
Stage 1 Digital Technologies

DGT – Game Development
RES – Robotics and Electronics



Subject Description

• In Digital Technologies students create practical, innovative solutions to problems of 
interest. By extracting, interpreting, and modelling real-world data sets, students identify 
trends and examine sustainable solutions to problems in, for example, business, industry, 
the environment, and the community. They investigate how potential solutions are 
influenced by current and projected social, economic, environmental, scientific, and ethical 
considerations, including relevance, originality, appropriateness, and sustainability.

• Digital Technologies promotes learning through initiative, collaboration, creativity, and 
communication using project- and inquiry-based approaches.

• Digital Technology is offered in two subject contexts at Westminster School:
• Game Development (1DGT10)

• Incorporates programming and advanced programming
• Robotics and Electronics (1RES10)

• Incorporates robotic and electronic systems and programming for automation



Course Structure

• Stage 1 Digital Technologies may be undertaken in Year 11
• Full semester course or combined for a full year
• 6 lessons per week
• 1 teacher
• Students identify area of interest
• Students determine their own solution and work towards 

its creation
• A simplified overview of the semester is opposite

Game Development

TERM​ TASKS​

1 or 3​ AT1 Project Skills​

2 or 4​ AT2 Digital Solution

Robotics and Electronics

TERM​ TASKS​

1 or 3​ AT1 Specialised Skills Task​

2 or 4​ AT2  Solution Realisation​



Content outline
Computational thinking skills are integral to each focus area, together with applying program-
design skills and exploring innovation. Students analyse algorithms, and draw conclusions about
their usefulness in defining the problem.

Computational thinking underpins the learning in this subject. In applying their computational
thinking skills, students apply logical steps to identify and deconstruct problems that are of
interest to them, recognise patterns through abstraction, design algorithms, and create innovative
digital solutions.



Details for focus areas
Game Development
Focus area 1: Programming - students identify and deconstruct a problem, and develop and use code to
design and test possible solutions.

Focus area 2: Advanced programming - students extend their programming skills with a particular focus on
problem-solving.

Robotics and Electronics
In this context, students can use a variety of hardware (components) that may be combined with software
to design and realise a solution such as a device or system. Students produce outcomes that demonstrate
the knowledge and skills associated with using electronic, mechatronic, electrical, or pneumatic systems.
These can include electronic components, circuit design and assembly, robotic components, programming,
wiring, gears, simulation, or systems integration.

The solutions may be hardware only (e.g. an electronic circuit) or a combination of hardware and software
(code).



Why study this course?
• Digital devices are all around us, yet we know very little 

about how they work and how to make them work. 
• In our rapidly changing economy, it is more important 

than ever to support students to understand and shape 
the role of digital systems in their current and future 
world.

• It is vital students have the skills required to be effective 
problem solvers, enabling them function at a higher level 
and process this information. 

• Skills such as collaboration and effective communication 
have become essential for students to enable them to 
take on jobs that will be created in the future.



Assessment Information 

Evidence of Learning

The following assessment types enable students to 
demonstrate their learning in Stage 1:

School Assessment (100%)
• Assessment Type 1: Project Skills
• Assessment Type 2: Digital Solution



What Will Students Create?
Digital Technologies subjects allow students to 
follow their own passion and create a digital 
solution in a context area of their choice. Previous 
examples have included:

• Warehouse security system
• Autonomous vehicles
• Robotic arm
• App for mathematical calculations
• Facial recognition
• Remote control car data retrieval
• Automated vending machine
• Autonomous placement of construction bridges



https://www.sace.sa.edu.au/web/digital-technologies

Robotic and Electronic Systems | Contexts | Subject outline | Stage 
1 - Design, Technology and Engineering - South Australian 

Certificate of Education (sace.sa.edu.au)

Information for Students and Families

Plentiful information on this subject can be found on the 
SACE Board website at the following link below:

https://www.sace.sa.edu.au/web/digital-technologies
https://www.sace.sa.edu.au/web/design-technology-and-engineering/stage-1/subject-outline/contexts/robotic-and-electronic-systems
https://www.sace.sa.edu.au/web/design-technology-and-engineering/stage-1/subject-outline/contexts/robotic-and-electronic-systems
https://www.sace.sa.edu.au/web/design-technology-and-engineering/stage-1/subject-outline/contexts/robotic-and-electronic-systems


• Digital Technologies is about exploring new or improving existing
• The subject will allow students to display creative and computational thinking
• Digital Technologies complements and enhances many other subjects.
• Digital Technologies has students working as individual and collaborative learners.
• Digital Technologies has students evaluate their prototype, regardless of it completing the task.
• It can help to develop a new generation of thinkers and doers with skills that can contribute to developing 

innovative digital products.

Questions?
Please email 
ecamporeale@westminster.sa.edu.au

mailto:dmclachlan@westminster.sa.edu.au
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