
 
 

 

 

 

 

 

 

 

MASTERCLASS INFORMATION 

Australian Curriculum Objectives Masterclass Description 

Coding with Dash: Rozanna Elmassih  Primary Years 

 Define simple problems and describe and follow a 
sequence of steps and decisions (algorithms) needed 
to solve them.    

 Implement simple digital solutions as visual programs 
with algorithms involving branching (decisions) and 

user input. 

Do you want to learn to program a real robot that responds to you? 
Dash has sensors that let the device know when it is about to run into 
something, microphones that can hear sound and even detect where 
it comes from in a room, as well as infrared sensors that let it see and 
communicate with other robots. You will learn how to program Dash 
to move, dance, light up, make sounds, and more.  

3D Printing: Stephen Crook & Nicole Violi All Years 

 Generate, develop, and communicate design ideas 

and decisions using appropriate technical terms and 
graphical representation techniques. 

 Evaluate design ideas, processes and solutions based 

on criteria for success developed with guidance and 
including care for the environment. 

3D printing allows children to create innovative 3D designs. Learn how 
3D design and printing can teach important STEM concepts. Through 
trial and error, see how your students can bring their ideas to life by 
developing solutions to real-world problems. Learn how you can 
provide the critical link between the unlimited creativity of the virtual 
world and the practical limits of the real world.  

Scratch: Natalie Horan and Sarah Hughes Middle Years 

 Design, modify and follow simple algorithms 
involving sequences of steps, branching, and 

iteration (repetition)  

 Implement digital solutions as simple visual programs 
involving branching, iteration (repetition), and user 

input  

Scratch is a visual programming tool that helps young people think 
computationally. Learn how algorithms can easily be used to tell your 
‘Sprite’ what to do. Develop students’ understanding of branching 
and iteration (looping) through programming interactive stories, 
games, and animations.  

OSMO: Stephen Miller  Early Years 

 Recognise and explore digital systems (hardware and 

software components) for a purpose 

 Follow, describe and represent a sequence of steps 
and decisions (algorithms) needed to solve simple 

problems 

OSMO is a digital system that has a range of games that connect the 
virtual and physical worlds. Coding Awbie is a game that is designed 
to introduce coding to young students. Learn how to control ‘Awbie,’ 
a playful character who loves delicious strawberries. With each coding 
command, you will see how easy it is to guide ‘Awbie’ on a tree-
shaking, strawberry munching adventure. 

Cyber Safety - Where Does it Fit?: Claire Krawczyk  All Years 

 Explore how people safely use common information 

systems to meet information, communication and 
recreation needs 

 Plan, create and communicate ideas and information 

independently and with others, applying agreed 
ethical and social protocols 

Social media, online gaming and connected devices are everywhere. 
Navigating this online world can be a daunting process for both 
teachers and students. Explore the various resources available to 
support children of all ages to manage themselves in this online world. 

Coding in the Early Years: Kristen Bueti Early Years 

 Follow, describe and represent a sequence of steps 

and decisions (algorithms) needed to solve simple 
problems 

Children of all ages have the capability to learn to code, use 
algorithms and follow steps in order to solve problems. Early years 
provide the opportunity to explore the Digital Technologies curriculum 
through play and exploration. Learn how to incorporate unplugged 
activities, games and the coding of devices into your early years 
curriculum. 



Website Design: James Tran Middle Years 

 Design a user interface for a digital system  

Websites are everywhere but what constitutes good website design. 
Explore “the good, the bad and the ugly” of website design. Learn 
the different aspects that can make using a website easy to navigate 
for the ‘end user.’ Discover how to support students to design their 
own websites that demonstrates their creativity. 

Bloxels: Olivia Abarno & Antony Kouts  Primary Years 

 Design a user interface for a digital system  

 Identify and explore a range of digital systems with 

peripheral devices for different purposes, and 
transmit different types of data  

Bloxels allows students to unlock their creativity through something 
they love: video games. Unlike Minecraft, Bloxels is not simply another 
game students can play. Instead students will be designing their own 
video games. Learn how Bloxels can be used to create STEM lessons 
your students will love. 

Understanding Algorithms: Emily Parrella All Years 

 Follow, describe and represent a sequence of steps 
and decisions (algorithms) needed to solve simple 

problems 

 Design, modify and follow simple algorithms 
involving sequences of steps, branching, and 

iteration 

What is an algorithm and how do we teach children about them? Is 
this a question you have asked yourself when looking at the Digital 
Technologies curriculum? Learn how to apply algorithms to everyday 
tasks by exploring the different terminology. Write your own 
algorithms using problem solving and logic and learn to think like a 
computer.  

Plug and Play: Emma Fowler Middle Years 

 Explain how student solutions and existing 

information systems are sustainable and meet 
current and future local community needs 

 Define problems in terms of data and functional 

requirements drawing on previously solved 
problems 

Social innovation is the key to creating a sustainable future as this will 
help to solve our societal and/or environmental issues. Learn how to 
create STEM units of work that will focus on students learning to code 
various sensors including UV, infrared and ultrasonic sensors. These 
coded sensors can then be used to develop prototypes to solve the 
problems of tomorrow. 

Wearables: Emma Fowler  Middle Years 

 Explain how student solutions and existing 
information systems are sustainable and meet 
current and future local community needs 

 Define problems in terms of data and functional 
requirements drawing on previously solved problems 

Wearable Tech is one of the fastest growing areas in consumer driven 
technology. Imagine designing a bag that could display your latest 
tweet or creating clothing that could sound an alarm to parents when 
a baby’s temperature reaches 38 degrees. Learn how to code a lily 
pad that can be used to create your own piece of wearable 
technology. 

Neuron Inventor: Libby Gowen Primary Years 

 Recognise and explore digital systems (hardware 
and software components) for a purpose 

 Follow, describe and represent a sequence of steps 

and decisions (algorithms) needed to solve simple 
problems 

Makeblock Neuron Inventor kits are programmable electronic building 
blocks. These blocks simply click together with a range of sensors to 
bring students’ ideas to life. Learn how computer systems work 
through building projects that include sound, light, and movement 
sensors.  

Unplugged Coding: Deb Krugger  All Years 

 Follow, describe and represent a sequence of steps 
and decisions (algorithms) needed to solve simple 

problems 

 Design, modify and follow simple algorithms 
involving sequences of steps, branching, and 

iteration (repetition)  

The common myth is that you need robots to teach coding. 
Computational thinking is an important skill that can be taught with 
or without a device. Explore ways that you can engage your students 
in the Digital Technologies curriculum without having to invest in 
expensive resources. Discover how unplugged activities can support 
students’ understanding of algorithms and coding. 

Integrating Digital Tech into Literacy: Catherine Hamilton Middle Years 

 Design a user interface for a digital system  

Looking for creative ways to bring your literacy lessons to life? 
Discover how to use websites to create narratives with multiple 
endings. See how blogs can be used to review books or create fact-
filled information reports while designing a website that has a focus 
on the end user. 
 

 


