processes and output.
Pair with the person next to you, how do your definitions differ?
Share and report your definitions to the class.
Activity 6: students brainstorm 5 apps or web-based software they use regularly, identifying input, processes, transmission, storage and outputs.
Activity 7: students work in groups to select an app or web-based software from the categories provided and describe in detail the input, process, transmission, storage and output specific to the chosen app or software.
	Students can define input, process, storage, transmission and output in relation to app and web software.
Students will demonstrate their learning by justifying their definitions and integrating peer-feedback, refining their understanding of inputs, processes and outputs in the process.
Students will brainstorm 5 apps or web-based software they regularly use and identify the input, process, transmission, storage and output for each. The thoroughness and accuracy of these identifications will provide clear evidence of learning.
Students develop a comprehensive analysis of the input, process, transmission, storage and output specific to the chosen software. The depth and accuracy of the analysis, along with students’ ability to work collaboratively, will demonstrate their applied understanding of the core concepts and their ability to think critically about how these elements function in practice.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Prompt student discussion with real-world scenarios and examples.
The teacher can circulate during group activities to provide additional support and clarification to students who need it.
Pre-teach key vocabulary and concepts prior to viewing videos, provide a transcript and use closed captions when viewing.
Use of visual aids or key prompts.
Individual and collaborative work options.
Activity 7 could be an extension to the group task where teams are allocated a real-world example, and they create a diagrammatical representation which links all the components together to further consolidate student understanding.
	


[bookmark: _Toc112681291]

[bookmark: _Toc180663901][bookmark: _Toc146805877][bookmark: _Toc147481174]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

	CT5-EVL-01
CT5-OPL-01
Students:
specify the functional requirements of an app, including stating the purpose of a solution, describing use cases and developing test cases of inputs and expected outputs
specify the non-functional requirements of an app
	Learning intention
Understand and differentiate between functional and non-functional requirements and to identify and describe use cases and test cases in system development.
Success criteria
I will know I have been successful when I can:
accurately define functional requirements and non-functional requirements
identify and distinguish between functional and non-functional requirements in given scenarios
accurately define use cases and test cases
work with my group to discuss and compare identified requirements, use cases and test cases
contribute to a class discussion by sharing my findings and understanding of the concepts.
Teaching and learning activities
Teacher leads a discussion on how functional requirements are features or functions that enable users to accomplish their tasks (user requirements). Non-functional requirements are how the system should perform (user expectation).
As a class read about functional and non-functional requirements and watch What are Non-functional Requirements and How Do They Work? (9:28).
Activity 8: students research definitions for functional requirements, non-functional requirements, use cases and test cases.
Activity 9: students use the scenarios and identify functional and non-functional requirements for each.
In small groups, students will discuss the scenarios and compare their identified requirements, use cases and test cases.
	Students can demonstrate understanding of the definitions of functional requirements, non-functional requirements, use cases and test cases.
Students demonstrate understanding of the functional and non-functional requirements identified for each scenario.
Students actively participate and collaborate to demonstrate the ability to articulate and compare findings with peers.
Students contribute to the class discussion, demonstrating understanding and application of the concepts.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Pre-teach key vocabulary and concepts prior to teaching the lesson.
Provide a glossary and allow the use of bilingual dictionaries for uncommon terms.
Provide individual and collaborative work options.
Teachers can provide additional guidance and clarification to students who need extra help during individual and group activities.
Ensure all students understand both technical and culturally-based terms.
Include multiple opportunities to respond, for example:
verbally
individually
partner turn and talk
non-verbally
gesture
response cards.
	

	CT5-EVL-01
CT5-OPL-01
Students:
consider the social impacts and ethical and legal responsibilities in software development
relate social, ethical and cybersecurity considerations of a software project
outline how app and web software address environmental, lifestyle, societal and economic challenges, including cyber safety
	Learning intention
Explore the social impacts, ethical considerations and legal responsibilities of developing apps and web software and how developers can navigate these issues.
Success criteria
I will have been successful when I can:
discuss and identify the social and ethical dilemmas associated with apps and web software
consider both positive and negative aspects of social and ethical issues in these scenarios
analyse scenarios and answer guiding questions, reflecting on social, ethical and legal responsibilities
work effectively in a group to explore and discuss these issues
present my group’s findings to the class, demonstrating our collective understanding.
Teaching and learning activities
Activity 10: in groups, students read and discuss provided scenarios that present social and ethical dilemmas related to apps and web software.
Students consider both sides of each dilemma and discuss how developers might navigate these issues.
Students outline how social impacts and ethical and legal responsibilities relate to apps and web software.
Activity 11: students read scenarios focusing on social and ethical issues, as well as legal responsibilities, answering guiding questions. Groups can report on their findings.
Teacher to discuss reasons why apps meet challenges, including environmental, lifestyle, societal, economic and cyber safety.
Students brainstorm different app ideas from the provided scenario.
Activity 12: students read the scenarios related to ethical dilemmas and answer the guiding questions in small groups.
Teacher leads a discussion explaining the concepts of copyright, intellectual property and reverse engineering.
Activity 13: students discuss the ethical considerations, potential risks and strategies that could be employed to comply with copyright and IP laws.
Activity 14: students brainstorm app ideas that fulfil the given scenario for environmental challenges, societal inclusivity, cyber safety and security, economic challenges, health and wellness challenges and community engagement.
	Students can correctly define functional and non-functional requirements during class discussions and activities. Their ability to distinguish between these 2 types of requirements in written or verbal responses reflects a clear understanding of the concepts.
Students accurately identify and differentiate between functional and non-functional requirements in given scenarios.
Students show their understanding by accurately defining use cases (describing how a system interacts with external entities) and test cases (describing how a system is tested to ensure it meets the requirements).
Students engage in group discussions, they compare their identified requirements, use cases and test cases with their peers.
Students demonstrate their ability to communicate their reasoning, collaborate effectively and refine their understanding based on peer input.
Students contribute to the class discussion by sharing their findings and understanding of functional and non-functional requirements, use cases and test cases.
Students research definitions and demonstrate evidence of learning by successfully presenting clear and accurate explanations of functional and non-functional requirements, use cases and test cases.
Students apply these definitions to identify functional and non-functional requirements in provided scenarios.
	This section is also for use in school when making adjustments to support all students to achieve in their learning.
Complete examples as a class.
Provide prompts or visuals to help with understanding the concepts.
Provide a glossary and allow the use of bilingual dictionaries for uncommon terms.
Providing scenarios of different complexity levels can challenge advanced students while supporting those who need simpler examples.
Structure questions to help guide students who might need more direction in their analysis.
	




[bookmark: _Toc180663902]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

	CT5-SAF-01
CT5-COM-01
Students:
identify and define the features of an object-oriented programming language
identify, define and visually represent the function and purpose of elements and features of existing code
describe the features of an object-oriented programming language
interpret and extend or implement an object-oriented program (code)
	Learning intention
Understand the principles of object-oriented programming (OOP), identify features of OOP languages and apply concepts of sequences, selections and loops in programming.
Success criteria
I will have been successful when I can:
explain what object-oriented programming is and list examples of OOP languages
complete a table outlining the features of object-oriented programming languages accurately.
Teaching and learning activities
The teacher introduces the concept of object-oriented programming.
Activity 15: students are asked to explain what object-oriented programming is and list some examples of OOP languages in the space provided.
Activity 16: students complete a table detailing the features of object-oriented programming languages, reinforcing their understanding of key concepts, such as classes, objects, inheritance, polymorphism and encapsulation.
Teachers who are unfamiliar with OOP can access the following site for assistance: Object Oriented Programming: getting started for Australian teachers.
Activity 17: teacher shows the Space Invaders game. Students create a list of properties (attributes) and behaviours (methods) for the main gameplay elements.
	Student explanations of object-oriented programming and their list of OOP languages demonstrate their understanding of the concept.
Students demonstrate their knowledge by completing a table that details the features of object-oriented programming languages.
Students demonstrate their understanding of attributes by accurately listing key properties of gameplay elements, such as the spaceship (for example, position, speed and size) and enemies (for example, type and health).
Students demonstrate understanding of methods by identifying the behaviours associated with these gameplay elements, such as moving, shooting or colliding with objects.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Providing clear definitions and guiding questions helps support students who might struggle with abstract concepts.
Allowing students to discuss properties and behaviours for the game elements in small groups can help those who benefit from collaborative learning.
Message abundancy might be useful when introducing new terminology. The word is spoken, written on the board and represented by visuals.
Include multiple opportunities to respond, for example:
verbally
individually
partner turn and talk
non-verbally
gesture
response cards.
	

	CT5-SAF-01
CT5-OPL-01
Students:
represent data and code to facilitate computation, including selecting appropriate data types, structuring code systematically and understanding data type limitations
	Learning intention
Understand and identify sequences, selections and loops in programming and how these control structures are used in coding.
Success criteria
I will have been successful when I can:
define sequences, selections and loops and provide examples of each
understand and explain the elements and features of code that use sequences, selections and loops
accurately identify the features of code in given scenarios, recognising sequences, selections and loops
apply my knowledge to different programming languages by analysing and understanding code snippets.
Teaching and learning activities
Teacher introduces sequences, selections and loops, explaining their importance in programming.
As a class watch Computer Science Basics: Sequences, Selections, and Loops (2:26).
While watching the video, students complete definitions and questions related to standard control structures, providing examples where possible.
The teacher provides examples to illustrate the elements and features of code, highlighting sequences, selections and loops within the examples.
For each scenario, students identify the features of the code, such as the use of sequences, selections and loops.
Activity 18: students answer questions on sequence control structures and relational operators.
What is the benefit of the sequence control structure when designing games?
What are logical operators?
What are relational operators?
Practical application – learning through coding
Teacher leads the class through the table ‘Elements and features of code’ to enhance student understanding prior to using online coding apps or software.
Students use online learning resources to learn and enforce the key elements and features of code. For example, Grok Academy or w3schools.
Activity 19: students identify features in existing code through the examples provided by their teacher and how it could be changed according to the general-purpose programming languages chosen.
	Students’ written definitions and responses to the questions while watching the video shows their understanding of sequences, selections and loops.
Students demonstrate the ability to follow the examples provided by the teacher indicating growing comprehension of how sequences, selections and loops function in real code.
Students’ accurate identification and explanation of the features of the code in given scenarios demonstrates their ability to apply their knowledge to new contexts.
Students can explain the elements and features of code, such as syntax, variables, data types and control structures and understand their purpose in programming before using online coding platforms.
Students use online learning resources like Grok Learning or w3schools to reinforce their understanding of coding concepts.
Students identify the features in existing code examples provided by their teacher.
Students suggest modifications or changes to the code based on the general-purpose programming languages being used.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide a glossary and allow the use of bilingual dictionaries for uncommon terms.
Use the guiding questions as structured discussion points to support learners.
Allowing students to discuss their findings in pairs or small groups can provide peer-support and enhance understanding.
Structured questions and guided scenarios help students who need more support to engage with the material effectively.
	




[bookmark: _Toc180663903]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

	CT5-SAF-01
CT5-EVL-01
Students:
explore app and web software considering the perspectives of diverse groups, including Aboriginal and Torres Strait Islander Peoples, culturally and linguistically diverse people, people of different ages and gender and people with disability
	Learning intention
Students explore the inclusivity of digital platforms for diverse groups and develop ideas for new inclusive apps and web software.
Success criteria
I know I have been successful when I can:
research and identify factors that contribute to the inclusivity of apps and web software for a specific group
create and deliver a presentation that reflects on the importance of inclusivity and its impact on user experience
actively participate in brainstorming ideas for inclusive digital platforms
develop a creative and thoughtful pitch for an inclusive app or web software that addresses the needs and perspectives of a diverse group.
Teaching and learning activities
Activity 20: divide the class into small teams to research web apps to assess their suitability for the diverse group of users they have been assigned.
Student research should focus on the inclusivity of existing apps and web software, focusing on inclusive design principles, accessibility features, user experience analysis and ethical considerations as it applies to each of the diverse groups.
Activity 21: teacher leads a class brainstorm on apps that prioritise inclusivity.
Students generate potential ideas for new inclusive apps and web software, considering features, functionalities and design elements that cater to the specific needs and perspectives of diverse groups and each group selects a concept to pitch, demonstrating how it addresses inclusivity.
	Students demonstrate the quality and depth of their research through group presentations, showcasing their understanding of inclusivity for the assigned group.
Students demonstrate active participation in the brainstorming session by contributing relevant and thoughtful ideas that advance the discussion.
Students demonstrate creativity and thoroughness in their inclusive app or web software pitch, reflecting how well they have integrated inclusivity principles into their proposed concept.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide scaffold of research required.
Provide group activity with guided scaffold.
Assigning specific roles within groups (for example, researcher, presenter or designer) can help students engage with tasks that match their strengths.
The teacher can provide additional support and resources for groups that might need help with research or idea development.
	

	CT5-SAF-01
Students:
consider the social impacts and ethical and legal responsibilities in software development
outline how app and web software address environmental, lifestyle, societal and economic challenges, including cyber safety
	Learning intention
Understand how apps address environmental, lifestyle, societal and economic challenges and cyber safety considerations.
Success criteria
I will have been successful when I can:
identify and explain how an app addresses various challenges (environmental, lifestyle, societal, economic) and cyber safety considerations
work collaboratively with my peers to brainstorm and analyse app features and their impacts
present my group’s findings clearly and effectively to the class and participate in class discussions by providing feedback and asking questions.
Teaching and learning activities
Activity 22: the teacher will divide students into small groups and assign each group an app case study from the table – EcoChallenge, Headspace, Khan Academy or Uber.
In groups, students create a concept map that shows how the app in the case study addresses the challenges.
Each group presents their findings to the class.
	Students demonstrate ability to identify and analyse how apps address various challenges and cyber safety considerations.
Students produce group presentations showcasing their critical thinking, communication skills and understanding of the environmental, lifestyle, societal and economic challenges and cyber safety considerations.
Students participate in the class discussions indicating their ability to synthesise information and articulate their thoughts on the topics covered.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide scaffold of research required.
Provide group activity with guided scaffold.
Assigning specific roles within groups (for example, researcher, presenter, designer) can help students engage with tasks that match their strengths.
The teacher can provide additional support and resources for groups that might need help with research or idea development.
	


[bookmark: _Toc180663904]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

	CT5-DPM-01
Students:
explore design principles and issues relevant to apps
generate alternative designs and evaluate them against the requirements to select a preferred design
	Learning intention
Research and understand common design principles and apply them to create app designs, considering user personas, user flows, wireframes and basic visual design elements.
Success criteria
I will have been successful when I can:
describe common design principles for apps and web-based software
incorporate user personas, user flows, wireframes and visual design elements in my app sketches
apply design principles effectively in my app designs.
Teaching and learning activities
Teacher leads an introduction to the principles of design to be considered including: user-centred design, visual design, navigation and information architecture, accessibility, performance and optimisation and security and privacy.
Activity 23: students research common design principles and describe what each principle means in the context of apps and web-based software.
As a class watch How to create your first wireframe (8:34) and view examples of wireframes to examine the different design options that can be incorporated into a design. To create a wireframe diagram, software such as Microsoft Word, Canva, Adobe Express or Figma can be used. As a class discuss, What is wireframing?
Activity 24: students choose one of the apps listed and sketch ideas for an app design. They should consider user personas, user flows, wireframes and basic visual design principles in their sketches. Students complete a self-assessment and present their ideas to the class.
This activity could be completed in pairs, with teachers assigning scenarios to the groups. Other scenarios can be chosen to suit class needs.
Teacher introduces and explains Assessment task 1 which is to be completed over the coming weeks. Students can see how the activities have built their skills and understanding to develop and represent the identifying and defining and research and planning stages needed for their own app idea.
	Student descriptions of design principles show their understanding.
Student app design sketches incorporate user personas, user flows, wireframes and visual design elements.
Students explain how they applied design principles in their sketches during presentations or peer reviews.
Students receive feedback from the teacher as they progress in completing steps to success in Assessment task 1.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide scaffolded plan for research.
Message abundancy might be useful when introducing new terminology. The word is spoken, written on the board and represented by visuals.
Include multiple opportunities to respond, for example:
verbally
individually
partner turn and talk
non-verbally
gesture
response cards.
	

	CT5-DPM-01
Students:
generate alternative designs and evaluate them against the requirements to select a preferred design
	Learning intention
Use knowledge of social and ethical considerations, legal responsibilities and cybersecurity principles, to evaluate an existing product against the criteria provided.
Success criteria
I will have been successful if I can:
use evaluation criteria to assess whether a created solution meets social, ethical and legal responsibilities
apply cybersecurity principles to evaluate a created solution
provide suggestions for adapting the solution to better meet the criteria.
Teaching and learning activities
Activity 25: students will use their prior learning of social and ethical considerations, legal responsibilities and cybersecurity principles to evaluate a created solution.
Students will look at an existing app and evaluate it against the criteria outlined in the table. Some of the criteria might not apply to the solutions students are evaluating. As they conduct their evaluation, students can make suggestions on how they think the app could be adapted to meet the criteria.
Students will use a completed solution and review the criteria for evaluating solutions against social, ethical and legal responsibilities and cybersecurity principles.
Following the evaluation, students will suggest adaptations to improve how the solution meets the criteria.
This activity could be completed after Assessment task 1 and students can use other peers’ work to evaluate their own.
	Students’ written evaluations of the created solution show how it meets or fails to meet the criteria.
Student participation in discussions, demonstrates their understanding of evaluation criteria and critical thinking skills.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide a step-by-step guide or rubric to help students systematically evaluate the created solution.
Offer scaffolded questions to help students think through each criterion and apply it to the solution.
Pair students to work collaboratively, allowing them to support each other through the evaluation process.
Message abundancy might be useful when introducing new terminology. The word is spoken, written on the board and represented by visuals.
Include multiple opportunities to respond, for example:
verbally
individually
partner turn and talk
non-verbally
gesture
response cards.
	


[bookmark: _Toc180663905]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

	CT5-SAF-01
Students:
investigate data collection and interpretation adhering to privacy and cybersecurity principles, including specify what data is collected, who owns it and how it will be protected
	Learning intention
Investigate data collection and interpretation adhering to privacy and cybersecurity principles.
Success criteria
I will have been successful when I can:
explain the importance of data privacy and cybersecurity in digital environments
describe how apps and web-based software collect data from users
evaluate FitTrack’s adherence to privacy and cybersecurity principles based on data collection, ownership, protection and interpretation.
Teaching and learning activity
Activity 26: teacher leads the class through a 5 whys activity on the significance of data privacy and cybersecurity in today’s digital landscape, considering personal concerns about sharing information online. A virtual whiteboard can be used for this activity.
Activity 27: students explore how apps and web-based software collect data, discussing reasons why developers might collect user data, such as improving user experience, personalising services or monetising data.
Activity 28: students read the table provided and complete a Think, Pair, Share activity to consider the question: Why do app developers collect data from users of their apps and/or web software?
Activity 29: as a class, read and discuss the case study on FitTrack.
Students complete the comprehension questions based on the case study.
The teacher outlines the purpose of the PEEL activity to structure an answer and models how to use PEEL using one of the questions from the case study.
Students are then given the PEEL scaffold and they will construct an answer to the question – Assess FitTrack’s adherence to privacy and cybersecurity principles in data collection, ownership, protection and interpretation.
	Students develop understanding and concerns about data privacy and cybersecurity.
Students can actively participate in class discussions about data collection practices and their implications.
Students can evaluate FitTrack’s adherence to privacy and cybersecurity principles in the scenario.
Students use PEEL paragraph strategies to assess the scenario.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Use infographics, diagrams and charts to visually represent data collection processes and cybersecurity principles.
Encourage collaborative group work to discuss and evaluate case studies, allowing students to learn from each other’s perspectives.
Provide multimedia resources, articles and case studies at different reading levels to accommodate diverse learning needs.
Activity 29 can be adjusted to suit diverse learning needs. The activity can be conducted as a class and the key term assess, which is complex, can be substituted for a less complex term such as explain, discuss or describe. Students can use a PEEL activity in all instances.
	

	CT5-SAF-01
Students:
investigate data collection and interpretation adhering to privacy and cybersecurity principles, including specify what data is collected, who owns it and how it will be protected
	Learning intention
Understand the basics of cybersecurity, including common cyber-attacks and key areas of data protection.
Success criteria
I will have been successful when I can:
identify different types of cyber-attacks
explain key areas of data protection and cybersecurity
discuss examples of real-world data breaches, detailing what happened and their consequences.
Teaching and learning activities
Activity 30: as a class, watch .
Students list the different attacks mentioned in the video relating to cybersecurity.
Teacher explains the key areas of data protection and cybersecurity and why it is important when developing apps and web software.
Activity 31: students research real-world data breaches and provide an overview of what happened and the consequences.
	Students identify different cyber-attacks from the video.
Students can research and recall selected real-world data breaches, detailing events and consequences.
Students articulate key areas of data protection and cybersecurity.
	This section is for use in school when adjusting support for all students to achieve in their learning.
Provide guided questions or annotations for students who might need support in identifying cyber-attacks from the video.
Allow students to choose from a list of real-world data breaches suited to different reading levels or interests.
Encourage peer-collaboration for researching and summarising data breaches.
	




[bookmark: _Toc180663906]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

	CT5-DAT-01
Students:
· represent data and code to facilitate computation, including selecting appropriate data types, structuring code systematically and understanding data type limitations
	Learning intention
Students will learn to represent data and code to facilitate computation.
Success criteria
I will have been successful when I can:
select appropriate data types
understand data type limitations.
Teaching and learning activities
Activity 32: as a class watch What are data types? (3:52).
As students watch the videos they complete the +1 routine.
After the students have watched the video, they recall what the video was about. They then pass their worksheet to the next person, who elaborates on a topic, adds something new or makes a connection.
Repeat this at least twice. Students then review their original responses and any new additions or elaborations made by their peers.
Students then receive their own sheet back and reflect by answering these questions:
What did you find as you read the ideas of others?
How did it help you building on the thinking of others?
How did it help you build your understanding of this topic?
Activity 33: as a class watch Why TRUE + TRUE = 2: Data Types (8:08) and discuss the benefits and limitations of data types.
Students use this information to complete the table by defining and outlining benefits and limitations of each listed data type.
Students continue work on Assessment task 1.
	Students can define different common data types.
Students apply this knowledge when working on their practical assessment and activities to choose the appropriate data types and structure code systematically.
Students can explain the limitations of data types.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Message abundancy might be useful when introducing new terminology. The word is spoken, written on the board and represented by visuals.
Include multiple opportunities to respond, for example:
verbally
individually
partner turn and talk
non-verbally
gesture
response cards.
	


[bookmark: _Toc180663907]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

	CT5-OPL-01
CT5-DPM-01
CT5-DES-01
Students:
represent algorithms using flowcharts and pseudocode
	Learning intention
Understand the comparison between flowcharts and pseudocode when creating algorithms.
Success criteria
I will have been successful when I can:
identify and describe various elements of a flowchart and their purposes
create a flowchart from an algorithm, demonstrating an understanding of code transformation
explain the structure and primary constructs of pseudocode
convert pseudocode into flowcharts for each primary construct.
Teaching and learning activities
Students examine the various elements of a flow chart and their uses.
Activity 34: Students examine the various elements of a flow chart and their uses and complete a table to organise symbol, symbol name and purpose.
Alternative resources for this activity include Guide to Flowchart Symbols, from Basic to Advanced, Flowchart Symbols and Notation and Flowchart Symbols - A Complete Guide.
The teacher conducts a walk-through of an algorithm of their choosing to show how to transform code into a flowchart.
Teacher leads a discussion on pseudocode and how it is structured.
Activity 35: Students complete the table on the primary constructs of pseudocode.
Teachers can use a variety of websites to supplement information for this activity including: How to write pseudocode.
Activity 36: construct a flowchart for pseudocode. Students are to change the pseudocode into flowcharts for each construct.
	Students identify and describe various elements of a flowchart and their purposes.
Students create flowcharts from an algorithm, demonstrating an understanding of code transformation.
Students explain the structure and primary constructs of pseudocode.
Students convert pseudocode into flowcharts.
Students create flowcharts and pseudocode in planning for Assessment task 2.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide annotated flowchart examples and visual aids to support understanding of flowchart elements.
Offer step-by-step guidance during the algorithm-to-flowchart transformation activity for students who might need additional support.
Provide advanced algorithms or additional pseudocode constructs for students seeking enrichment opportunities in algorithm design and flowcharting.
	

	CT5-OPL-01
CT5-DPM-01
CT5-DES-01
Students:
represent algorithms using flowcharts and pseudocode
validate algorithms with desk checking
	Learning intention
Students will learn how to conduct a desk check for algorithms, understand the process of verifying algorithmic logic and translate desk check algorithms into flowcharts.
Success criteria
I will have been successful when I can:
explain the process of conducting a desk check for algorithms
create flowcharts based on desk check algorithms
demonstrate an understanding of algorithmic logic through flowchart representations.
Teaching and learning activities
Activity 36: as a class, walk through the algorithms demonstrating how to conduct a desk check.
Students are to create flowcharts from the desk check algorithms.
Desk checking
As a class, walk through the algorithms provided – simple addition, finding the maximum of 3 numbers (branching) and While loop to find the sum of N numbers – iteration (loop). Look at and deconstruct the answers with the students.
Activity 37: students create flowchart descriptions for each algorithm provided in the class discussion.
	Students demonstrate an ability to explain the process and importance of desk checks in algorithm verification.
Students produce flowcharts demonstrating the translation of desk check algorithms into visual representations.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide guided examples and structured prompts for conducting desk checks and supporting students who might require assistance in algorithm verification.
Encourage peer-collaboration for discussing and refining desk check algorithms.
Provide advanced desk check algorithms or additional challenges for students seeking to deepen their understanding of algorithmic testing and flowchart creation.
	

	CT5-DPM-01
CT5-COM-01
Students:
define a real-world problem or need that can be solved by an app, including breaking it down into manageable parts and interviewing stakeholders to identify their needs
	Learning intention
Consider examples of online ordering options for school canteens by evaluating current real-world solutions and considering the interests of stakeholders.
Success criteria
I will have been successful when I can:
consider at least 2 real-world solutions and conduct a Plus, Minus, Interesting (PMI) evaluation
use the results of my evaluation to design survey questions to identify the needs of key stakeholders
break down and plan an app to order food from the school canteen.
Teaching and learning activity
Activity 38: working in pairs, students research 2 online ordering solutions for school canteens from the list provided and conduct a Plus, Minus, Interesting evaluation.
As a class watch Designing a Survey (5:20) and discusses the types of questions best used to interview stakeholders.
Students design a minimum of 5 questions to ask students, parents and staff about what they would like to see in an ordering app for the school canteen. Questions must be approved by their teacher, then students create a form with the questions.
The survey does not have to be distributed, the aim is to have students think about effective questioning. If the teacher wishes to collect and analyse data, a class survey could be developed.
[bookmark: _Hlk180653003]Students brainstorm how the app would work, then map out how their app might work using slide 8 - tree structure concept map .
	Students demonstrate by working in pairs the ability to research 2 online ordering solutions for school canteens.
Students conduct a PMI evaluation. Students critically analyse the real-world solutions, highlighting positive aspects, drawbacks and intriguing features.
Students demonstrate understanding by using the results of their PMI evaluation to design survey questions aimed at analysing the needs of key stakeholders, such as students, parents and staff.
Students demonstrate their understanding through brainstorming and mapping out how an app to order food from the school canteen would work.
Students demonstrate using a tree structure concept map to showcase their understanding of app design and how to consider stakeholder needs.
The accuracy and completeness of the concept map, including the breakdown of features and user interaction, reflect their planning skills and conceptual understanding of developing a functional ordering system.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Activity 38 complements the Oracle Digital Literacy program. In this course students will learn the foundations of Oracle APEX, a low-code development platform and can be used to deliver learning on how to develop an app and guide students to build a café ordering system.
Low-code is a visual app development technology that uses pre-built modules and drag-and-drop editors to make app development easy.
The course is 20 hours and designed to be delivered across 28 periods and could be used in blending the delivery of Developing apps and web software with Designing for user experience.
	

	CT5-OPL-01
CT5-DPM-01
CT5-DES-01
Students:
validate programs using test cases and debug a range of errors
	Learning intention
Research and understand different types of errors in coding, including syntax, logic and runtime errors and their impact on code execution.
Success criteria
I will have been successful when I can:
define and provide examples of different types of errors in coding
explain the impact each type of error has on running code
identify errors in provided algorithms and propose corrections to fix them.
Teaching and learning activities
Activity 39: students research the different types of errors providing definitions, examples and the impact that error has on running code.
Activity 40: students spot the errors and provide the correction to the error for the provided algorithms.
	Students demonstrate their understanding through creating notes and summaries detailing different types of coding errors and their impacts.
Students can successfully identify and explain the concepts of errors within provided algorithms.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide students with the table and some filled out sections.
Code might be placed into an IDE to visually demonstrate the errors.
Provide additional complex algorithms or errors for advanced students to analyse and debug.
	




[bookmark: _Toc180663908]Weeks 9–10
Table 9 – Weeks 9–10 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	CT5-DPM-01
CT5-OPL-01
CT5-DES-01
Students:
plan and manage a project using an iterative approach
produce and implement an app using the preferred design in a general-purpose or object-oriented programming language
develop the user interface (UI) and user experience (UX) of an app, including using event-driven programming to respond to user input
develop a webpage or app that separates content and presentation using HTML and cascading style sheet (CSS)
document the design and implementation of a solution in a project notebook
create a record of project development demonstrating iterative design and evaluation
	Learning intention
Plan and manage a project to create an app using an iterative approach. Manage, document and explain work practices during development of the project.
Success criteria
I will have been successful when I can:
create a detailed project plan outlining the steps and timeline for developing an app using an iterative approach
manage and document each phase of the app development process, including planning, design, development, testing and revision
explain the work practices and decisions made during the app development process, reflecting on the effectiveness and areas for improvement
demonstrate the ability to adapt and refine the app based on feedback and testing results throughout the development cycle.
Teaching and learning activities
Teacher to provide scaffold or walk students through creating an outline for the portfolio for Assessment tasks 1 and 2.
Students can use the record of project development and create a project portfolio looking at 4 main areas, in line with the assessment task notification:
Identifying and defining
Research and planning
Producing and implementing
Testing and evaluating.
Students will work through building apps and web software practically in line with their assessment task.
Option: Anvil – anvil.works
As a teacher, email the company and receive an educational licence. Students select the provided link to gain a seat on your development team. This allows students full professional capabilities and the ability to add other developers on the licence as collaborators.
Students login to anvil.works.
Anvil is a web-based programming option that focuses on Python with integrated HTML/CSS. There are over 30 tutorials on how to use the software to its full capabilities that range from beginner to advanced.
The following tutorials allow students to understand the functionality:
Simple feedback form
Multi-user application
Data grids: displaying data in tables
Database-backed apps
To-do list app.
Option: App Lab – Code.org
Code.org App Lab contains 11 self-paced lessons. Students can complete all activities to gain skills and knowledge to build their own apps. At any point students might start to develop their own projects.
As each of the lessons are completed, they are marked in green. Teachers can check student progress and suggest changes or updates for students to consider.
Programming can be completed using Javascript, however block doing is available to be used also as a check for errors.
Students login to code.org.
	Students demonstrate comprehensive documentation of each phase of the app development process, including planning, design, development, testing and revisions completing the record of project development.
Students complete learning activities aligned with the software about either Anvil or App Lab.
Students demonstrate ability to incorporate teacher and peer feedback and testing results into the app development process, showing iterative improvements and adaptations.
Students demonstrate their ability to create a detailed project plan by outlining the steps and timeline for app development, using an iterative approach to guide the process.
Students demonstrate effective project management by documenting each phase of the app development process, including planning, design, development, testing and revision, ensuring all steps are recorded and followed.
Students demonstrate their understanding of the app development process by explaining the work practices and decisions made, reflecting on the effectiveness of their approach and identifying areas for improvement.
Students demonstrate adaptability and problem-solving skills by refining and improving the app based on feedback and testing results throughout the development cycle.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide templates and guides for creating project plans and documenting development phases, offering additional support for students who need it.
Set flexible project milestones to accommodate varying paces of student work, ensuring that all students can progress and achieve success at their own speed.
Offer a range of resources, such as tutorials, videos and reading materials, to cater to different learning styles and levels of prior knowledge.
Message abundancy might be useful when introducing new terminology. The word is spoken, written on the board and represented by visuals.
Include multiple opportunities to respond, for example:
verbally
individually
partner turn and talk
non-verbally
gesture
response cards.
	




[bookmark: _Toc180663909]Weeks 11–18
Table 10 – Weeks 11–18 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	CT5-DPM-01
CT5-COL-01
CT5-COM-01
CT5-OPL-01
CT5-DES-01
Students:
produce and implement an app using the preferred design in a general-purpose or object-oriented programming language
develop the user interface (UI) and user experience (UX) of an app, including using event-driven programming to respond to user input
develop a web page or app that separates content and presentation using HTML and cascading style sheet (CSS)
document the design and implementation of the solution in a project notebook
interpret and modify existing programs (code) for apps
design and implement modular programs (code) with functions for apps
apply selected algorithms and data structures for apps
validate programs using test cases and debug a range of errors
create a record of project development demonstrating iterative design and evaluation
use selected data to check an algorithm and programming code by testing
validate algorithms and programs through tracing and test cases
	Learning intentions
Develop and implement an app, focusing on user interface (UI) and user experience (UX) design, modular programming and the use of algorithms and data structures.
Document their design and implementation process, apply test cases, debug errors and demonstrate iterative design and evaluation throughout the project.
Success criteria
I will have been successful when I can:
produce and implement an app using a general-purpose or object-oriented programming language based on the preferred design
develop an app’s user interface (UI) and user experience (UX), using event-driven programming to respond to user input
develop a web page or app that effectively separates content and presentation using HTML and CSS
document the design and implementation of the app in a project notebook
interpret and modify existing programs (code) for apps
design and implement modular programs (code) with functions for apps
apply selected algorithms and data structures in app development
validate programs using test cases and debug a range of errors
create a record of project development that demonstrates iterative design and evaluation.
Teaching and learning activities
Students work on building their app in line with Assessment task 2 criteria.
As well as creating an app, students must record the development process in the portfolio they created in Weeks 9 and 10, including:
Identifying and defining
Research and planning
Producing and implementing
Testing and evaluating.
Teacher might want to introduce students to peer-feedback to improve the evaluation of projects.
	Students complete a functional app that meets the assessment task criteria.
Students maintain a comprehensive project portfolio documenting each phase of their app development process.
Students create and execute test cases to validate their app and demonstrate their debugging skills by resolving identified errors.
Students provide evidence of iterative design and evaluation, showing how they adapted and refined their app based on feedback and testing results.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide step-by-step instructions and guided practise sessions for students who need additional support in understanding programming concepts and implementing code.
Offer extension activities and advanced programming challenges for students who demonstrate a higher proficiency in coding and app development.
Use visual aids, such as flowcharts and diagrams, to help students understand complex concepts.
Provide additional resources, such as online tutorials, coding examples and design templates, for students who need extra practise or wish to explore concepts further.
	

	CT5-SAF-01
CT5-DAT-01
Students:
explore careers in software development
	Learning intention
Students will learn about a career in software development that they might be interested in through research.
Success criteria
I will have been successful when I can:
identify the education, skills and experience needed for the role
outline the availability of jobs, working conditions, wages and hours of the role
describe the technical skills, programming languages and other skills related to the role
describe professional development opportunities for a person working in the role.
Teaching and learning activities
Activity 41: students will research one of the following career paths in software development (full list page 111 of teaching resource). Their research will include:
identifying education, skills and experience
investigating job availability and working conditions
investigating technical skills, programming languages and other requirements
identifying opportunities for professional development for that career.
Activity 42: students use websites such as SEEK, Indeed and CareerOne to research 3 positions to outline their criteria using the tables provided.
	Students produce an infographic representing their research. This can include information, statistics and other numerical data to clearly represent the career they are investigating.
Students engage in research to find 3 positions in software development using Australian job search sites.
Students collate the information found about 3 different jobs in the tables provided demonstrating their understanding of current careers and pathways.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Offer students the ability to team up into pairs to complete the research.
Teacher could lead a case study on one of the careers listed.
Teacher can model how to complete the table by demonstrating with an existing position, or they could complete the research as a class or a communal document.
	


[bookmark: _Toc180663910]Weeks 19–20
Table 1 – Weeks 19–20 lesson sequence and details
	Outcomes and content
	Teaching and learning activities
	Evidence of learning
	Differentiation and adjustments
	Registration and evaluation notes

	CT5-OPL-01
CT5-COM-01
Students:
evaluate their own project and that of their peers using predetermined functional and non-functional requirements
evaluate whether solutions meet social, ethical and legal responsibilities and cybersecurity principles
relate social, ethical and cybersecurity considerations of a software project
	Learning intention
Students will learn how to evaluate their projects and that of their peers.
Success criteria
I will have been successful when I can:
evaluate my project and those of my peers using predetermined functional and non-functional requirements
assess whether a solution meets social, ethical and legal responsibilities, as well as cybersecurity principles
relate social, ethical and cybersecurity considerations to a software project.
Teaching and learning activities
Teacher explains to the class that students will showcase their final project and go through self- and peer-review, focusing on the functional and non-functional requirements as well as social, ethical and cybersecurity considerations.
Teacher models the evaluation process, demonstrating how to use the criteria effectively.
Students participate in self- and peer-review through a showcase of student projects looking at the pre-determined criteria. Students are to provide constructive feedback.
Students reflect on the feedback they are given from the evaluation process and document their findings and areas for improvement.
Class discussion on how social, ethical and cybersecurity have been addressed in a variety of projects.
Students can implement the feedback in the areas for improvement.
	Students complete evaluation forms for peer- and self-assessment.
Students document feedback and reflections on peer-evaluations.
Students revise projects showing improvements based on evaluations.
Students can explain how social, ethical and cybersecurity considerations were integrated into the projects.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Provide step-by-step guides and examples for students who need additional help with the evaluation process.
Offer additional materials, such as articles and videos on social, ethical and cybersecurity considerations, for students who want to explore these topics in more depth.
Provide personalised feedback to help students understand their evaluation results and how to improve their projects.
	

	CT5-SAF-01
CT5-COM-01
Students:
explore careers in software development
	Learning intention
Explore various careers in software development, including the skills, qualifications, educational background, job prospects, roles and responsibilities and professional development opportunities associated with these careers.
Success criteria
I will have been successful when I can:
research and explore careers in software development
create a clear, well-organised and visually appealing infographic that summarises my research findings.
Teaching and learning activity
Students will choose a career from a provided list, conduct research on different aspects of that career and create an infographic to present their findings.
	Students demonstrate accuracy, comprehensiveness and clarity of information presented in the infographic.
Students demonstrate depth and relevance in the research they conduct, and this is reflected in the details provided about the career.
Students demonstrate the ability to create a well-organised and visually appealing infographic that effectively communicates the research findings.
	This section is for use in school when making adjustments to support all students to achieve in their learning.
Providing access to a variety of research resources, such as websites, articles and videos, to cater to different learning preferences.
Provide a research template or guiding questions to help students structure their investigation.
	




[bookmark: _Toc180663911]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: _Toc180663912]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.


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: _Toc180663913][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 Technological and applied studies (TAS) curriculum team by emailing TAS@det.nsw.edu.au.
[bookmark: _Hlk148105154]Differentiation: further advice to support Aboriginal and Torres Strait Islander students, English as an additional language or dialect (EAL/D) students, students with a disability and/or additional needs and High Potential and Gifted (HPG) 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.
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 and Reform 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 Teaching Standards: this resource supports teachers to address Australian Professional Teaching Standards 3.2.2, 3.3.2.
Creation date: 2024
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