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COURSE OUTLINE 
In the middle adolescence phase of schooling, teaching and learning programs encourage students to develop an open and questioning view of themselves as active participants in their society and the world.
Year 10 Digital Technologies further develops student understanding and skills in computational thinking, such as precisely and accurately describing problems, and the use of modular approaches to solutions. They investigate the potential and challenges of increased knowledge and choice of technologies; and an understanding of the relationship between knowledge, technologies and consumer and/or producer values.

YEAR 10 ACHIEVEMENT STANDARDS
Students describe how hardware and software manage, control and secure access to data in networked digital systems with a focus on software supply chain vulnerabilities. They represent documents online as content (text), structure (mark-up) and presentation (styling) and explain the purpose of these distinctions. Students analyse and visualise data interactively using a range of software, including spreadsheets and relational databases, to draw conclusions and make predictions based on identified trends and outliers. They model and query entities and relationships using structured data. Students apply the Australian Privacy Principles to critique systems and manage the digital footprint of individuals.
Students define and decompose real-world problems and use data gathering techniques to create user experiences and user interfaces. They design and prototype the user experience of a digital system and algorithms involving functions, modules and logical operators, and represent them as flow charts and/or pseudocode. Students validate algorithms and programs by comparing their output against a range of test cases. They implement, modify and debug modular programs, applying algorithms and data structures, in a programming language.
In Digital Technologies, students identify the needs of the client or stakeholder to determine the basis for a solution. They develop and critique design briefs for a designed solution. Students investigate components and resources to develop increasingly sophisticated solutions, identifying and considering associated constraints. They apply design thinking, creativity, enterprise skills and innovation to develop, modify and communicate detailed design ideas. Students design possible solutions and analyse designs against criteria, including functionality, accessibility, usability and aesthetics, using appropriate technical terms and technologies. They select, justify, implement and test appropriate technologies and processes to produce designed solutions. They manage projects, using digital technologies with an agile and collaborative approach, while considering time, production processes, social, ethical, economic and sustainable factors, and legal responsibilities.


· GRADES

Grade allocation is 50% for Classwork and 50% for Assessment Tasks.
Dates and assessments are subject to change to meet the needs of the students and the teachers.


· TIMELINE

TERM 1, 2026 - Year 10 DIGITAL TECHNOLOGIES
	[bookmark: _Hlk221650317]Wk
	Focus         
	Assessments

	
1-2
	eSafety & Classroom Rules
Students revise how protect their online privacy and personal information that identifies them. Students will learn about the skills required to create safer online environments.
	Students change passwords. Send email to teacher.
Demonstrate shut-down procedures, check and demonstrate saving documents to OneDrive. Also syncing their accounts and devices.

	
2-7
	2026 Woolorama Photography Competition Project

Following the Design Thinking Skills Strand students will plan, manage, investigate and implement their photography project to produce three Weather theme photos suitable for Woolorama entries. Additionally, students will produce three Open category photos. The design process will include:
· Following safety, time and competition entry guidelines.
· Camera or iPad photography
· Using suitable apps and editors for the category where an edited/altered image is required. 
· Two categories: 
· Weather (Colour, Black & White, Edited)
· Open (Colour, Black & White, Edited)
· Layout, printing and framing.
· Completing of an online entry.
· Self-reflection and collaborative evaluation.
· Re-edit, amend, take better photos or improve the project after the competition results and lessons learnt.

	
Assessment Task 1: 
Complete the Woolorama Photography Project.

Submission of minimum 6 completed photos in ‘MyDocuments’ H:/ drive for printing, with accompanying planning and evaluating documents. (Week 5)
(Note: less one lesson due to Swimming Carnival/SDD)


Submission of additional photos in ‘MyDocuments’ H:/ drive for printing, with amendments and re-evaluation documents. (Week 5)

	
8-9
	Privacy and Security

Using the Grok Academy online learning Cyber Hunt challenges students will explore common cyber security risks and Australian Privacy Principles (APPs) regarding the collection and ownership of data.
	
Assessment Task 2: 
Complete the Cyber Hunt unit online. 


	On-going
	EdAlive Typing Tournament
Students have individual logons for touch typing lesson and practice. Ideally 1 drill per lesson. 
	
Speed and accuracy tests after each unit. 

	On-going
	Effective use of Microsoft 365 Apps and saving work to OneDrive
Students to manage and safely use their school accounts in the Microsoft 365 environment. Also, to save their work for accessibility when working individually or collaboratively in online learning environments. All DoE email use is monitored. Students are to follow eSafety guidelines and use their email accounts appropriately. https://www.esafety.gov.au/ 
	
Students can save work, access, and edit without assistance, while using their email appropriately.


Dates and assessments are subject to change to meet the needs of the students and the teachers.


TERM 2, 2026 - Year 10 DIGITAL TECHNOLOGIES
	Wk
	Focus       Video Game Design  
	Assessments

	1-2
	Planning: Introduction and Game Planning for 2026 STEM Video Game Challenge
Students are introduced to the Challenge. Determine if working as individual or group and develop a basic idea for a game based on this year’s STEM VGC theme.

	Share Group folder & documents on OneDrive.

	3-4
	Designing: Game Overview, Gameplay and Mechanics
Students develop their game narrative, characters and game environments and then will be introduced to algorithms and programs. Students will also consider the coding requirements of their game and choose a suitable game development platform to use.

	
Complete relevant sections of Student Work Plan and fill in relevant sections of Game Design Template.

	5-7
	Designing: Prototyping, Visual Design, Audio Design	
This module focuses on prototyping in game development – making the first build of the game. 
Designing visual elements for the video game. 
Designing audio elements for the video game.


	Assessment Task 1: 
Complete Prototype with Visual and Audio Elements. 



	8-11
	Reflection: Alpha & Beta Testing, Feedback
Alpha Testing means to formally test your game using criteria developed from the scoring rubric.
Beta test the game by seeking and incorporating feedback from people outside your team.
Finalising your game and reflecting on your game development experience.

	Assessment Task 2:
Complete Alpha and Beta testing.

Assessment Task 3:
Hand in Game Design Template and publish game for Competition.




	On-going
	EdAlive Typing Tournament
Students have individual logons for touch typing lesson and practice. Ideally 1 drill per lesson. 
	
Speed and accuracy tests after each unit. 

	On-going
	Effective use of Microsoft 365 Apps and saving work to OneDrive
Students to manage and safely use their school accounts in the Microsoft 365 environment. Also, to save their work for accessibility when working individually or collaboratively in online learning environments. All DoE email use is monitored. Students are to follow eSafety guidelines and use their email accounts appropriately. https://www.esafety.gov.au/ 
	
Students can save work, access, and edit without assistance, while using their email appropriately.


Dates and assessments are subject to change to meet the needs of the students and the teachers.
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