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NBPS Digital Technologies 
Scope and Sequence P-6 2022 

 Pre-Primary Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Knowledge and understanding 
Curriculum 

Links 
ACTDIK001 
ACTDIK002 

ACTDIK001 
ACTDIK002 

ACTDIK001 
ACTDIK002 

ACTDIK007 
ACTDIK008 

ACTDIK007 
ACTDIK008 

ACTDIK014 
ACTDIK015 

ACTDIK014 
ACTDIK015 
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Digital systems 
(hardware and 
software) are used 
at home, in the 
school and in the 
community. 
 
e.g.  

 Be aware of 
digital systems 
in our world. 

 know that a 
tablet can take 
a photo  

 Use unplugged 
activities that 
following 
instructions 

 Collecting and 
sorting data 
through play 

 explore coding 
apps -Daisy the 
Dinosaur and 
Bee Bots 

 Robotics 
programming 

 Using 
Promethean 
Boards 
interactively 
 

Digital systems 
(hardware and 
software) are used in 
everyday life and have 
specific features. 
 
e.g.  

 Use iPad to take a 
photograph & 
record 

 Insert picture into a 
word document 

 Record a video of 
yourself reading 

 Save and retrieve a 
file 

 Demonstrate that 
coding (Blockly) 
follows a set of 
instructions 
(algorithm) 

 Robotics 
programming 

 https://studio.code.
org/s/course1 & 2 

 

Digital systems (hardware 
and software) are used 
for an identified purpose. 
 
 
 
e.g.  

 Define digital systems 
and what they are for. 

 use a tablet to take a 
photograph & record 
some information. 

 inserting clip art or 
website images into a 
document. 

 Programming of robots 

 Scratch Jnr Animation 

 Code.org:  
https://studio.code.org/
s/course2 

 

Digital systems and 
peripheral devices are used 
for different purposes. 
 
 
 
e.g. 

 Define digital systems 
and how we use it. 

 use a mobile device, to 
present information 

 Exploring pre-
programmed scripts e.g 
Pre-programmed 
Spheros. 

 Programming of robotics 
eg. Sphero 

 Code.org: 
http://studio.code.org/s
/course2& 3 

 

 
 

Digital systems and 
peripheral devices are 
used for different 
purposes and can store 
and transmit different 
types of data. 

 
e.g.  

• Define digital systems 
and how it works.  

• use a mobile device, 
interactive 
whiteboard/data 
projector to present 
information 

• Use coding programs 
such as Scratch, 
Hopscotch, Lightbot 
coding to create 
stories, games, or 
interactive cards. 

 Introduction to robots 
such as Edison Bots   

Digital systems have 
components with basic 
functions that may connect 
together to form networks 
which transmit data. 
e.g.  

 describe and explain how 
digital systems internal and 
external components 
perform different functions 
and transmit information: 
keyboard, microphone and 
stylus for inputting data, 
internal processing 
components such as central 
processing unit, external 
output components such as 
speakers, screen, data 
information storage 
components such as cloud 
and external devices. 

 Data may be transmitted 
between two digital systems 
in different ways, eg 
wires/cables to transfer data 
from one digital system to 
another. 

 Scratch programming and 
problem solving 

 Use of Promethean board 
(connected through 
computer) to visually display 
content and use interactive 
functions. 

Digital systems have 
components with basic 
functions and interactions 
that may be connected 
together to form networks 
which transmit different 
types of data. 
 
e.g.  

 Investigate how internal 
and external components 
keyboard, central process 
unit (CPU) and screens 
work 

 Programming robots such 
as Mbots 

 Scratch animation 
 
 

https://studio.code.org/s/course1%20&%202
https://studio.code.org/s/course1%20&%202
http://studio.code.org/s/course2&%203
http://studio.code.org/s/course2&%203
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Data can have 
patterns and can 
be represented as 
pictures and 
symbols. 
e.g.  

 Experiment with 
pictures, 
materials, 
sounds or 
movement to 
create patterns 

Data can have patterns 
and can be represented 
as pictures, symbols 
and diagrams. 
 
e.g.  

 sorting data -class 
birthdays or pets, to 
explore patterns in 
data using pictures, 
symbols or diagrams 

Data can have patterns 
and can be represented 
and used to make simple 
conclusions. 
 
e.g.  

 Evaluate data and 
patterns which have 
been created using 
symbols, pictures or 
diagrams.  

 PowerPoint 

Different types of data can 
be represented in different 
ways. 
 

 
e.g. 

 Recognising data is made 
up of numbers, text, 
images, sounds, 
animations and videos are 
all forms when stored or 
viewed.   

 

Data can be 
represented in different 
ways. 
 
 
 
e.g. 

 Recognising data 
by using a table to 
reorganise 
information and 
recognising that 
there is different 
types of data. 

Data is represented using 
codes. 
 
 
 
 
e.g. 

 Understanding that digital 
systems operate using 
patterns of 0s and 1s (data) 
called Binary Code and how 
this relates to hardware and 
robotics. 

 Use of script to code  

Whole numbers are used to 
represent data in a digital 
system. 
e.g. 

 Exploring binary 
representation, the use of 
binary values in games, 
and making the 
connection to binary code 
(whole numbers and 
letters). 

 Make a binary necklace of 
your name with black and 
white beads to represent 
0’s & 1’s. 
 

Processes and production skills 

Curriculum 
Links 

ACTDIP003 
ACTDIP006 

ACTDIP003 
ACTDIP006 

ACTDIP003 
ACTDIP006 

ACTDIP009 
ACTDIP011 
ACTDIP013 

ACTDIP009 
ACTDIP011 
ACTDIP013 

ACTDIP016 
ACTDIP018 
ACTDIP019 
ACTDIP020 
ACTDIP022 

ACTDIP016 
ACTDIP019 
ACTDIP020 
ACTDIP022 
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Collect and use 
data of any kind. 
 
 
 
e.g. 

 Collecting, and 
sorting data 
through play, for 
example 
collecting data 
about favourite 
toys and sorting 
them into 
categories such 
as toys they like 
or dislike. 

 

Present data of any 
kind using a variety of 
digital tools 
 
 
e.g. 

 Present information 
using digital tools: 

Word 
PowerPoint 
Popplet app 
Keynote app 
Book Creator App 

    
 

Present data using a 
variety of digital tools 
 
 
 
e.g. 

 Organising data to 
improve meaning such 
as a bulleted summary 
in pages or a mind map 
in the app Popplet 
 

 
 

Collect and present 
different types of data 
using simple software to 
create useful information 
 
e.g. 

 Understand that data is 
stored in digital systems 
in the form of files and 
folders and decisions 
need to be made as to 
most appropriate format 
to use to create the data. 

 

Collect and present 
different types of data 
for a specific purpose 
using software 
 
e.g. 

 Use different 
software to create or 
calculate data (Excel) 
and use different 
techniques /software 
to present the 
information or 
findings (Keynote, 
word or PowerPoint) 

 

Collect, store and present 
different types of data for a 
specific purpose using software 
 
 
e.g. 

 Using digital tools and 
software to acquire, save, 
and present data  

 Use program like Kahoot! To 
gather data/survey students 
then present data collected 
as a graph on excel 

 Implementing QR codes to 
collect data then entering 
data in numerical format in 
spread sheets / graphs 

Collect, sort, interpret and 
visually present different 
types of data using software 
to manipulate data for a 
range of purposes 
 
e.g. 

 Continue to use digital 
tools and software to 
acquire, save and present 
data although the 
software is now used to 
calculate, interpret and 
validate data. 

 Using excel to make 
graphs 

 Using excel to complete 
calculations  for 
example make a unit 
convertor that converts 
units of measurements. 
Metre  centimetres. 

 

http://popplet.com/
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Use data to 
complete a task 
 
e.g. 

 Evaluate data 
and make a 
decision on a 
course of action 
such after 
sorting toys into 
categories play 
with toys that 
they like. 

 

Use data to solve a 
simple task/problem 
 
e.g. 

 Graphs, tables or 
displays are used to 
decide on a course of 
action such as which 
game to play during 
sport.  

 

Use data to solve similar 
tasks/problems 
 
e.g. 

 Graphs, tables or 
displays that have 
been produced 
previously are used to 
solve similar queries 
such as what games do 
the girls like in the 
class? 

Use visually represented 
sequenced steps 
(algorithms), including 
steps with decisions made 
by the user (branching) 
 
e.g. 

 Exploring features of 
websites and using 
different design tools to 
record ways in which 
digital solutions will be 
developed, for example 
creating storyboards or 
flowcharts (Popplet) to 
plan an algorithm, give 
instructions to a game, 
or explain a process.  

 

Use simple visual 
programming 
environments that 
include a sequence of 
steps (algorithm) 
involving decisions 
made by the user 
(branching) 
e.g. 

 Creating and 
implementing simple 
interactive digital 
solutions that 
involve the user 
inputting or making 
choices such as 
guessing game, a 
Keynote choose your 
own adventure, 
PowerPoint 
hyperlinks, or 
Scratch question and 
answer. 

Design solutions to a user 
interface for a digital system. 
Design, follow and represent 
diagrammatically, a simple 
sequence of steps (algorithm), 
involving branching (decisions) 
and iteration (repetition) 
Implement and use simple 
programming environments 
that include branching 
(decisions) and iteration 
(repetition) 
 
e.g. 

 Using robotics to design, 
create problem solve digital 
systems for different 
purposes and requirements.  

 
 
 

Design, modify, follow and 
represent both 
diagrammatically, and in 
written text, simple 
algorithms (sequence of 
steps) involving branching 
(decisions) and iteration 
(repetition) 
 
e.g. 

 Modifying and considering 
alternatives.  

 
 
 
 

Engage with 
information known 
people have 
shared in an online 
environment, and 
model strategies to 
stay safe online 
 
e.g. 

 Follow school 
online policies 
when 
participating and 
engaging in safe 
online 
environments. 

 
 
 
 
 
 
 

Share and publish 
information with 
known people in an 
online environment, 
modelling strategies to 
stay safe online 
 
e.g. 

 participating in safe 
online environments, 
for example sharing 
ideas and 
information with 
people they know or 
in moderated online 
spaces. 

Share and publish 
information in a safe 
online environment, with 
known people 
 
e.g. 

 planning and creating 
text, drawings, and 
sound files to share, 
for example jointly 
creating a photo story 
to illustrate a fairy tale 
or dreamtime story or 
a multimedia class 
profile. 
- Explain 

Everything 
- iMovie 
- Book Creator 
- Send to Showbie 

or possibly share 
with families 
through Class 
Dojo. 

Work with others to create 
and communicate ideas 
and information safely 
 
e.g. 

 discussing and making 
ethical decisions in 
relation to digital 
citizenship, netiquette 
and reporting 
inappropriate behaviour. 

 

Work with others to 
create and 
communicate ideas and 
information safely, 
using agreed protocols 
(netiquette) 
 
e.g. 

 Collaborate and 
manage an online 
publishing project to 
ensure it is 
completed on time by 
sequence and 
planning stages of 
project. 

 Understand what is 
meant by the term 
‘digital footprint’ and 
consider ways of 
maintaining privacy. 

 
 

Create and communicate 
information, including online 
collaborative projects, using 
agreed social, ethical and 
technical protocols (codes of 
conduct). 
 
e.g. 

 Showbie 

 Google Docs – Collaborate 
on shared documents 

Seesaw – This portfolio 
platform can be used to share 
student work with parents and 
peers. It models a safe, closed 
online community. 

Manage the creation and 
communication of 
information, including online 
collaborative projects, using 
agreed social, ethical and 
technical protocols. 
 
e.g. 

 Create a blog or 
website and develop a 
set of rules (policy) for 
online conduct 
including ways of 
managing privacy when 
using digital systems 
such as activating 
privacy settings. 

 Write a set of rules / 
etiquette for online 
activity for people in 
your age group. 

 Contribute to discussion 
boards such as Padlet, 
Class Dojo etc. 
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Creating solutions by … 

Investigating 
and defining 

Explore needs for 
design. 
 
Using robot or 
coding device 
Eg. Bee Bots 

Explore opportunities 
for design. 
 
Using robot or coding 
device 
Eg. Dot and Dash 

Explore design to meet 
needs or opportunities. 
 
Using robot or coding 
device 
Eg. Ozobots 

- Maps 
- Obstacle courses 

 

Create a sequence of steps 
to solve a given task. 
 
Using robot or coding 
device 
Eg. Sphero 

Define a sequence of 
steps to design a 
solution for a given task  
 
Identify and choose the 
appropriate resources 
from a given set. 
Using robot or coding 
device 
Eg. Edison Bots 

Define a problem, and set of 
sequenced steps, with users 
making a decision to create a 
solution for a given task 
 
 Identify available resources. 
 
Using robot or coding device 
Eg. Codebug 

Define a problem, and a set 
of sequenced steps, with 
users making decisions to 
create a solution for a given 
task  
 
Identify available resources. 
 
Using robot or coding device 
Eg. MBots 

Designing 

Define a problem, 
and a set of 
sequenced steps, 
with users making 
decisions to create 
a solution for a 
given task Identify 
available 
resources. 

Develop and 
communicate design 
ideas through 
describing, drawing, 
modelling and/or a 
sequence of written or 
spoken steps. 

Develop, communicate 
and discuss design ideas 
through describing, 
drawing, modelling 
and/or a sequence of 
steps. 

Develop and communicate 
ideas using labelled 
drawings and appropriate 
technical terms. 

Develop and 
communicate design 
ideas and decisions 
using annotated 
drawings and 
appropriate technical 
terms. 

Develop and communicate 
alternative solutions, and 
follow design ideas, using 
annotated diagrams, 
storyboards, and appropriate 
technical terms. 

Design, modify, follow, and 
represent both 
diagrammatically, and in 
written text, alternative 
solutions using a range of 
techniques, appropriate 
technical terms and 
technology. 

Producing 
and 

implementing 

Use given 
components and 
equipment to 
safely make simple 
solutions. 

Use given components 
and equipment to 
safely make solutions. 

Use components and 
given equipment to safely 
make solutions. 

Select, and safely use, 
appropriate components 
with given equipment to 
make a solution. 

Select, and safely use, 
appropriate 
components and 
equipment to make 
solutions. 

Select, and apply, safe 
procedures when using 
components and equipment to 
make solutions. 

Select, and apply, safe 
procedures when using a 
variety of components and 
equipment to make 
solutions. 

Evaluating 

Use personal 
preferences to 
evaluate the 
success of simple 
solutions. 

Use personal 
preferences to evaluate 
the success of design 
processes. 

Use simple criteria to 
evaluate the success of 
design processes and 
solutions. 

Use criteria to evaluate 
design processes and 
solutions developed. 

Use criteria to evaluate 
and justify simple 
design processes and 
solutions. 

Develop negotiated criteria to 
evaluate and justify design 
processes and solutions. 

Develop collaborative criteria 
to evaluate and justify design 
processes and solutions. 

Collaborating 
and managing 

Work 
independently, or 
with others when 
required, for 
solutions. 

Work independently, or 
with others when 
required, to create and 
safely share sequenced 
steps for solutions. 

Work independently, or 
collaboratively when 
required, to organise 
information and ideas to 
create and safely share 
sequenced steps for 
solutions. 

Work independently, or 
collaboratively when 
required, to plan, create 
and communicate 
sequenced steps. 
 

Work independently, or 
collaboratively when 
required, to plan, create 
and communicate ideas 
and information for 
solutions. 

Work independently, or 
collaboratively when required, 
to plan, develop and 
communicate ideas and 
information for solutions. 

Work independently, or 
collaboratively when 
required, considering 
resources, to plan, develop 
and communicate ideas and 
information for solutions. 
 


