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“
Difference between digital 

education & digital technology. 
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Our Why
Why are we heading this way?
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Guiding Principles
Future Focused Students

Link to the front of the curriculum

Want to know more?  Link here to docs:
SJB Curriculum: Digital Technology

Digital Technology Curriculum

Give an intro of the digital education curriculum 
and background.
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https://sites.google.com/s/1Nw4VWCa8MP-I3AHVfCH7OJ1Tni3s-kkS/p/1vCCg0l7WjAtyA74MaUtlbIDzBNNglzE7/edit


5



6

The big goal of the new curriculum is to take students from be JUST 
users to having some power over the technology, especially being able 
to write their own programs



● Here you have a list of items
● And some text
● But remember not to overload your slides with content

Your audience will listen to you or read the content, but won’t do 
both. 

Digging into the digital 
tech curriculum
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The What...
What do we need to consider?  What does best practice look like?
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The progress outcomes… 
Where they sit at Primary levels
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Let’s look 
at the 
exemplars 
for digital 
tech levels
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Level 4 
DDO: PO2
CT: PO3

Level 1 
DDO: PO 1

CT: PO1

Level 3 
CT: PO 2

http://technology.tki.org.nz/Technology-in-the-NZC/DDDO-Progress-outcomes-exemplars-and-snapshots/(tab)/PO2
http://technology.tki.org.nz/Technology-in-the-NZC/CT-Progress-outcomes-exemplars-and-snapshots/(tab)/PO3
http://technology.tki.org.nz/Technology-in-the-NZC/CT-Progress-outcomes-exemplars-and-snapshots/(tab)/PO1
http://technology.tki.org.nz/Technology-in-the-NZC/CT-Progress-outcomes-exemplars-and-snapshots/(tab)/PO1
http://technology.tki.org.nz/Technology-in-the-NZC/CT-Progress-outcomes-exemplars-and-snapshots/(tab)/PO2


L1: Designing and developing 
digital objects
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Some key Concepts to 
Unpack at DDO PO1: 

Input
Device
Output

Sequence



DDO PO1: Exemplar
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In authentic contexts and taking 
account of end-users, students 
participate in teacher-led activities 
to develop, manipulate, store, 
retrieve, and share digital content in 
order to meet technological 
challenges. In doing so, they identify 
digital devices and their purposes 
and understand that humans make 
them. They know how to use some 
applications, they can identify the 
inputs and outputs of a system, and 
they understand that digital devices 
store content, which can be 
retrieved later.



DDO Level 4 Exemplar
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L1: Computational Thinking
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Some key Concepts to 
Unpack at DDO PO1: 

Decomposition (breaking into parts)
Algorithmic Thinking 

(Precise, Unambiguous Instructions)
Simple Debugging 

(Find & Fix errors)
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CT PO1: Exemplar
In authentic contexts and taking 
account of end-users, students 
use their decomposition skills to 
break down simple 
non-computerised tasks into 
precise, unambiguous, 
step-by-step instructions 
(algorithmic thinking). They give 
these instructions, identify any 
errors in them as they are 
followed, and correct them 
(simple debugging).



CT: Level 1 Exemplar
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CT Level 2 Exemplar

17



CT: Level 3 Exemplar
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Some Key Vocabulary and 
Concepts at Levels 1-4



What’s Decomposition?

In authentic contexts and 

taking account of end-users, 

students use their 

decomposition skills to 

break down simple 

non-computerised tasks into 

precise, unambiguous, 

step-by-step instructions 

(algorithmic thinking). 

Integration with 

procedural writing 

and probability.



What are Algorithms?

In authentic contexts and 

taking account of end-users, 

students use their 

decomposition skills to break 

down simple 

non-computerised tasks into 

precise, unambiguous, 

step-by-step instructions 

(algorithmic thinking). 

Integration with 

maths, technology, 

physical education



Where does logical reasoning come 
in?

They give these 

instructions, identify 

any errors in them as 

they are followed, and 

correct them (simple 

debugging).

Integration with 

maths, decoding in 

reading.



What is Debugging?

They give these 

instructions, identify 

any errors in them as 

they are followed, and 

correct them (simple 

debugging).

Integration with 

editing in writing, 

problem solving.



The How...
How do we deliver?
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Computerised and 
Non computerised...
In Computational Thinking, the difference between level 1 and level 3 is 
that level 1 recommends:
Using authentic contexts, considering the end users, to do simple 
non-computerised tasks.   



Where to begin?  Unplug!
Begin with Unplugged Activities. 

Mix throughout device-using 
lessons.

26

https://cs-unplugged.appspot.com/en/topics/
https://cs-unplugged.appspot.com/en/topics/kidbots/
https://cs-unplugged.appspot.com/en/topics/sorting-networks/
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Story telling: Kidsbot
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The Orange Game

http://www.youtube.com/watch?v=WforXEBMm5k
https://classic.csunplugged.org/routing-and-deadlock/
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Learning about binary

Background

Computers today use digits to 

represent information - that's why 

they're called digital systems. The 

simplest and most common way to 

represent digits is the binary number 

system, with just two digits (usually 

written as 0 and 1). It is called binary 

because there are only two different 

digits used, or two states. This unit 

and lessons explore how the binary 

system works and why it’s important 

to understand how data is 

represented.

https://cs-unplugged.appspot.com/en/topics/binary-numbers/


Ideas for schools...
Playground markings - links with physical education.
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Ideas for schools...
Stop Motion to retell a story or sequence.
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Ideas for schools...
Scavenger Hunts for a Native Bush Walk 
Or 
QR Codes to share their digital work alongside their piece of art.

Digital programming: pepeha, welcome to our community 
Digital object

Identify what they’re already doing for DDO.
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Using Mouse Robots

The mouse robots are very similar 
to the BeeBots.  They are easy to 
use and a great place to begin.
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Mouse 
Bots 

https://www.teaching.co.nz/catalogue/mtanz/mta-ict-robot-mouse
https://www.teaching.co.nz/catalogue/mtanz/mta-ict-robot-mouse


Using mBots

The mBots are the next level up 
from the mouse bots.  
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mBots 

https://www.officemax.co.nz/Digital-Technologies-STEAM/Coding-Robotics/STEAM-Makeblock-mBot-Robot-2516977


Using the Spheros

Spheros are amazing devices at 
teaching the basics of coding.  You 
till need:  ipads, Sphero Bolt kit 
(charged ahead of time)
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Spheros 

https://sphero.com/


Using ScratchJR

ScratchJR is a great place to begin.  
It is a free app.  There are loads of 
activities and lessons.  They link 
with unplugged activities too.
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Scratch JR

https://www.scratchjr.org/


Using Hour of Code

Hour of Code is a very easy, 
independent and engaging place 
for students to learn the basics of 
coding.
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Hour of 
Code

https://hourofcode.com/nz
https://hourofcode.com/nz


Using Swift Playgrounds

Swift Playgrounds is a free app.  It 
actively guides students through 
activities.
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Swift 
PlaygroundsApple: 

Everyone Can 
Code

https://www.apple.com/nz/swift/playgrounds/
https://www.apple.com/nz/swift/playgrounds/
https://www.apple.com/nz/everyone-can-code/
https://www.apple.com/nz/everyone-can-code/
https://www.apple.com/nz/everyone-can-code/


What does it mean to 
programme in Scratch?

It’s best to see something in action 
before we begin learning how.
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Scratch 

Growth 
Mindset

https://scratch.mit.edu/
https://scratch.mit.edu/projects/104858532/
https://scratch.mit.edu/projects/104858532/


Using Hopscotch

Hopscotch is another coding app 
that has a bunch of educator 
resources and students can work 
their way through challenges.
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Hopscotch

https://www.gethopscotch.com/


Using Kodable

Kodable is a coding app that has 
some great free lessons.  It is 
limited in order to get teachers to 
sign up to the Pro version which is 
expensive.  
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Kodable

https://www.kodable.com/


Using Blockly

Kodable is a coding app that has 
some great free lessons.  It is 
limited in order to get teachers to 
sign up to the Pro version which is 
expensive.  

42

Blockly

https://blockly.games/


Using Hello Ruby

Hello Ruby began as a book and 
then ventured into activities in 
coding.
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Hello Ruby

https://www.helloruby.com/


Using Tynker

There is a free version of Tynker.  It 
teaches coding
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Tynker

https://www.tynker.com/


Further Help...
There is a load of places for further teacher resources...
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Digital Passport

Digital Technologies Curriculum

Fact Sheet for Teachers 

https://www.digitalpassport.co.nz/
http://elearning.tki.org.nz/Teaching/Curriculum-areas/Digital-Technologies-in-the-curriculum
https://education.govt.nz/assets/Documents/Ministry/consultations/DT-consultation/DTHM-Curriculum-Factsheet-for-Teachers-2017.pdf


A Taranaki Cluster of teachers is creating a PLD Roadmap for 
schools and teachers.  
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Digtial 
Technology 

PLD 
Roadmap

PLD Roadmap

https://www.easel.ly/infographic/jbt82b
https://www.easel.ly/infographic/jbt82b
https://www.easel.ly/infographic/jbt82b
https://www.easel.ly/infographic/jbt82b

