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[bookmark: _Hlk83824137]Media Consumers and Creators 
	Key aspects 

	Understand and analyse contemporary media
	Media describes all channels of communication. Contemporary media channels are a mix of traditional and new media that are increasingly digital and multimodal. Media consumers view, listen to, use and read media. Traditional media is any type of content that is distributed through established channels. Traditional media channels include television, film, radio and print publishing. New media includes digital newspapers, podcasts, online video platforms, video games and social media and the media forms of the future. 
New forms of digital media play a significant role in modern communication, entertainment, education and information dissemination. Media forms can operate at a mass level or at an interpersonal level, where communication occurs between individuals and among online communities. 
Media literacy is crucial as media is pervasive and powerful in contemporary society and impacts individuals and communities in both positive and negative ways. Media literacy is the ability to identify media messages and biases by analysing language and understanding the motivations behind, and intended audiences of, media content. It is also about understanding media representations, relationships and institutions, how media constructs versions of reality and how these representations influence public perception. 
In this key aspect students develop media literacy. They understand that media influences and impacts people and society, and a range of media institutions impact media participation. They recognise the importance of media ownership. Students analyse media messages and critically evaluate their intent, recognising biases and commercial or political interests. They analyse the influence of media on consumer behaviour, opinions and societal trends, and the way media shapes public opinion, culture and societal norms. Students understand the role of algorithms and how these impact the content they consume. 
Students understand that media constructs versions of reality. They engage with media representations with an understanding of how processes of selection and construction have been used to create stories. This critical awareness empowers students to be discerning consumers of media. They can identify credible sources and misinformation and understand the broader societal impacts of media content. They critically reflect on their own role as media consumers (audiences) and creators (producers) across multiple media forms.


	Create media content
	Media creation is a form of expression. It encompasses learning how to express ideas through traditional and new media using media production technologies and an understanding of media language. Media creation can be single mode or multimodal. Multimodal uses 2 or more modes of communication. There are 5 modes:  
The linguistic mode focuses on the meaning of written or spoken language in communication. It includes the choice and organisation of words. 
The visual mode focuses on the meaning of what can be seen by the reader, viewer or user. It includes images, signs and videos, and aspects of visual design such as colour, layout and font.  
The aural mode focuses on the meaning of what can be heard by the listener. It includes voice, ambient noise, music and silence.  
The gestural mode focuses on the meaning of communication through movement. It includes facial expressions and body language.  
The spatial mode focuses on the meaning of communication through physical layout. It includes position, spacing and proximity between people and objects.  
Media language refers to the way that meaning is created through these modes, using production technologies and conventions to communicate ideas and information to audiences. 
In this key aspect students plan for, generate and create media content. The content can be creative, novel and effective. The creative process is as important as the product itself. Students can express ideas, cultures, perspectives and stories. They can innovate when using emerging media and production technologies in media creation.  
Students can work individually or collaboratively. When collaborating they may create a shared vision and synthesise diverse perspectives. They generate ideas, shift perspectives, make connections, and evaluate and elaborate those ideas. Imagination, experimentation and play are all central to the process.  
Students use a variety of communication modes and create single mode and multimodal media content. They make exploratory choices about how they can combine and shape the use of production technologies and conventions. When students have opportunities to explore and experiment with media technologies, including digital tools, they develop and extend their creative abilities to engage different audiences.  


	Communicate and share media content
	Media creators communicate information and ideas for diverse purposes and audiences, while responding to a range of contextual influences. Purposes include to inform, raise awareness, influence trends or opinion, transmit culture, and to entertain others. An audience is anyone who consumes a media product and can be viewers, listeners, users or readers. Media creators have in mind the intended audiences for their products, but in a contemporary media landscape there are often many other unintended audiences of media narratives.  
Media may take many forms including news reports, podcasts, video games, commentaries, advertisements, influencer content, websites and multimodal social activism. Information and ideas may be communicated in a range of ways including visual and audio techniques and language features. When sharing information and ideas with audiences, media creators select the most appropriate content and use a range of techniques best suited to purpose and audience. 
In this key aspect, as well as creating, students communicate their ideas to audiences, both offline and online. Students are aware of different media distribution platforms and how algorithms influence sharing. When collaborating, they learn to actively listen to the ways in which their content is being received and interpreted. They adapt and adjust their strategies for communication and sharing accordingly.  
Students assess the means and medium through which to curate and communicate clear, compelling messages to different audiences. They can tailor their content to communicate to an intended audience demographic. Students develop skills of telling stories, crafting ideas and information. They reflect on the cultural context, diverse perspectives, and any social or political implications of their messages, ideas or perspectives. Students relate to their audiences through the selection of language, genre, style and form conventions.  





	Be critical and ethical
	Critical and ethical practices ensure positive experiences when consuming and creating media. Media can be an empowering force to make a more inclusive and equitable world. Critical practices include questioning, analysing, reflecting and evaluating content to identify purpose, emphasis and omission, language, choice and placement of images, possible bias and intended audience. Being critical about media means understanding concepts like representation and stereotypes. It means understanding how media is constructed to appeal to specific audiences and reinforce ideas, and how ideas can be misrepresented through misinformation.  
Ethical practices are principled and respectful processes to ensure increased responsibility, positive interactions, cultural sustainability and privacy protection. Ethical practices consider the importance of consultation with others such as First Nations Peoples. They include respectful representation of and avoiding potential bias against vulnerable populations. Ethical considerations should be given to the environmental impact of digital media production, storage and circulation. Ethical understandings include understanding and respecting intellectual property (IP) and Indigenous Cultural and Intellectual Property (ICIP) rights.  
In this key aspect, students develop critical and ethical practices as they have responsibilities and agency as media consumers and creators. Students critically orient themselves with a range of interconnected concepts, including how: 
media are used to represent and portray people, places and ideas (including through stereotypes) 
ideas become misrepresented through misinformation 
media languages and techniques are used to construct narratives and to appeal to specific audiences.  
Students are critical of the advantages and disadvantages of new media versus traditional media as consumers and creators. They understand their roles as responsible digital citizens to contribute inclusive, respectful and ethical media content. Students apply understanding of diversity in cultural perspectives in media consumption and creation. They critically contribute to a diverse, equitable and consciously created media environment. They acknowledge their sources to avoid plagiarism.  
Students develop questioning skills and analytical skills to assess the source and purpose of media targeted towards themselves and others. They are critical and ethical when consuming and creating media generated using AI media creation platforms and AI-powered assistants. They build awareness of the personal, social and ethical impacts of their choices when consuming or creating media content.  












Media CONSUMERs AND Creators: years 9–10
	[bookmark: _Hlk83125609]Years 9–10

	Key aspect 1: Understand and analyse contemporary media

	In this key aspect students develop media literacy. Media literacy is the ability to identify media messages and biases by analysing language and understanding the motivations behind, and intended audiences of, media content. It is also about understanding media representations, relationships and institutions, how media constructs versions of reality and how these representations influence public perception.

	Learning area/subject
	Strand/sub-strand
	Content descriptions
	Content elaborations

	Media Arts Years 9–10
	Exploring and responding
	investigate the ways that media artists use media arts concepts to construct representations in media arts works and practices from across cultures, times, places and/or other contexts
AC9AMA10E01
	· analysing and evaluating the social, cultural and/or ethical implications of the changing nature of representations in media arts works over time; for example, deconstructing representations constructed at different times or in different places to compare the representations of gender in print, screen and/or interactive media, or deconstructing the representation of multiculturalism or youth in Australian television

	
	
	
	· analysing and evaluating the way social beliefs and values can be communicated to audiences through the manipulation of technical and symbolic codes in media arts works they view and make

	
	
	
	

	
	
	
	· exploring how media platforms use data and how they can influence the breadth and depth of information provided to an audience; for example, through a media feed

	
	
	
	· evaluating relationships embedded within media practices and discussing how media arts works and institutions can influence or challenge media practices and audience perceptions

	
	
	
	· researching audiences of specific genres or users of specific media platforms, and analysing and evaluating the way generic technical and symbolic codes have been manipulated to engage these audiences across media forms such as music videos, animated short films, documentaries, short films, feature films, television programs, computer games, websites or social media platforms (considering online safety protocols)

	
	
	
	· analysing and evaluating the ways technical and symbolic codes have been used to construct stereotypical representations in media arts works targeted to specific audiences in a range of historical and contemporary contexts or across traditional and emerging media formats

	
	
	
	· identifying, describing and explaining the way technical and symbolic codes such as camera techniques, editing, sound, rhythm or mise-en-scène are manipulated in media arts works they have viewed or made to evoke audience responses such as excitement or fear, and/or to convey an intended meaning or position about an issue or idea, such as an opinion about climate change

	
	
	
	· examining the role of media makers in perpetuating and/or challenging prevailing views on issues of contemporary relevance

	English Year 9
	Language
Language for interacting with others
	recognise how language empowers relationships and roles
AC9E9LA01
	· identifying the various communities to which students belong and how language reinforces membership of these communities; for example, the intimate language of family members, the jargon of teenage groups, the technicality of some online communities, the language specific to recreational groups and the interaction patterns of the classroom

	
	
	
	· exploring language used by First Nations Australian authors to reinforce relationships to Country/Place and with others; for example, “Hello” in Turrabul language is “Galang nguruindhau”

	
	Language
Text structure and organisation
	examine how authors adapt and subvert text structures and language features by experimenting with spoken, written, visual and multimodal elements, and their combination
AC9E9LA03
	· comparing the use of linear and non-linear narratives in a range of short stories, and determining the purpose and effect of the different structures

	
	
	
	· comparing the opening paragraphs of different public texts such as feature articles, and determining the purpose and effect of the different structures and language features

	
	Literature
Literature and contexts
	analyse the representations of people and places in literary texts, drawn from historical, social and cultural contexts, by First Nations Australian, and wide-ranging Australian and world authors
AC9E9LE01
	· exploring and comparing representations of values of characters; for example, exploring the values associated with authority, community and family in literature drawn from different cultures and times

	
	
	
	· exploring how texts by First Nations Australian authors reflect unique ways of being, knowing, thinking and doing

	
	
	
	· exploring the way wide-ranging Australian novels, poems and films represent water and characters’ relationships with water

	
	Literature
Engaging with and responding to literature
	analyse how features of literary texts influence readers’ preference for texts
AC9E9LE03
	· reflecting on and discussing responses to literature including characterisation, setting details, plot events, themes and literary devices used to achieve particular effects, and collaboratively formulating a list of factors that distinguish value

	
	Literacy
Texts in context
	analyse how representations of people, places, events and concepts reflect contexts
AC9E9LY01
	· examining the representation of public figures in media and recognising how these vary in different contexts

	
	
	
	· identifying and analysing how news is conveyed in texts; for example, analysing representations of an event at a particular time reported in the media

	
	
	
	· comparing texts from different time periods and analysing the language features used to represent individuals or groups

	
	Literacy
Analysing interpreting and evaluating
	analyse and evaluate how language features are used to represent a perspective of an issue, event, situation, individual or group
AC9E9LY03
	· analysing the use of language in the coverage of a contentious issue in a range of news and social media

	
	
	
	· explaining how authors use language features to represent ideas and convey opinions

	
	
	
	· comparing a range of advocacy, campaign or inspirational speeches from films or media and identifying language features that influence the listener

	
	
	analyse the organisation of ideas in paragraphs and extended texts, and evaluate its impact on meaning
AC9E9LY04
	· evaluating techniques used in texts to organise ideas and evoke emotional responses, such as comparison, contrast, exaggeration, juxtaposition, the changing of chronological order, and the expansion and compression of time

	
	
	
	· explaining whether the author conveys meaning effectively, through the sequence of information and evidence

	English Year 10
	Language
Language for interacting with others
	understand how language can have inclusive and exclusive social effects, and can empower or disempower people
AC9E10LA01
	· identifying language that seeks to align the listener or reader; for example, “of course”, “obviously”, “as you can imagine”

	
	
	
	· identifying the use of first person (“I”, “we”) and second person (“you”) pronouns to distance or involve the audience

	
	
	
	· identifying language used to reference or indicate shared assumptions

	
	
	
	· identifying language that appeals to shared cultural knowledge, values and beliefs

	
	
	
	·  identifying examples of language that are inclusive or marginalising

	
	Language
Text structure and organisation
	analyse text structures and language features and evaluate their effectiveness in achieving their purpose
AC9E10LA03
	· comparing the text structure and language features of a print text transposed to an online environment and evaluating the effectiveness of the online text

	
	
	
	· analysing the text structures and language features of reviews from different sources, and evaluating their effectiveness

	
	
	
	· analysing and experimenting with combinations of graphics, text and sound in the production of multimodal texts such as documentaries, media reports, online magazines and digital books to influence audience responses

	
	Literature
Literature and contexts
	analyse representations of individuals, groups and places and evaluate how they reflect their context in literary texts by First Nations Australian, and wide-ranging Australian and world authors
AC9E10LE01
	· analysing the ways in which cultural stories may be retold and adapted across a range of contexts, such as the story of the “anti-hero”, and evaluating how the “anti-hero” reflects the context

	
	
	
	· analysing how stories written by First Nations Australian authors contemporise or modernise traditional stories and evaluating the responses of contemporary audiences

	
	
	
	· analysing how humour is used to represent the underdog in Australian texts and evaluating how the underdog reflects the context

	
	Literature
Engaging with and responding to literature
	analyse how the aesthetic qualities associated with text structures, language features, literary devices and visual features, and the context in which these texts are experienced, influence audience response
AC9E10LE03
	· examining a range of texts and evaluating the effect of text structures and language features; for example, determining whether the narrative position of a child evokes reader sympathy towards an event or issue

	
	Literacy
Texts in context
	analyse and evaluate how people, places, events and concepts are represented in texts and reflect contexts
AC9E10LY01
	· evaluating stereotypes of people, places, events and concepts, and expressing opinions on these representations in the contexts for which they are created

	
	
	
	· analysing representations of events and issues in First Nations Australian media

	
	Literacy
Analysing interpreting and evaluating
	analyse and evaluate how language features are used to implicitly or explicitly represent values, beliefs and attitudes
AC9E10LY03
	· analysing social or political cartoons to identify the implicit and explicit values, beliefs and attitudes expressed

	
	
	analyse and evaluate how authors organise ideas in texts to achieve a purpose
AC9E10LY04
	· identifying the organisation of ideas in a text and determining the purpose and effect; for example, how the eye is drawn across or down a webpage for a purpose

	
	
	
	· evaluating how ideas in an online review are organised and its success in achieving its purpose

	
	
	
	· comparing the organisation of ideas in political pamphlets and determining the impact of each

	Digital Technologies Years 9–10
	Knowledge and understanding
Data representation
	represent documents online as content (text), structure (markup) and presentation (styling) and explain why such representations are important 
AC9TDI10K02
	· no elaboration

	
	
	investigate simple data compression techniques
AC9TDI10K03
	· exploring the difference between lossy and lossless compression and the consequences of each, for example exploring codecs for audiovisual compression such as MP3, MP4 and WAV formats, considering energy requirements of file sizes

	
	
	
	· examining an image and discussing whether the image quality would be compromised if all the blue pixels of the sky in one row were to be replaced by one token and the number of pixels it represents

	
	Processes and production skills
Acquiring, managing and analysing data
	develop techniques to acquire, store and validate data from a range of sources using software, including spreadsheets and databases 
AC9TDI10P01
	· identifying strengths and weaknesses of collecting data using different methods, for example online surveys, face-to-face interviews, phone interviews, observation, comments in response to a social media posting, phone logs, browser history and online webcam systems


	
	
	analyse and visualise data interactively using a range of software, including spreadsheets and databases, to draw conclusions and make predictions by identifying trends and outliers
AC9TDI10P02
	· summarising data, its attributes and the relationships between data sets, identifying trends and outliers to draw conclusions and make predictions, for example summarising data about electorates and their demographics, historical swings and exceptions to predict an election outcome

	
	
	
	· exploring machine learning, a form of artificial intelligence where an algorithm is trained using a data set, for example to classify images into categories

	
	
	
	· adjusting parameters of an AI model to observe the impact of different factors on predicted outcomes; for example, changing the weighting of different input variables to see how much it changes the model's outputs

	
	Processes and production skills
Generating and designing
	design algorithms involving logical operators and represent them as flowcharts and pseudocode 
AC9TDI10P05

	· describing algorithms using flowcharts or other appropriate diagram types, for example a decision tree for classifying an animal based on physical characteristics

	
	
	
	· describing algorithms precisely and succinctly using pseudocode, for example short, unambiguous statements such as IF length of word is greater than 4 AND first letter is a vowel

	
	
	validate algorithms and programs by comparing their output against a range of test cases
AC9TDI10P06
	· tracing and debugging an algorithm by identifying when its state is unexpected, why this has occurred, and the changes needed to correct it, for example identifying that a loop has finished one iteration too early

	
	Processes and production skills
Evaluating
	evaluate existing and student solutions against the design criteria, user stories, possible future impact and opportunities for enterprise 
AC9TDI10P10
	· evaluating how existing products have pivoted to meet the needs of a different set of users, for example how new social media applications continue to expand the types of media people share and the interactions they have online

	
	Processes and production skills
Privacy and security
	apply the Australian Privacy Principles to critique and manage the digital footprint that existing systems and student solutions collect 
AC9TDI10P14
	· using the Australian Privacy Principles as a reference to evaluate the steps they are taking to protect user information in their application, for example explaining how they are storing passwords using cryptographic hashing algorithms so that a data breach does not expose their users to security vulnerabilities due to password re-use

	Mathematics Year 9
	Statistics
	analyse reports of surveys in digital media and elsewhere for information on how data was obtained to estimate population means and medians
AC9M9ST01
	· investigating and evaluating statistical reports in the media and other places by linking claims to displays, statistics and representative data

	Mathematics Year 10
	
	analyse claims, inferences and conclusions of statistical reports in the media, including ethical considerations and identification of potential sources of bias
AC9M10ST01
	· identifying potentially misleading data representations in the media such as graphs with broken axes and scales that do not start at zero or are nonlinear; recognising when data is not related to the claim, not representative of the population or is deliberately being used to mislead, or support a claim or biased point of view

	
	
	
	· using the concept of Indigenous data sovereignty to critique and evaluate the Australian Government’s “Closing the Gap” report 

	Health and Physical Education Years 9–10
	Personal, social and community health
Making healthy and safe choices
	critique health information, services and media messaging about relationships, lifestyle choices, health decisions and behaviours to evaluate their influence on individual attitudes and actions
AC9HP10P09
	· investigating health issues specific to First Nations Australian communities and proposing proactive community strategies for promoting better access and health outcomes; for example, remote area dialysis buses and community-based treatment options

	
	
	
	· discussing how the portrayal of sexual relationships in TV shows, advertisements, movies, popular music and online content (such as pornography) may influence people’s beliefs about respectful, safe and consensual relationships

	Humanities and Social Sciences Civics and Citizenship Year 9
	Knowledge and understanding
Citizenship, diversity and identity
	the influence of a range of media, including social media, in shaping identity and attitudes to diversity
AC9HC9K06
	· analysing how media represent different groups in Australian society, such as First Nations Australians, immigrant groups, male and female sporting figures, and people with disability, and assessing the impact those representations have on community cohesiveness

	
	
	
	· investigating a human rights campaign that uses social media and how members of the public have engaged with the issue

	Years 9–10

	Key aspect 2: Create media content

	Students plan for, generate and create media content. The content can be creative, novel and effective. The creative process is as important as the product itself. Students can express ideas, cultures, perspectives and stories. They can innovate when using emerging media and production technologies in media creation.  

	Learning area/subject
	Strand/sub-strand
	Content descriptions
	Content elaborations

	Media Arts Years 9–10
	Developing practices and skills
	experiment with ways to construct representations that reflect ideas, perspectives and/or meaning, and/or use of media conventions, media languages and media technologies 
AC9AMA10D01
	· examining the way technical and symbolic codes are shaped by a media artist such as a social media influencer, auteur, game designer or music video director, to inform their construction of representations; for example, using design, production and post-production processes to engage a target audience for a narrative music video or short film, social media product, or genre film such as a teen flick, thriller film or documentary

	
	
	
	· experimenting with use of mise-en-scène, camera work, sound, editing and media technologies in ways that are typically used in a genre, auteur or film movement

	
	
	
	· manipulating technical and symbolic media codes and conventions of specific film, television or radio genres to produce a media arts work for a target audience; for example, creating a film trailer, film poster, short genre film or soundscape that communicates their understandings of the world around them

	
	
	reflect on their own or others’ media arts works and/or practices to refine and inform choices they make during stages of the production process
AC9AMA10D02
	· developing skills needed to use selected media technologies to produce a photographic sequence for distribution in print, through an online photo gallery or a moving image media arts work, such as sequences or scenes using a DSLR camera, and developing understanding through reflective practice of how to use the manual settings for ISO, shutter speed and aperture for accurate exposure

	
	
	
	· identifying and developing knowledge and skills needed to produce a media arts work such as a computer game, community service announcement, website or music video, to develop audience awareness about a social or cultural issue

	
	
	
	· using editing software to experiment with structuring sequences, and applying technical and symbolic codes and conventions, to create meaning for audiences; for example, adding filters, text, music, rhythm and pace to a suspense sequence, using teen flick genre conventions for font, music and split screen to create a sequence, or paying homage to an influential director by manipulating pace and rhythm to create suspense

	
	
	
	· using Viewpoints to develop investigating questions when making decisions about how they will represent a theme, concept or idea, and considering possibilities for using or disrupting media conventions

	
	Creating and making
	design and structure media arts works that examine and communicate ideas, perspectives and/or meaning
AC9AMA10C01
	· designing the camera work, sound, editing or mise-en-scène to construct alternative representations of people, places, ideas and events in a narrative media arts work such as a genre film, music video, documentary or animation

	
	
	
	· examining the way technical and symbolic codes and conventions of specific film, television or radio genres have been used in a media arts work to communicate values, themes or ideas to an audience; using pre-production processes such as a shot list, shooting script, screenplay, treatment or storyboard to trial ideas, designing a different media arts work that communicates or challenges these values, themes or ideas; for example, a film trailer, short genre film or soundscape

	
	
	apply production processes and use media arts concepts to construct representations and produce media arts works that communicate ideas, perspectives and/or meaning, and confirm or challenge the expectations of specific audiences
AC9AMA10C02
	· filming a short sequence to show a conflict, and selecting camera angles, lighting and costume to convey meaning through silent film, music video, stop motion or computer animation, experimenting with filming and framing the subject, and using basic shot types, angles and lighting to control picture space and mood

	English Year 9
	Literacy
Creating texts
	plan, create, edit and publish written and multimodal texts, organising, expanding and developing ideas, and selecting text structures, language features, literary devices and multimodal features for purposes and audiences in ways that may be imaginative, reflective, informative, persuasive, analytical and/or critical
AC9E9LY06
	· developing an argument that has a series of sequenced and linked paragraphs, beginning with a contention, followed by a series of supported points that develop a line of argument, and a conclusion that summarises the main line of argument

	
	
	
	· creating informative texts that explain and analyse complex phenomena using well-chosen facts and precise language

	
	
	
	· reviewing and editing their own and others’ texts, which may involve using online applications, for accuracy of grammar, spelling and punctuation, and to achieve particular purposes and address specific audiences by improving clarity and control of content through organising, developing, extending and linking ideas

	
	
	
	· discussing choices of literary devices used in a literary text with a peer, and evaluating the potential effect of each choice on an audience

	English Year 10
	Literacy
Creating texts
	plan, create, edit and publish written and multimodal texts, organising, expanding and developing ideas through experimenting with text structures, language features, literary devices and multimodal features for specific purposes and audiences in ways that may be imaginative, reflective, informative, persuasive, analytical and/or critical
AC9E10LY06
	· presenting a structured argument by providing a statement of the major arguments or concerns relating to an issue, previewing the structure of arguments, structuring the text to provide a major point for each paragraph with succinct elaboration, and concluding with a summary of the main issues or recommendations in an argument

	
	
	
	· creating written and multimodal texts that compel readers to empathise with the ideas and emotions expressed or implied

	
	
	
	· designing a webpage that combines navigation, text, sound, and moving and still images for a specific audience

	
	
	
	·  reviewing, editing and refining their own and others’ texts for accuracy of grammar, spelling and punctuation, and to achieve particular purposes and address specific audiences through control and organisation of content, sentence structures, vocabulary choices and visual features

	
	
	
	· reflecting on the effect of choices made in a written or multimodal text and how these choices may be changed or developed in future texts

	Digital Technologies Years 9–10
	Knowledge and understanding
Data representation
	represent documents online as content (text), structure (markup) and presentation (styling) and explain why such representations are important 
AC9TDI10K02
	· writing webpages using HyperText Markup Language (HTML) for the content and structure and Cascading Style Sheets (CSS) for styling the page and explaining how HTML tags separate content from structure

	
	
	
	· explaining how representing content, structure and presentation separately allows each of them to be designed, edited, manipulated and stored independently of the others and why this is important

	
	Processes and production skills
Acquiring, managing and analysing data
	develop techniques to acquire, store and validate data from a range of sources using software, including spreadsheets and databases 
AC9TDI10P01
	· developing systems that store structured data, for example a movie or travel review website that collects Likert scale ratings and written reviews

	
	
	
	· developing systems that check data is correct and meaningful using automated techniques and manual analysis, for example, validating movie review data using rules and user interface elements, and detecting bias and fake reviews through simple statistical analysis

	
	
	analyse and visualise data interactively using a range of software, including spreadsheets and databases, to draw conclusions and make predictions by identifying trends and outliers 
AC9TDI10P02
	· developing interactive visualisations for exploring complex data, for example population, life expectancy and fertility rate in motion charts

	
	
	
	· using software to visualise and compare data to identify patterns, relationships and trends, for example investigating emerging trends in Australia’s industries

	
	
	
	· exploring machine learning, a form of artificial intelligence where an algorithm is trained using a data set, for example to classify images into categories

	
	Processes and production skills 
Investigating and defining
	define and decompose real-world problems with design criteria and by interviewing stakeholders to create user stories 
AC9TDI10P04
	· creating user stories by interviewing a stakeholder to complete a template such as “As a <type of user>, I want <some goal> so that <some reason>”, for example interviewing an amateur athlete to complete the template, such as “As an athlete, I want to ensure my energy intake is high enough to complete a half marathon.”

	
	
	
	· defining the problem with precision and some awareness of scope, for example “How do we encourage people to balance their energy intake and expenditure?” and “Can this be solved in a specified timeframe?”

	
	
	
	· exploring how First Nations Australian cultural stories and languages are being preserved with digital systems, for example how communities could record, animate and maintain their connections with culture and language in a contemporary format that resonates with young people to help ensure that vital practices continue

	
	Processes and production skills/
Generating and designing
	design algorithms involving logical operators and represent them as flowcharts and pseudocode 
AC9TDI10P05
	· designing an algorithm or modifying an existing algorithm to fix, extend or improve it, for example fixing a bug in an algorithm to detect if 2 shapes intersect when the shapes just touch or extending the algorithm to support a new shape

	
	
	
	· describing algorithms precisely and succinctly using pseudocode, for example short, unambiguous statements such as IF length of word is greater than 4 AND first letter is a vowel

	
	
	validate algorithms and programs by comparing their output against a range of test cases 
AC9TDI10P06
	· tracing and debugging an algorithm by identifying when its state is unexpected, why this has occurred, and the changes needed to correct it, for example identifying that a loop has finished one iteration too early

	
	
	design and prototype the user experience of a digital system 
AC9TDI10P07
	· designing engaging user experiences, considering aesthetics, functionality and the feeling of enjoyment and satisfaction of the user

	
	
	
	· prototyping a user experience, using simple graphical tools that support clicking on an image to change slides or views, for example using a presentation tool or a no-code user interface prototyping tool to design a simple mobile app

	
	
	
	· considering all aspects of a product as perceived by the users, for example evaluating users’ initial experience of setting up and using a system, or users’ emotional or cultural response to using a digital system

	
	
	
	· designing documentation, branding and marketing for a digital solution, for example a product demonstration screencast or ‘getting started’ user guide

	
	
	generate, modify, communicate and critically evaluate alternative designs 
AC9TDI10P08
	· eliminating design ideas by evaluating them against the design criteria and user stories, for example in consultation with stakeholders, reviewing the design ideas, making modifications if necessary, and further developing the design of the preferred solution

	
	
	
	· using a range of ideation techniques to create multiple design ideas for a solution, for example using graphic organisers, role-play and mind mapping to develop and then record a range of ideas without evaluating them first

	
	
	
	· combining the output from generative AI models and human capital from recognised experts to meet a specific need; for example, using a range of outputs from an image generator as inspiration for modelling a 3D character in a game

	
	Processes and production skills
Producing and implementing
	implement, modify and debug modular programs, applying selected algorithms and data structures, including in an object-oriented programming language 
AC9TDI10P09
	· writing and editing programs to solve problems using algorithms and data structures in general-purpose and object-oriented programming languages, such as Python, JavaScript or C#

	
	
	
	· reading and interpreting programs split across files, functions or classes, and modifying them to add functionality, for example using the codebase of an existing adventure game and building new characters, levels or abilities

	
	
	
	· applying simple data structures and algorithms appropriately in their programs, for example using an array to store temperature data for a month, a dictionary to store character information in a role-playing game (RPG), and the binary search function from a library to find a value in a sorted array

	
	Processes and production skills
Evaluating
	evaluate existing and student solutions against the design criteria, user stories, possible future impact and opportunities for enterprise 
AC9TDI10P10
	· examining the unintended consequences of an image generation solution implemented using AI; for example, using a model trained on a homogenous population to generate graphics that do not represent the diversity of customers in a website’s target audience

	
	Processes and production skills
Collaborating and managing
	select and use emerging digital tools and advanced features to create and communicate interactive content for a diverse audience 
AC9TDI10P11
	· locating relevant content by using Boolean operators or artificial intelligence search features of search engines and desktop search, for example queries with ‘and’ and ‘not’ or advanced image similarity search

	
	
	
	· using emerging technologies to add dynamic features to content, for example using a QR code to trigger an augmented reality (AR) overlay of how to use a tool safely in the workshop

	
	
	
	· incorporating interactive elements into content to assist with analysis, for example adding sliders to visualisations to allow the user to control and view time series data

	
	
	
	· ensuring content is accessible by using built-in accessibility features, for example using ALT tags in images inside HTML to ensure screen readers can communicate content for people who are visually impaired

	
	
	
	· combining the output from multiple generative AI sources to communicate a complex idea or narrative; for example, using images, sounds and text from a variety of tools to produce an interactive animation

	
	
	use simple project management tools to plan and manage individual and collaborative agile projects, accounting for risks and responsibilities 
AC9TDI10P12
	· establishing clear lines of responsibility and tasks for all members of a project team, for example assigning roles to all team members and using a spreadsheet to sequence tasks and track progress to ensure all work is completed by a specified deadline

	
	
	
	· planning the creation of content using project management tools to mitigate potential risks or project delays, for example incorporating project management techniques including scheduling, revision, iteration and evaluation into common collaboration tools to ensure timely delivery of effective solutions

	
	
	
	· accounting for appropriate project management responsibilities, for example when collaborating with First Nations Australians’ community groups to develop digital solutions to projects: following cultural protocols, including relevant permissions and attributions; acknowledging diversity, capability and strength; and addressing risks and responsibilities such as privacy, security and accuracy of data

	
	
	
	· incorporating suggestions made by built-in virtual assistants in project planning and organisation tools to streamline and prioritise work; for example, using AI to summarise meeting outcomes, identify important tasks and forecast project risks

	
	
	
	






	Years 9–10

	Key aspect 3: Communicate and share media content

	Students communicate their ideas to audiences, both offline and online. Students are aware of different media distribution platforms and how algorithms influence sharing. When collaborating, they learn to actively listen to the ways in which their content is being received and interpreted. They adapt and adjust their strategies for communication and sharing accordingly.  

	Learning area/subject
	Strand/sub-strand
	Content descriptions
	Content elaborations

	Media Arts Years 9–10
	Exploring and responding
	investigate the ways that media artists use media arts concepts to construct representations in media arts works and practices from across cultures, times, places and/or other contexts
AC9AMA10E01
	· justifying, in a video commentary, the technical and symbolic code choices they have made in constructing representations, their framework of social and cultural values, and communicating alternative points of view

	
	Developing practices and skills
	experiment with ways to construct representations that reflect ideas, perspectives and/or meaning, and/or use of media conventions, media languages and media technologies 
AC9AMA10D01
	· researching target audiences and conventions used in successful online media arts works and using the results of this research to design and produce a media arts work that communicates representations aimed at building relationships with and engaging an audience

	
	
	reflect on their own or others’ media arts works and/or practices to refine and inform choices they make during stages of the production process
AC9AMA10D02
	· documenting and explaining their creative choices in relation to representations or genre codes and conventions

	
	Creating and making
	design and structure media arts works that examine and communicate ideas, perspectives and/or meaning
AC9AMA10C01
	· using media technologies, languages and representations when designing a media arts work such as a computer game, community service announcement, website or music video, with the intention of developing audience awareness of a social or cultural issue  

	
	
	
	· using media technologies to design a media arts work that communicates stereotypical representations for a specific target audience; for example, creating a film poster for a genre that relies on stereotypical representations, a music video that perpetuates stereotypical representations of youth, a movie trailer that manipulates genre conventions to meet audiences' expectations, or a social media campaign to advertise a community event  

	
	
	apply production processes and use media arts concepts to construct representations and produce media arts works that communicate ideas, perspectives and/or meaning, and confirm or challenge the expectations of specific audiences
AC9AMA10C02
	· using mise-en-scène, camera work, sound, editing and media technologies in ways that are typically used in a genre, auteur or film movement to safely, ethically, legally and responsibly design, produce and edit a narrative media arts work that conforms to or challenges the conventions, to communicate their understandings of the world around them, while also building relationships with and engaging audiences

	
	
	
	· using Viewpoints to frame questions and evaluate how their intentions are being communicated; for example, considering how and why meaning and experiences, political statements, critical theories and emotions have been used during post-production work

	
	
	
	· creating multiple representations of the same person, place or concept in different media and for different intentions, considering audience interaction and the ways that media conventions can portray different perspectives

	
	Presenting and performing
	present media arts works to audiences and plan approaches for creating relationships with audiences if/when media arts works are distributed in selected personal, community and/or institutional contexts using responsible media practice 
AC9AMA10P01
	· investigating differences between government regulation and self-regulation, and the processes involved in media production and distribution by different media producers as they develop relationships with, for example, sole digital producers, multi-platform media, cross-media organisations, public and private sector, and/or multinational organisations

	
	
	
	· researching Australia’s classification system for various media platforms and analysing the impact these have on producers and users of media arts works  

	
	
	
	· using media technologies to design and produce a media arts work that promotes a community event, using a range of formats such as print and online formats; making decisions about time, technological access and ethical and economic constraints, and how the relationships their intended audience has with media impacts their understanding of media arts works

	
	
	
	· investigating the relationships created between intended audiences and the media arts works they create, including the relationships that are created and formed between the audiences that come together from viewing their media arts works, and consider how these audiences can inform the creation of new media arts works  

	English Year 9
	Literacy
Creating texts
	plan, create, rehearse and deliver spoken and multimodal presentations for purpose and audience, using language features, literary devices and features of voice such as volume, tone, pitch and pace, and organising, expanding and developing ideas in ways that may be imaginative, reflective, informative, persuasive, analytical and/or critical
AC9E9LY07
	· using graphics and text animations to accompany spoken text; for example, presenting a news item suitable for a current affairs program that uses images with spoken text to influence a viewer’s response

	
	
	
	· selecting features of voice such as tone, volume, pitch and pace for their specific effects to create tone or to persuade an audience

	
	
	
	· choosing text structures and adapting literary devices such as similes, metaphors and personification to meet the perceived needs of an audience when debating a topic, creating a voiceover for a media presentation or presenting a seminar

	
	
	
	· collaborating with peers to develop imaginative recreations of part of a text or to represent a key idea in a text

	English Year 10
	Literacy
Creating texts
	plan, create, rehearse and deliver spoken and multimodal presentations by experimenting with rhetorical devices, and the organisation and development of ideas, to engage audiences for different purposes in ways that may be imaginative, reflective, informative, persuasive, analytical and/or critical
AC9E10LY07
	· taking the role of a character in a reflective monologue, and considering and justifying actions and choices at a critical moment in the text

	
	
	
	· creating spoken multimodal texts that manipulate rhetorical devices to compel listeners to act

	
	
	
	· discussing and negotiating with peers in debates and panel discussions about issues related to a text

	Digital Technologies Years 9–10
	Processes and production skills
Generating and designing
	design and prototype the user experience of a digital system 
AC9TDI10P07
	· designing documentation, branding and marketing for a digital solution, for example a product demonstration screencast or ‘getting started’ user guide

	
	
	generate, modify, communicate and critically evaluate alternative designs
AC9TDI10P08
	· eliminating design ideas by evaluating them against the design criteria and user stories, for example in consultation with stakeholders, reviewing the design ideas, making modifications if necessary, and further developing the design of the preferred solution

	
	Processes and production skills
Collaborating and managing
	select and use emerging digital tools and advanced features to create and communicate interactive content for a diverse audience 
AC9TDI10P11
	· locating relevant content by using Boolean operators or artificial intelligence search features of search engines and desktop search, for example queries with ‘and’ and ‘not’ or advanced image similarity search

	
	
	
	· using emerging technologies to add dynamic features to content, for example using a QR code to trigger an augmented reality (AR) overlay of how to use a tool safely in the workshop

	
	
	
	· incorporating interactive elements into content to assist with analysis, for example adding sliders to visualisations to allow the user to control and view time series data

	
	
	
	· ensuring content is accessible by using built-in accessibility features, for example using ALT tags in images inside HTML to ensure screen readers can communicate content for people who are visually impaired

	
	
	
	· combining the output from multiple generative AI sources to communicate a complex idea or narrative; for example, using images, sounds and text from a variety of tools to produce an interactive animation

	
	
	use simple project management tools to plan and manage individual and collaborative agile projects, accounting for risks and responsibilities 
AC9TDI10P12
	· planning the creation of content using project management tools to mitigate potential risks or project delays, for example incorporating project management techniques including scheduling, revision, iteration and evaluation into common collaboration tools to ensure timely delivery of effective solutions






	Years 9–10

	Key aspect 4: Be critical and ethical

	Students develop critical and ethical practices as they have responsibilities and agency as media consumers and creators. Students critically orient themselves with a range of interconnected concepts, including how: 
media are used to represent and portray people, places and ideas (including through stereotypes) 
ideas become misrepresented through misinformation 
media languages and techniques are used to construct narratives and to appeal to specific audiences.  

	Learning area/subject
	Strand/sub-strand
	Content descriptions
	Content elaborations

	Media Arts Years 9–10

	Developing practices and skills
	reflect on their own or others’ media arts works and/or practices to refine and inform choices they make during stages of the production process
AC9AMA10D02
	· using Viewpoints to frame questions and explore possibilities by, for example, examining how camera work, sound, editing, media technologies and mise-en-scène have been manipulated to construct conventional representations of values, themes or ideas in a genre or body of work of an auteur or film movement or style; then safely, ethically, legally and responsibly designing, producing and editing a media arts work that communicates alternative representations to audiences

	
	Creating and making
	apply production processes and use media arts concepts to construct representations and produce media arts works that communicate ideas, perspectives and/or meaning, and confirm or challenge the expectations of specific audiences
AC9AMA10C02
	· collaborating with communities to explore, challenge and celebrate local histories, cultures and identities; for example, using protocols from their school or school sector as a guide to contacting local First Nations Australian communities and establishing a learning partnership or using recognised online resources

	
	Presenting and performing
	present media arts works to audiences and plan approaches for creating relationships with audiences if/when media arts works are distributed in selected personal, community and/or institutional contexts using responsible media practice 
AC9AMA10P01
	· distributing a media arts work they have produced via an online platform, such as a school learning management system, using appropriate rights and permissions; for example distributing a community service announcement for safe, ethical and responsible behaviours for online conduct; producing a set of guidelines for appropriate online conduct; alerting others to issues relating to appropriation, protocols for respecting First Nation Australians’ Cultural and Intellectual Property rights and their impact on media artists, cultures, communities and audiences  

	English Year 9
	Literacy
Analysing, interpreting and evaluating
	use comprehension strategies such as visualising, predicting, connecting, summarising, monitoring, questioning and inferring to compare and contrast ideas and opinions in and between texts
AC9E9LY05
	· comparing and contrasting visual representations of ideas, issues or events in online news reporting

	
	
	
	· comparing the representation of an event in print and digital sources, summarising their qualities, identifying opinions and analysing evidence

	
	
	
	· summarising articles representing a current event comparing and contrasting ideas and opinions in and between texts

	English Year 10
	Literacy
Analysing, interpreting and evaluating
	integrate comprehension strategies such as visualising, predicting, connecting, summarising, monitoring, questioning and inferring to analyse and interpret complex and abstract ideas
AC9E10LY05
	· monitoring the language features associated with right and wrong in a text and interpreting the representation of the abstract concept of justice

	
	
	
	· interpreting how visual features represent abstract concepts in advertising, such as the representation of parenthood in advertisements

	
	
	
	· summarising the qualities and interpreting the role of a character archetype in a range of texts and analysing the importance of this archetype

	Digital Technologies Years 9–10
	Processes and production skills
Acquiring, managing and analysing data
	develop techniques to acquire, store and validate data from a range of sources using software, including spreadsheets and databases 
AC9TDI10P01
	· developing systems that check data is correct and meaningful using automated techniques and manual analysis, for example, validating movie review data using rules and user interface elements, and detecting bias and fake reviews through simple statistical analysis

	
	
	
	· developing systems that acquire, use and protect data according to the Australian Privacy Principles, for example ensuring personally identifiable information is not publicly shared without consent and is protected from unauthorised access

	
	
	
	· identifying strengths and weaknesses of collecting data using different methods, for example online surveys, face-to-face interviews, phone interviews, observation, comments in response to a social media posting, phone logs, browser history and online webcam systems

	
	
	analyse and visualise data interactively using a range of software, including spreadsheets and databases, to draw conclusions and make predictions by identifying trends and outliers 
AC9TDI10P02
	· summarising data, its attributes and the relationships between data sets, identifying trends and outliers to draw conclusions and make predictions, for example summarising data about electorates and their demographics, historical swings and exceptions to predict an election outcome

	
	
	
	· exploring machine learning, a form of artificial intelligence where an algorithm is trained using a data set, for example to classify images into categories

	
	
	
	· adjusting parameters of an AI model to observe the impact of different factors on predicted outcomes; for example, changing the weighting of different input variables to see how much it changes the model's outputs

	
	
	model and query entities and their relationships using structured data 
AC9TDI10P03
	· using structured data to help in decision-making, for example creating a data schema for a relational database and building the database, incorporating query and reporting functionality to solve a problem of student choice

	
	Processes and production skills
Investigating and defining
	define and decompose real-world problems with design criteria and by interviewing stakeholders to create user stories
AC9TDI10P04
	· recognising the importance of diverse perspectives when defining the problem and devising survey or interview questions to elicit stakeholder needs, for example “What types of exercise count?” and allowing open-ended responses to the exercise they do

	
	Processes and production skills
Generating and designing
	design and prototype the user experience of a digital system
AC9TDI10P07
	· considering all aspects of a product as perceived by the users, for example evaluating users’ initial experience of setting up and using a system, or users’ emotional or cultural response to using a digital system

	
	
	generate, modify, communicate and critically evaluate alternative designs
AC9TDI10P08
	· eliminating design ideas by evaluating them against the design criteria and user stories, for example in consultation with stakeholders, reviewing the design ideas, making modifications if necessary, and further developing the design of the preferred solution

	
	
	
	· combining the output from generative AI models and human capital from recognised experts to meet a specific need; for example, using a range of outputs from an image generator as inspiration for modelling a 3D character in a game

	
	Processes and production skills
Evaluating
	evaluate existing and student solutions against the design criteria, user stories, possible future impact and opportunities for enterprise 
AC9TDI10P10
	· evaluating how existing products have pivoted to meet the needs of a different set of users, for example how new social media applications continue to expand the types of media people share and the interactions they have online

	
	
	
	· examining the unintended consequences of an image generation solution implemented using AI; for example, using a model trained on a homogenous population to generate graphics that do not represent the diversity of customers in a website’s target audience

	
	Processes and production skills
Collaborating and managing
	select and use emerging digital tools and advanced features to create and communicate interactive content for a diverse audience 
AC9TDI10P11
	· ensuring content is accessible by using built-in accessibility features, for example using ALT tags in images inside HTML to ensure screen readers can communicate content for people who are visually impaired

	
	
	
	· combining the output from multiple generative AI sources to communicate a complex idea or narrative; for example, using images, sounds and text from a variety of tools to produce an interactive animation

	
	
	use simple project management tools to plan and manage individual and collaborative agile projects, accounting for risks and responsibilities
AC9TDI10P12
	· using relevant legislation or guidelines to inform their solutions, for example correctly controlling and treating data collected from users by applying techniques that ensure data protection, privacy and copyright requirements are followed

	
	
	
	· accounting for appropriate project management responsibilities, for example when collaborating with First Nations Australians’ community groups to develop digital solutions to projects: following cultural protocols, including relevant permissions and attributions; acknowledging diversity, capability and strength; and addressing risks and responsibilities such as privacy, security and accuracy of data

	
	
	
	· incorporating suggestions made by built-in virtual assistants in project planning and organisation tools to streamline and prioritise work; for example, using AI to summarise meeting outcomes, identify important tasks and forecast project risks

	
	Processes and production skills
Privacy and security
	apply the Australian Privacy Principles to critique and manage the digital footprint that existing systems and student solutions collect 
AC9TDI10P14
	· critiquing the extent to which online services allow them to control access to their data in line with the Australian Privacy Principles, for example assessing whether their social media accounts allow them to update their contact information if these details change, and who else can see that information on the platform

	
	
	
	· using the Australian Privacy Principles as a reference to evaluate the steps they are taking to protect user information in their application, for example explaining how they are storing passwords using cryptographic hashing algorithms so that a data breach does not expose their users to security vulnerabilities due to password re-use

	Mathematics Year 9
	Statistics
	analyse reports of surveys in digital media and elsewhere for information on how data was obtained to estimate population means and medians
AC9M9ST01
	· investigating and evaluating statistical reports in the media and other places by linking claims to displays, statistics and representative data

	Mathematics Year 10
	
	analyse claims, inferences and conclusions of statistical reports in the media, including ethical considerations and identification of potential sources of bias
AC9M10ST01
	· identifying potentially misleading data representations in the media such as graphs with broken axes and scales that do not start at zero or are nonlinear; recognising when data is not related to the claim, not representative of the population or is deliberately being used to mislead, or support a claim or biased point of view

	
	
	
	· investigating population rates and discussing potential ethical considerations when presenting statistical data involving infection rates, and the number of cases per head of population

	
	
	
	· using secondary data to predict the number of people likely to be infected with a strain of flu or experience side effects with a certain medication, discussing the ethical considerations of reporting of such data to the wider public, considering validity claims and samples sizes

	
	
	
	· using the concept of Indigenous data sovereignty to critique and evaluate the Australian Government’s “Closing the Gap” report 

	Health and Physical Education Years 9–10
	Personal, social and community health
Making healthy and safe choices
	critique health information, services and media messaging about relationships, lifestyle choices, health decisions and behaviours to evaluate their influence on individual attitudes and actions
AC9HP10P09
	· critiquing health information and services that provide advice and support on issues targeted at specific groups of young people, including support with substance use, healthy food choices, fitness and exercise plans, mental health support, sexual health and personal safety

	
	
	
	· discussing how the portrayal of sexual relationships in TV shows, advertisements, movies, popular music and online content (such as pornography) may influence people’s beliefs about respectful, safe and consensual relationships

	Humanities and Social Sciences Civics and Citizenship Year 9
	Knowledge and understanding
Citizenship, diversity and identity
	the influence of a range of media, including social media, in shaping identity and attitudes to diversity
AC9HC9K06
	· analysing how media represent different groups in Australian society, such as First Nations Australians, immigrant groups, male and female sporting figures, and people with disability, and assessing the impact those representations have on community cohesiveness

	
	
	
	· investigating a human rights campaign that uses social media and how members of the public have engaged with the issue
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