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Digital Literacy

Digital Tools All Around Us

K-2.DL.1.1 Navigate a variety of technologies that will help them in their learning and begin to demonstrate an understanding of how knowledge can be transferred
between tools. (L1)

K-2.DL.3.3 Identify, using accurate terminology, simple hardware and software problems. (L1)
K-2.DL.3.2 Demonstrate how to operate a variety of computing devices by turning on, navigating, opening/closing programs or apps as appropriate. (L3)
K-2.DL.3.1 Locate and identify computing, input, and output devices in a variety of environments. (L2)

i

Lesson 1 - ] Lesson 3

Here, There and Everywhere! Exploring Peripherals Click, Capture, Create
Students are learning to identify familiar Students are learning to identify input Students are learning to take a photo,
digital systems and their hardware and and output peripheral devices and with permission, label and save it.
software. understand how they interact with

digital systems.
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Digital Literacy
Technology For Purpose
K-2.DL.5.1 Explain that networks link people using computers and other computing devices allowing them to communicate, access, and share information. (L1, L2)

K-2.DL.1.2 Understand that a wide range of jobs require knowledge or use of computing. (L3)
K-2.DL.4.2 Choose different tools for creating something new for communicating with others. (L2)

Lesson 3

E -

Exploring Apps Let’s Communicate Digital Systems At Work

Students are learning to identify and Students are learning to understand Students are learning to understand

safely use apps for a purpose. how we can use digital systems to how digital systems are used to meet
communicate. the needs of people in different jobs.
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Digital Literacy
Safe, Smart Digital Citizens

K-2.DL.1.3 Demonstrate an understanding that technology is all around them and the importance of keeping their information private. (L1, L2, L3)
K-2.DL.2.1 Practice responsible digital citizenship and decision making using positive, safe, legal and honest behaviors in the use of technology systems
and software. (L3)

K-2.DL.2.2 Demonstrate an understanding of the role an online identity plays in the digital world and learn the permanence of their decisions when interacting
online. (L2)

K-2.DL.3.4 Understand and apply resources to construct knowledge, produce creative artifacts and make connections to their learning. (L4)
K-2.DL.4.1 Create a design document to illustrate thoughts, ideas, and stories in a sequential manner (e.g., storyboard, mind map). (L4)
K-2.DL.4.3 Use technology to communicate with others and to look at problems from different perspectives.(L4)

=7

Lesson 1

Lesson 4

Lesson 2

Personal and Public Data Ask First Safe Access Smart Sharing
Students are learning to identify and Students are learning to understand Students are learning to use digital Students are learning to understand
differentiate between personal and the importance of keeping personal systems in a responsible and respectful how to use digital tools for
public data. information private when sharing way by understanding the importance collaboration and sharing.
online. of secure passwords and positive online

communication.
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Computational Thinking
Exploring Data
K-2.CT.2.1  Classify and sort information into useful order without using a computer (e.g. sorting objects by various attributes). (L2)

K-2.CT.2.2 Demonstrate that computing devices save information as data that can be stored, searched, retrieved, modified, and deleted. (L1, L2, L3, L4)
K-2.CT.3.1  Share ideas in multiple ways using digital tools. (L3, L4)

Lesson 1

F

Exploring Data Representation Data as Objects Manipulating Data Patterns in Data

Students are learning to identify data Students are learning to represent data Students are learning to upload and Students are learning to recognise how
that can be represented as pictures, using objects. manipulate data in several ways. patterns in data solve problems.

symbols, numbers or words in digital
environments.
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Computational Thinking
Algorithms in Action

K-2.CT.4.2 Construct an algorithm to accomplish a task. (L4, L5) K-2.CT.4.7 Understand how technology is used to make a task easier
K-2.CT.4.3 Follow the sequencing in an algorithm. (L1) or repeatable and can identify real-world examples. (L1)
K-2.CT.4.4 Break a problem into parts and identify ways to solve the problem. (L2) K-2.CT.4.1  Construct and test problem solutions using a block-based and/

K-2.CT.4.5 Use a design process to ask questions, suggest solutions, test ideas to or visual programming. (L5)

solve problems and redesign as needed. (L5) K-2.CT.2.5 Identify a problem and select appropriate technology tools to

K-2.CT.4.6 Use age-appropriate digital and nondigital tools to design something explore and find solutions. (L2)

and are aware of the step-by-step process of designing. (L3, L5) K-2.CT.1.2 Use digital tools to create original artifacts. (L4, L5)

-

Lesson 1 { Lesson 2

_adh

Lesson 4

i B
=

Steps and Decisions

Following an Algorithm Making Decisions Repeating Steps

9 9 Solve Problems 9 P g step
How does following steps help us solve Students will be able to describe steps Students are learning to use branching Students are learning to create and
a problem? and decisions to solve a problem. to make decisions and solve problems. follow an algorithm with steps that

repeat a set number of times (iteration).

Lesson 5

Controlling a Device

Students are learning to create a
sequential algorithm that controls a
digital device.
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COLLABORATING IN A DIGITAL WORLD (COMPUTATIONAL THINKING)

DATA WIZARDS (COMPUTATIONAL THINKING)
FROM DEVICE TO DEVICE (COMPUTATIONAL THINKING)

LOOPS, LOGIC, AND Ul (COMPUTATIONAL THINKING)
TURTLE TRACKS: CODING IN ACTION (COMPUTATIONAL THINKING)

INTERFACE INNO\7ATORS (COMPUTATIONAL THINKING)
- .

Technology K-5 inquisitive.com 9



Digital Literacy
Digital Devices in our World

3-5.DL.3.1 Identify how computational devices impact daily life. (L1, L2, L3)
3-5.DL.3.3  Explore the connections between computer science and other fields. (L1, L2, L3)
3-5.DL.4.1  Generate examples of how the use of computing can affect society and how society can influence the use of computing. (L1, L2, L3)

Lesson 1

What is Data?

Students are learning to understand
how data is collected, used and
represented in digital platforms.

10 inquisitive.com

Data and Digital Systems

Students are learning to understand
how data is transferred and transmitted
between digital systems.

Telehealth

Students are learning to understand
how real-world digital systems use
internal components and network
connections to provide essential
services.

inquisitive
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Digital Literacy
Safe, Smart, and Ethical Digital Citizens

3-5.DL.2.1  Practice responsible digital citizenship using positive, safe, legal and ethical behaviors in the use of technology systems and software. (L1, L2, L3, L4)

3-5.DL.2.2 Explain ethical issues that relate to equity of access, accessibility, security, privacy, copyright, digital citizenship, digital footprint, and intellectual
property with computers and networks. (L1, L2, L3, L4, L5)

3-5.DL.1.1  Analyze a variety of resources for accuracy, perspective, credibility, and relevance using digital tools to construct knowledge, produce creative artifacts
and make meaningful learning experiences for themselves and others. (L1, L3)

|

Lesson 1

| il
- o

i
2 L ]
2 L
Safe and Smart Online Searches Keeping It Personal Online Safety and Privacy Password Power (Yr 4)
Students are learning to develop safe Students are learning to understand the Students are learning to: Students are learning to understand the
and effective online search strategies. importance of online safety and how to Collaborate responsibly online. importance of strong passwords and
protect their personal information. Understand the importance of secure online practices.

protecting their digital footprint.

Lesson 5

Digital Ethics and Al

Students are learning to understand
how artificial intelligence (Al) works and
how to recognise and respond to the
ethical challenges it can create.

Technology K-5 inquisitive.com 11
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Computational Thinking

Collaborating in a Digital World

3-5.CT.3.5

3-5.CT.1.3
3-5.CT.2.3
3-5.CT.2.6
3-5.CT.3.4
3-5.CT.5.1

Collaboration Online

Choose tools to broaden their perspectives and enrich their learning by collaborating with others and working effectively in teams locally
and globally. (L1, L2)

Recognize and utilize the features and functions of a variety of creation or communication tools. (L1, L2)

Collect feedback from both people and features embedded in digital tools and use age-appropriate technology to share learning. (L1, L2)
Navigate age-appropriate technologies and begin to transfer their learning to different tools or learning environments. (L1, L2)

Consider their expected audience when creating and sharing digital artifacts and presentations. (L2)

Identify and understand ways that teamwork and collaboration can support problem solving and the software design cycle. (L1, L2)

b

Collaboration Using

Digital Tools
Students are learning to understand Students are learning to collaborate
the importance of effective online effectively online to complete a
collaboration in achieving shared goals. community project proposal.
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Computational Thinking
Data Wizards

3-5.CT.2.2 Understand how computers encode and store data. (L1, L2)

3-5.CT.2.5 Select effective technology to represent data. (L3, L4)

3-5.CT.2.3  Collect feedback from both people and features embedded in digital tools and use age-appropriate technology to share learning. (L3, L4)
3-5.CT.2.4  Explore or solve problems by selecting technology for data analysis, modeling and algorithmic thinking. (L3, L4, L5)

3-5.CT.2.1  Use outcome data to solve a problem or answer a question. (L3, L4)
\ 4

3-5.CT.3.3 Communicate ideas textually visually and graphically. (L3, L4)

Lesson4 =

.|

Lesson 3

Lesson 1

4 v

o -

- - 3 J il L] 1,

On or Off? Cracking the Code Google Sheets Wizards Excel Wizards

Students are learning to understand Students are learning to understand Students are learning to use Students are learning to use

how computers use binary (on/ how digital systems encode and spreadsheets to organise, analyse and spreadsheets to organise, analyse and
off states) to represent and process decode information using binary and visualise data. visualise data.

information. ASCII codes.

Lesson 5

——

Analysing and Visualising
Data with Al

Students are learning to understand
how artificial intelligence (Al) analyses
data to find patterns, make predictions
and create visualisations.

Technology K-5 inquisitive.com 13
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Computational Thinking
From Device to Device

3-5.CT.4.1 Demonstrate how a device on a network sends and receives information. (L1, L2)
3-5.CT.1.2  Create step-by-step instructions that models intelligent behavior on computing devices. (L2)

o

L]

Lesson 2

The Ins and Outs of . .
Digital System Digital Networks

Students are learning to identify Students are learning to explain how
components of digital systems and the digital networks transmit data.
functions they perform.

2026/2027 Scope and Sequence
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Computational Thinking

Loops, Logic, and Ul

3-5.CT.5.2 Construct and test problem solutions using block-based and or text-based programming. (L1, L2, L3, L4, L5)
3-5.CT.5.5 Explain and debug the sequencing in an algorithm. (L1, L2, L3, L4, L5)

3-5.CT.5.6 Construct an algorithm to accomplish a task. (L1, L2, L3, L4, L5)

3-5.CT.5.7 Break down problems into smaller parts, identify key information, and propose solutions. (L1, L2, L3, L4, L5)

3-5.CT.5.8 Understand and explore basic concepts related to automation, patterns and algorithmic thinking. (L2, L3, L4)

3-5.CT.5.9  Use digital and nondigital tools to plan and manage a design process. (L5)

Lesson 1

/s s

‘ Lesson 2

K .
Algorithms and Sequences Repeats Nesting Repeats Branching
Students are learning to create and Students are learning to understand Students are learning to understand Students are learning to use the If block
follow algorithms to complete tasks. how repetition in coding makes how the ‘repeat until’ block uses in coding to make decisions based on
algorithms more efficient. conditions to control repetition in conditions.
coding.

User Interfaces

Students are learning to design and
evaluate user interfaces (Ul) based on a
user story.
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Computational Thinking
Turtle Tracks: Coding in Action

3-5.CT.5.2 Construct and test problem solutions using block-based and or text-based programming. (L1, L2, L3, L4, L5)
3-5.CT.5.5  Explain and debug the sequencing in an algorithm. (L1, L2)

3-5.CT.5.6  Construct an algorithm to accomplish a task. (L1, L2, L3, L4, L5)

3-5.CT.5.7 Break down problems into smaller parts, identify key information, and propose solutions. (L1, L2, L3, L4, L5)
3-5.CT.5.8  Understand and explore basic concepts related to automation, patterns and algorithmic thinking. (L1, L2, L3, L4, L5)
3-5.CT.5.9  Use digital and nondigital tools to plan and manage a design process. (L5)

w 7 w 1)
Lesson 2 , { Lesson 3 W_ ' Lesson 4
§ \_

; N )

. . Repeating Code in Colours and Pen De5|gnmg with
Introduction to Turtle Graphics . .. .
P Turtle Graphics Functions in Turtle Graphics Turtle Graphics
Students are learning to design, Students are learning to design and Students are learning to use Turtle Students are learning to use colour fills
implement and modify algorithms in implement algorithms using iteration Graphics code to create drawings with and outlines in Turtle Graphics to create
text-based coding. (repetition) to create patterns in a visual text, colour, shapes and positioning. and customise shapes in code.

programming environment.

LY ~

l Lesson 5

Community Impact

Students are learning to apply design
thinking, coding and problem-solving
strategies to solve a problem
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Computational Thinking
Interface Innovators

3-5.CT.1.1  Identify, using accurate terminology, simple hardware and software problems and apply strategies for solving these problems. (L1, L2)
3-5.CT.1.4  Create original works and learn strategies for remixing or repurposing to create new artifacts. (L1, L2)

3-5.CT.5.7 Break down problems into smaller parts, identify key information, and propose solutions. (L2)

3-5.CT.5.9 Use digital and nondigital tools to plan and manage a design process. (L1)

3-5.CT.5.6 Construct an algorithm to accomplish a task. (L1, L2)

s . Y R — = T
Lesson 1 ; € Lesson 2 Ih RQ.SIJT&S*‘E“F Dﬂ
gl 3 § m s .
il .‘ s
3 T &
User Interface Design Making Decisions
Students are learning to identify Students are learning to:
and evaluate different user interface Understand and apply the concepts
elements. of flowchart symbols to represent

algorithms. Students are learning to:
Write and modify algorithms to handle
multiple inputs and user interactions.
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