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How to Use This Document 
 

Welcome to the RCDC IT Curriculum 2016! This very thorough document aims to clarify the goals of teaching 
information technology in a Christian school and to provide some learning activities and resources in order to do so.  

The way this document is designed allows for optimal use as a digital pdf (rather than a printed copy), as there are 
many hyperlinks in the document, both externally to locations on the web as well as internally to other locations 
within the document. This is all in an effort to make navigation easier.  

A document of this size can be overwhelming. Part of the reason for such a large size is that each appendix can 
function as its own, stand-alone document, which does lead to some repetition. 

We encourage readers not to be intimidated by the length of this document, as inside of it are many valuable 
resources which are organized in a straightforward, user-friendly format. The quickest way to get started is to 
navigate to the Table of Contents and simply click on the topic for which you are seeking lesson activities and 
resources. This will direct you to a detailed list of outcomes and learning activities for that topic within the 
document.  

Thank you, and we hope this document may be of value to you! 

 

Note to K-3 teachers: you may feel that IT curriculum has little to do with your grade level but you will find a 
manageable number of learning outcomes and activities that apply to your grade level.  

Note to Non-IT Teachers: If you don’t teach IT this document may seem irrelevant, but in the digital citizenship 
section are many activities and lessons that are cross-curricular and particularly relevant to humanities.  
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Introduction 
 

The Information Technology Writing Team, composed of the undersigned, was mandated by the 
Reformed Curriculum Development Committee (RCDC), to develop an Information Technology curriculum 
for K-12 use in B.C. Canadian Reformed Schools. The purpose was stated as follows: To assist schools in 
delivering the IT curriculum in a coordinated, deliberate fashion; and to improve digital citizenship skills in 
students.  

 
The Writing Team consulted/adapted several documents pertaining to information technology: 

 BC Digital Literacy Framework, BC Ministry of Education (2014) 

 BC’s New Curriculum: Building Student Success, BC Ministry of Education (2016) 

 Information and Communications Technology, Prescribed Learning Outcomes, BC Ministry 
of Education (2003) 

 BC Canadian Reformed Schools Information Technology Curriculum (1998) 

 Information and Communication Technology Conceptual Framework, commissioned by 
CARE, on behalf of the League of Canadian Reformed secondary schools in Ontario 

 Overarching Learning Outcomes for the John Calvin Schools (Australia)  

 ISTE‐NETS for Students Standards and Performance Indicators 

 K‐12 Digital Literacy and Citizenship Curriculum, CommonSense Media 

 Canada’s Centre for Digital and Media Literacy, MediaSmarts 
 Goodwill Community Foundation Inc, GCFLearnFree 
 Online Consultation on Experts’ Views on Digital Competence, European Commission  
 Blyleven, Harry (2014) Shaping a Digital World Christian Educators Journal, April, 2014, p. 13 

It is our hope and prayer that this curriculum document will help our schools use information 
technology as another tool for directing their students in becoming responsible and responsive 
stewards in God's Kingdom. 

 
Ron de Haan     Credo Christian High School, Langley 

Fritz Douma     Credo Christian High School, Langley 

Ben Vandergugten    William of Orange Christian School, Cloverdale 

Anthony Vandergugten   John Calvin School, Yarrow 

Nick Vanderven   Credo Christian High School, Langley 

Richard Veldkamp   Parkland Immanuel Christian School, Edmonton 

Stephen Chase   Credo Christian Elementary School, Langley 

Fred Struik    Credo Christian High School, Langley 

 

July 2016 
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Rationale for Teaching Information Technology 
 

And God blessed them. And God said to them, “Be fruitful and multiply and fill the 
earth and subdue it, and have dominion over the fish of the sea and over the birds of 
the heavens and over every living thing that moves on the earth.” (Gen. 1:28, ESV) 
 
The earth is the Lord's and the fullness thereof, the world and those who dwell 
therein. . . (Ps. 24: 1) 
 
Finally, brothers, whatever is true, whatever is honorable, whatever is just, whatever 
is pure, whatever is lovely, whatever is commendable, if there is any excellence, if 
there is anything worthy of praise, think about these things. (Phil. 4:8) 
 
Do not be conformed to this world, but be transformed by the renewal of your mind, 
that by testing you may discern what is the will of God, what is good and acceptable 
and perfect. (Rom. 12:2) 

 

Worshipping God requires an appropriate response to our technological (cultural) calling as prophets, 
priests and kings. We should strive for technological excellence and teach what it means to subdue 
technology and be a redeeming influence in God’s world.   
 
For some years, there has been dramatic improvement in the performance of digital technology and a 
corresponding growth in the power of information technology. Clearly, this technology has 
fundamentally changed the way we live, and continues to have an extraordinary impact on society.  
 
Reformed Christian schools need to consider some serious questions as we come to terms with this 
shift in society: 

 Do we see and appreciate technology tools as a gift from God? 

 How can technology be used to see the world from a Christian perspective? 

 How can this technology help us worship God and benefit our neighbour? 

 Will this technology help our schools meet the key objectives in our curriculum offerings? 

 At what point does technology use shift from being responsible and stewardly, to idolatrous? 
 
Indeed, the earth is the Lord’s (Ps 24) and technology is His gift, which, when employed with the 
correct perspectives, should be a blessing, and life-enriching.  We need to use this gift to His glory; to 
worship Him and benefit our neighbor. Therefore, it is incumbent upon schools to strive for excellence 
in the education of Information Technology. 
 

Education is not about information per se but about knowledge: we think not with facts but with 
ideas; we do not process data but confront moral questions. Information technology should be an 
effective tool in achieving educational goals across the curriculum: it should benefit the learner 
(research, problem solving, interaction, motivation, etc); and it is a powerful instrument for teaching.  
Information technology is not an end in itself but a means for learning how to become effective, 
responsible, and responsive stewards in God's Kingdom. 
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Aims for the Information Technology Curriculum 

 

Christian digital citizens will: 

1. Use IT to serve God and benefit their neighbour, community, and world. 

2. Apply biblical principles and Christian discernment and ethics in the use of IT. 

3. Understand the impact of IT on their spiritual, physical, and mental health. 

4. Use IT to enhance critical thinking, problem solving, and decision making skills. 

5. Be technologically literate, able to demonstrate a sound understanding of IT 
hardware and software. 

6. Develop competency with IT tools to plan, gather, evaluate, adapt, produce,  
and communicate information. 

7. Use IT to enrich life through creativity and innovation. 

8. Promote Christian community via collaboration, teamwork and social media. 

9. Practise life-long learning, able to adapt to changing technology in the service 
 of God’s kingdom. 
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Integration of Technology in Education 

The Substitution Augmentation Modification Redefinition model (SAMR), developed by Dr. Ruben 

Puentedura, offers a method of seeing how computer technology might impact teaching and learning.  
It also shows a progression that adopters of educational technology often follow as they progress 
through teaching and learning with technology.   

While one might argue over whether an activity can be defined as one level or another, the important 
concept to grasp here is the level of student engagement. One might well measure progression along 
these levels by looking at who is asking the important questions.  As individuals move along the 
continuum, computer technology becomes more important in the classroom but at the same time 
becomes more intrinsic to the demands of good teaching and learning. 
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 Examples of SAMR in the Classroom 

Level Example 
Questions to Assist 

Planning 
Possible Activities 

Redefinition:   
Computer technology 
allows for new tasks that 
were previously 
inconceivable.  
 

 

Students are asked to create a 
documentary video answering 
an essential question related 
to important concepts. Teams 
of students take on different 
subtopics and collaborate to 
create one final product.  
Teams are expected to 
contact outside sources for 
information. 

1. What is the new task? 
2. Will any portion of the 

original task be 
retained? 

3. How is the new task 
uniquely made possible 
by the new technology? 

4. How does it contribute 
to my design? 

 

 Video Casting 

 Notes with Online 
Links 

 Collaborated Word 
Processing 

 Video Conferencing 
 

Modification: 

This is the first step over 
the line between 
enhancing the traditional 
classroom activity and 
transforming the 
classroom. Common 
classroom tasks are being 
accomplished through 
the use of computer 
technology.  

 
 

Students are asked to write 
an essay around the theme 
"And this I believe...". An 
audio recording of the essay is 
made along with an original 
musical soundtrack. The 
recording will be played in 
front of an authentic 
audience such as classmates, 
parents, or board members. 

1. How is the original task 
being modified? 

2. Does this modification 
fundamentally depend 
upon the new 
technology? 

3. How does this 
modification contribute 
to my design? 
 

 Creating Mashups 

  Self-Evaluation 

 Creating Surveys 

 Digital Posters 

 Data Management 
with Spreadsheets 

 Blogging 
 

Augmentation:    
Computer technology 
offers an effective tool to 
perform common tasks. 

 
 

Students take a quiz using a 
Google Form instead of using 
pencil and paper. 

1. Have I added an 
improvement to the task 
process that could not 
be accomplished with 
the older technology at 
a fundamental level? 

2. How does this feature 
contribute to my design? 
 

 Presenting 

 Concept Mapping with 
Digital Images 

 Scrap Booking 

  Create 
Advertisements 

  Summarizing 

  Demonstrations 

  Graphing 

 Speech to Text  

Substitution:  
Computer technology is 
used to perform the 
same task as was done 
before the use of 
computers. 

 

Students print out worksheet, 
finish it, hand it in. 

1. What will I gain by 
replacing the older 
technology with the new 
technology? 

 

 Basic Word Processing 

 Mind Mapping 

 Internet Searches 

 Editing 

 List Making 

 Educational Videos 

 

Source: https://sites.google.com/a/msad60.org/technology-is-learning/samr-model 

 

https://sites.google.com/a/msad60.org/technology-is-learning/samr-model
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Additional SAMR Resources  

 Oxnevad -Using SAMR to teach above the line 
 Boulton - SAMR examples 
 Anderson - SAMR flowchart 
 Wells - SAMR at the secondary level 
 Oxnevad - The SAMR ladder through the lens of 21st century skills 
 Work - Models for understanding technology integration: SAMR 
 Guhlin - Classroom activity learning rubric 
 NASSP - Technology integration 
 Schrock - Coffee analogies and the SAMR model 
 Brubaker - SAMR: Model, Metaphor, Mistakes 
 Holt - SAMR Model and Starbuck's Coffee 
 Tucker - Beyond SAMR: The Teacher's journey to technology integration 
 Moroder - EdTech frameworks: Why I don't use TPACK and SAMR with my teachers 
 Ward - Levels of implementation: SAMR  
 Ward - Example of SAMR model applied to curation 
 Ward - SAMR lesson planning tied to Bloom's or Webb's DOK 
 RHP123 - Applying apps to learning tasks with SAMR 
 Cash- SAMR examples Prezi 
 Cedarbur (WI): SAMR planning model and their lesson planning template 
 Rich Colosi - The SAMR model explained by students 

  

http://gettingsmart.com/2013/07/using-samr-to-teach-above-the-line/
http://edofict.wikispaces.com/SAMR+Examples
http://ictevangelist.com/wp-content/uploads/2013/03/SAMR-flow-chart.pdf
http://ipad4schools.org/2013/07/25/samr-the-common-truth/
http://gettingsmart.com/2013/07/the-samr-ladder-through-the-lens-of-21st-century-skills/
http://www.ipadbootcampforteachers.com/samrtpack.html
https://docs.google.com/document/d/1YyV94ZzXqwxLbVMbZeVJZh7QFYotPAUP9UjML5CbbVo/edit
https://www.principals.org/tabid/3788/default.aspx?topic=Technology_Integration_Will_We_Know_It_When_We_See_It_A_New_Taxonomy
http://blog.kathyschrock.net/2013/12/samr-and-coffee.html
http://techtipsedu.blogspot.com/2013/11/samr-model-metaphor-mistakes.html
http://holtthink.tumblr.com/post/43093929220/samr-model-and-starbucks-coffee
http://catlintucker.com/2013/10/beyond-samr-the-teachers-journey-to-technology-integration/
http://www.edtechcoaching.org/2013/11/ed-tech-frameworks-why-i-dont-use-tpack.html
https://sites.google.com/site/laptopsandlearning/21st-century-teaching-learning/levels-of-implementation
https://docs.google.com/viewer?a=v&pid=sites&srcid=ZGVmYXVsdGRvbWFpbnxsYXB0b3BzYW5kbGVhcm5pbmd8Z3g6NDVmZTJmMDZhZDYzODcyNw
https://docs.google.com/viewer?a=v&pid=sites&srcid=ZGVmYXVsdGRvbWFpbnxsYXB0b3BzYW5kbGVhcm5pbmd8Z3g6NGMwN2VhY2E1MDc0ODVk
http://rhp123.wordpress.com/2013/07/14/applying-apps-to-learning-tasks-samr/
http://prezi.com/embed/r1-_udbvf6kb/
https://docs.google.com/spreadsheets/d/1_EKJgHxdBnhng-huGsig990_Ua5Uu93am7zij5SCfME/edit#gid=0
https://docs.google.com/spreadsheets/d/1UpNwhz03R867Hwg6PSw7LTBRnAFF7epOViFYpuxKMqU/edit#gid=0
https://www.youtube.com/watch?v=OBce25r8vto
https://twitter.com/sylviaduckworth/status/583778319235031041
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Source: http://edudemic.com/wp-content/uploads/2013/05/padagogy-version2.png 

 

 

 

  

http://edudemic.com/wp-content/uploads/2013/05/padagogy-version2.png
http://edudemic.com/wp-content/uploads/2013/05/padagogy-version2.png
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Introduction to the Learning Outcomes  
The Learning Outcomes listed on the following pages are progressive in nature, illustrating how growth 
in the various IT areas is possible. The grade level at which each of these outcomes could be taught is 
suggested in the column beside each outcome. 

It is suggested that the Learning Outcomes chart could be used by: 

1. teachers for planning curriculum and assessment 
2. students as a self-diagnosis tool 
3. school administrators to evaluate the extent to which their school is preparing students to 

be digitally literate. 

It should be understood that the Learning Outcomes will overlap with other curriculum areas and it is 
recommended that many be considered cross-curricular in nature. 

Note that there is a separate appendix for each category of learning outcomes, and that the letter 
assigned to the category corresponds to the letter assigned to the Appendix for that category. For 
example, Appendix A gives more information on Category A.  

The learning outcomes have been grouped into one of six overarching themes reflected in the Aims for 
Information Technology on page 6. 

Themes Abbr. Intent Categories 

Essential Knowledge  
and Skills  

EK 
Students demonstrate a sound understanding of 
essential technology concepts, terms, and 
operations. 

A to L 

Digital Citizenship DC 

Christian students understand human, cultural, 
and societal issues related to technology.  They 
use technology to praise God and benefit their 
neighbour; they promote and practice legal and 
ethical behavior. 

M to T 

Research and  
Information Literacy 

IL 

Christian students employ digital tools to gather, 
evaluate, and use information to praise God and 
benefit their neighbour, their community, and 
their world. 

U to V 

Critical Thinking,  
Problem Solving, and  

Decision Making 
CT 

Students use Christian discernment and critical 
thinking skills to plan and conduct research, 
manage projects, solve problems, and make 
informed decisions using appropriate digital 
tools and resources. 

W 

Creativity and Innovation CI 
Students use their God-given talents in digital 
technology to enhance creative thinking and 
innovation. 

X 

Online Collaboration  
and Communication 

OCC 
Students use digital technology to communicate 
and work collaboratively, to support individual 
learning and contribute to the learning of others. 

Y 
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Learning Outcomes for Digital Literacy 
Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  

K
 -

 3
 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

A. General IT Knowledge:  basic knowledge about digital devices. It is expected that students will: 

1) understand common uses of IT in their personal life and society  
(eg email, e-commerce, GPS, live-streaming church services, tablets). 

    

Appendix A 

2) understand the difference between hardware and software.      

3) be familiar with the meaning of common computer related terminology.     

4) understand the different components of a computer or other digital devices.      
5) describe the differences between stand-alone and networked devices.     

6) be familiar with the historical development of computers and the Internet.     

7) identify various operating systems and understand basic differences between them.     
B. Essential Skills: the skills necessary to use digital devices. It is expected that students will: 

1) use a digital device (eg Desktop PC, Laptop, Tablet, etc.).      

Appendix B 

2) properly logon/logoff, lock/unlock, and startup/shutdown.     

3) demonstrate the proper use of simple operating system functions (eg use mouse, 

open/close programs, control windows). 
    

4) perform basic print functions (eg select printer, print preview, page orientation, print).     
5) manage files and folders including copying, moving, deleting, saving, renaming, 

locating. 
    

6) upload and download files from the Internet or other devices.     

7) modify device settings and view system information.     

8) install applications.     
9) troubleshoot systems or applications and apply solutions.      

C. Keyboarding: can keyboard effectively. It is expected that students will: 

1) use correct posture when keyboarding      

Appendix C 

2) use correct touch-typing techniques for letters     

3) use correct touch-typing techniques for numbers/symbols     

4) achieve a net minimum keyboarding speed of 10 wpm      

5) achieve a net minimum keyboarding speed of 20 wpm     

6) achieve a net minimum keyboarding speed of 30 wpm     
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 Essential Knowledge and Skills (continued) 
 K

 -
 3

 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

D. Word Processing:  create and edit documents. It is expected that students will: 

1) construct and modify personal and business documents that use:  

Appendix D 

a) a variety of formatting functions (eg bold, italic, underline, font, font size)     

b) paragraph formatting (eg alignment, line spacing, bullets)     

c) page formatting (eg margins, borders, page numbers)     

d) document editing (eg cutting, copying, pasting, spell/grammar check, thesaurus)     

e) graphics     

f) tables     

g) columns     

2) use advanced software features such as:  

a) document views     

b) rulers and tabs     

c) keyboard shortcuts     

d) copy formatting     

e) find and replace     

f) text boxes      

g) symbols     

h) drawing tools     

i) hyperlinks     

j) page, section, and column breaks      

k) references such as footnotes or endnotes     

l) reviewing tools such as track changes or adding comments     

m) templates     

n) mail merge     

o) macros      
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 Essential Knowledge and Skills (continued) 
 K

 -
 3

 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

E. Presentations:  create and edit presentations. It is expected that students will: 

1) prepare presentations incorporating:  

Appendix E 

a) effective use of text (brief points)     

b) effective use of text boxes (textbox size and positioning)     

c) effective selection and use of images     

d) effective image resizing and positioning      

e) effective design and layout principles (visually pleasing, readable)     

f) templates     

g) multimedia (sound, video)     

h) linking (links to slides or external content)     

i) interactivity (action buttons)     

2) deliver presentations using:  

a) transitions     

b) animations     

c) speaker notes and/or audience handouts     

d) timing (automation)     

e) remote presenters and laser pointers     

f) digital pens or highlighters for annotations       

F. Spreadsheets:  create and edit spreadsheets. It is expected that students will: 

1) manipulate a spreadsheet by:  

Appendix F 

a) distinguishing between text and numeric data  
(eg “1 dollar” has no numeric value) 

    

b) editing, merging and moving cells      

c) inserting and modifying rows/columns     

d) changing visibility of data (show/hide columns)     

e) manipulating worksheets (adding, renaming, moving)     

2) create a spreadsheet incorporating:  

a) font formatting, number formatting, cell alignments     

b) formulas with relative and absolute cell references     

c) various chart types (eg bar, line, column, pie, etc)     

d) various functions (eg SUM, AVERAGE, COUNT, etc)     

e) conditional logic (eg IF function)     
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 Essential Knowledge and Skills (continued) 
 K

 -
 3

 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

G. Databases:  create and manage databases. It is expected that students will: 

1) create a database incorporating:  

Appendix G 

a) an organized structure with appropriate fields and data types     

b) the entry and modification of records     

c) links to other data tables     

2) manipulate database content using:  

a) sorting and filtering     

b) queries (using search criteria)     

3) present database content using:  

a) forms (for screen display)     

b) reports (for printing)     

H. Graphics:  create and edit graphics using a variety of tools. It is expected that students will: 

1) use drawing tools to create their own images/clipart     

Appendix H 

2) use screen clipping tools to capture images from their devices     

3) take photos with digital devices and transfer to computer     

4) use photo editing tools to manipulate photographic images by:  

a) adjusting brightness, contrast, colour     

b) adding text to existing images     

c) sizing and cropping images appropriately     

d) changing resolution or file size for a variety of purposes     

e) understanding different graphic file types     

f) extracting images from backgrounds     

g) applying photo filters (soft focus, artistic, sketchy, etc)     

h) retouching to remove or modify items     

i) combining multiple images and using layers     

I. Video:  create and edit videos using a variety of tools. It is expected that students will: 

1) plan and storyboard video content     

Appendix I 

2) understand basic videography techniques such as:  

a) shot types (long, medium, close)     
b) camera angles (high, shoulder, hip, low)     
c) camera movements (pan, tilt, zoom, dolly, truck)     
d) composition rules (simplicity, rule of thirds, framing, leading lines, balance)     
e) continuity in shooting and transitions between scenes     

3) use digital devices to record and play their own videos     

4) use video editing tools to manipulate videos to:  

a) trim, split, combine, and delete clips     

b) adjust and add audio (eg sound effects, narrations)     

c) add transitions and visual effects     

d) add text and text animations     

e) capture picture from specific frame     

f) save and convert file types     
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 Essential Knowledge and Skills (continued) 
 K

 -
 3

 

4
 -

 7
 

8
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Learning 
Activities 

J. Design and Layout Principles:  apply appropriate design and layout principles to digital documents. It is 

expected that students will: 

1) Apply layout principles to:  

Appendix J 

a) express content clearly and concisely     

b) use consistency or repetition of design elements     

c) use styles, colors, and fonts that complement each other     

d) use contrast to add interest (eg fancy/plain fonts, light/dark graphics)     

e) arrange elements to create an appealing layout     

f) size graphics or text to create a balanced layout     

g) avoid clutter with effective use of white space     

h) organize information into logical sections       

i) layer graphics or text to create an appealing layout (eg background, 

foreground) 
    

2) Use text and graphic elements:  

a) that include a font and font colour that is readable and enhances the 
message 

    

b) that include suitable backgrounds related to the topic while maintaining 
readability 

    

c) that include carefully chosen images that effectively convey a message     

d) to create headings and subheadings that organize information     

e) to list information using numbers or bullets to improve readability     

f) to organize content using tables, columns, or diagrams     

3) Use elements of design such as:  

a) colour      

b) line (eg thick, thin, jagged, curves)      

c) shape (2D)     

d) form (3D)     

e) texture (surface or material)     

f) size (large or small)     

g) value (light or dark)     

h) negative space (the area around your objects)     

4) Describe the effect each of the following principles of design have:   

a) balance – everything is in proportion     

b) focal point –  where attention is drawn first     

c) repetition – repeat elements to create harmony     

d) unity – all elements work together     

e) contrast – use contrasting elements to add interest     

f) proximity – place related objects near each other     

g) rhythm – create a sense of movement through the use of repetition 
and/or flowing shapes 
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 Essential Knowledge and Skills (continued) 
 K
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Learning 
Activities 

K. Programming:  understand programming basics and write code. It is expected that students will: 

1) Know enough about programming basics to:  

Appendix K 

a) understand that a computer uses programmed instructions to run      

b) list several programming languages: visual-based (eg Scratch, Alice, Greenfoot, 

BlueJ) and text-based (eg C++, JAVA,HTML) 
    

c) understand the purpose of source code      

d) examine source code (eg web page HTML)     

e) decode the meaning of programming commands      

f) define binary code and explain how it relates to the computer      

g) distinguish between object oriented (eg C++, JAVA), scripting (eg PERL, 

CGI), and meta-language (eg HTML, JavaScript) 
    

2) Write Code:  

a) to solve a problem by arranging commands in a logical sequence (create 

algorithms) 
    

b) by constructing basic flow charts      

c) including program debugging     

d) containing input/output and read/write commands     

e) including program documentation (internal and external)     

f) using variables and constants, including real, integer, Boolean characters, 
and strings 

    

g) using variable types and names to represent the data within it     

h) using conditional statements and looping structures     

L. Internet and Email:  effectively use the Internet and email. It is expected that students will: 

1) Demonstrate competency with using the Internet by:  

Appendix L 

a) identifying parts of a URL, including domain name and extension     

b) differentiating between a web browser and a search engine     

c) identifying and following hyperlinks     

d) using keyword search strategies      

e) copying text and graphic content from online sources     

f) accessing web-based email     

g) creating and managing bookmarks     

h) creating online content (eg blogs, websites, wikis)     

i) understanding basic HTML     

j) customizing web browser settings (eg set home page, disable pop-ups)     

k) managing settings of applications to protect privacy     

l) chatting using a web-based service     

m) using advanced search techniques     

2) Use email to:  

a) compose, send, read, reply, and forward email messages     

b) correctly apply CC and BCC      

c) create and view email attachments     

d) create and manage contact lists     
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Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

M. Internet Safety and Cyberbullying:  stays safe in online communication by employing strategies to 
distinguish between inappropriate contact and positive connections. It is expected that students will: 

1) recall basic online safety guidelines.      

Appendix M 

2) discuss the need to choose appropriate websites to stay safe online.     

3) explain the benefits and risks of online communication.     

4) assess the impact and nature of cyberbullying (eg that online messages can hurt people; 

spread quickly, anonymously, and uncontrollably).  
    

5) develop appropriate courses of action when encountering cyberbullying or 
exploitative situations. 

    

6) demonstrate and promote positive Christian online activities to the benefit of 
themselves and their neighbour. 

    

N. Digital Privacy:  knows how to protect their privacy and respects the privacy of others.  

It is expected that students will: 

1) discuss the concept of privacy in their everyday lives as it relates to digital 
technologies such as email, social media, photography, video, etc. 

    

Appendix N 

2) recognize that many websites ask for information that should be kept private.      

3) identify dangers of sharing private information via online communications.      

4) explain how to responsibly manage website requests for private information.     

5) analyze the methods and motives by which websites and companies collect and use 
personal data  

    

6) recognize and respect the right to privacy of others when sharing photos or videos      

O. Online Security:  employs strategies to maintain information and data security online.  
It is expected that students will: 

1) describe the reasons why people use passwords      

Appendix O 

2) create secure passwords.     

3) recognize that some websites manipulate users to buy a product or install 
programs that may be illegitimate or even dangerous. 

    

4) identify spam, understand its dangers, and develop strategies for dealing with it.      

5) outline strategies for guarding against identity theft and online scams.      

P. Online Communication and Relationships:  understands the risks and benefits of developing online 
relationships and uses technology to communicate effectively and respectfully, in order to benefit their neighbour.  
It is expected that students will: 

1) show awareness of the benefits of online communication      

Appendix P 

2) discuss and/or model responsible and respectful online communications.      

3) list risks associated with editing, posting, and commenting on photos online.     

4) assess risks associated with developing relationships with people online.     

5) differentiate between the online and offline identities of themselves and others.      

6) evaluate the benefits and risks of presenting themselves in different ways online  
(eg avatars, video game characters, fake social accounts).  

    

7) participate responsibly and ethically in online communities as ambassadors of 
Christ.  
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 Digital Citizenship (continued) 
 K

 -
 3

 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

Q. Digital Footprint and Reputation:  understands that their online activities leave a permanent "digital 

footprint" or "trail" and behaves accordingly. It is expected that students will: 

1) recognize that online activity leaves a public “digital footprint” or “trail” that can be 
permanently stored, searched, copied, and transferred. 

    

Appendix Q 

2) discuss how their digital footprint that can be big/small, helpful/hurtful, depending 
on how they manage it.  

    

3) evaluate how a Christian’s online activity impacts the reputation of Christ and His 
Followers   

    

4) apply strategies to protect their digital footprint and reputation.     

5) appreciate their responsibility to protect the privacy and reputation of others when 
sharing information online. 

    

R. Self‐image and Identity:  understands how our self-image, perceptions of others, and our social values may 

be manipulated. It is expected that students will: 

1) monitor and regulate their media consumption habits.     

Appendix R 

2) remember that images and videos can be digitally manipulated for positive or 
negative purposes. 

    

3) identify the ways digital manipulation can distort our perceptions of reality, truth, 
beauty, health, sexuality, etc.  

    

4) recognize that their self-image can be shaped by their digital environment.     

5) analyze the ways video games, virtual worlds and other media can affect our 
perceptions of reality, truth, beauty, health, sexuality, etc.  

    

S. Copyright and Legal Issues:  respects another’s ownership of their digital creations.  
It is expected that students will: 

1) respect the rights of the owner of a digital creative work.     

Appendix S 

2) distinguish between taking inspiration from the work of others and using that work 
without permission (eg plagiarism, stealing). 

    

3) understand ethical dimensions of respecting intellectual property.     

4) analyze alternative licensing strategies including public domain, “Copyleft”, or 
creative commons licenses.  

    

T. Balanced Attitude Toward Technology and Society:  demonstrates an informed, balanced, and progressive 
Christian attitude toward using digital technology and its impact on society. It is expected that students will: 

1) exhibit a balanced, Christian attitude toward the use of IT in everyday life.      

Appendix T 

2) reduce or avoid technology-related threats to their spiritual, physical,  
and mental health.  

    

3) demonstrate a willingness to adapt to new technologies when appropriate.     

4) adopt productive work habits that limit digital distractions.      

5) monitor personal goals and strive to improve digital competence.      

6) examine local/global social, cultural, economic, and environmental issues related to 
digital technologies. 

    

7) strive to serve the local or global community: advocate and practice safe, ethical, 
appropriate, productive, legal, and responsible use of IT with an interest to serving 
God and their neighbour. Consider topics such as automation, drones, artificial 
intelligence, augmented reality, virtual reality, mobile devices, robotics, digital 
currencies like bitcoin, hacking, P2P sharing, piracy, VPNs, data collection, 
anonymity, etc. 
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Research and Information Literacy 
Christian students employ digital tools to gather, evaluate, and use information to 
praise God and benefit their neighbour, their community, and their world. 
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Learning 
Activities 

U. Information Literacy:  uses digital technology to carry out research in an effective, responsible, and ethical 

manner. It is expected that students will: 

1) identify trustworthy digital sources using specific criteria.      

Appendix U 

2) employ strategies to increase the accuracy of their searches.     

3) defend the importance of citing all research sources.     

4) write bibliographical citations for online sources according to a standard method.      

5) evaluate and select information sources and digital tools based on their 
appropriateness to specific tasks.  

    

V. Information Processing and Management:  uses technology to improve their ability to gather, organize, 
analyze, and evaluate the relevance and purpose of digital information. It is expected that students will: 

1) collect and interpret data, and report results.      

Appendix V 
2) locate, analyze, and collect information from diverse, multimodal sources (text, 

graphic, video). 
    

3) organize, manipulate, and synthesize digital content according to genre, theme, or 
purpose.  

    

      

Critical Thinking, Problem Solving, and 
Decision Making 
Students use Christian discernment and critical thinking skills to plan and 
conduct research, manage projects, solve problems, and make informed 
decisions using appropriate digital tools and resources. 
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Learning 
Activities 

W. IT for Advanced Learning:  uses IT to improve their critical thinking, problem solving, and decision making. 
It is expected that students will: 

1) use data to identify problems and solutions.      

Appendix W 

2) seek digital resources to develop significant questions for investigation.      

3) apply correct digital tools to problem solving activities (eg mind maps, diagrams).     

4) develop and demonstrate logical thinking skills (eg Boolean logic, basic programing concepts, 

IF functions and loops, game logic). 
    

5) design complex models and simulations using digital technology to identify trends 
and forecast possibilities. 
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Creativity and Innovation 
Students use their God-given talents in digital technology to enhance 
creative thinking and innovation. 

K
 -

 3
 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

X. IT for Creative Expression:  uses IT to enhance their creativity and innovation. It is expected that students 
will: 

1) use a variety of digital media (text, images, audio, and video) for creative expression.       

Appendix X 

2) explain how meaning is produced through multimedia (text, images, audio, video).     

3) analyze how culture is impacted by new digital technologies   
(eg social media, smartphones, streaming video).  

    

4) apply existing knowledge to generate new ideas, products, or processes using 
digital technology.  

    

5) remix existing digital content into something new.      

6) create original digital works or products (individually or as part of a team).      

 

     

Online Collaboration and Communication 
Students use digital technology to communicate and work collaboratively, 
to support individual learning and contribute to the learning of others. 
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Learning 
Activities 

Y. Online Communication and Collaboration:  connects, shares, communicates, and collaborates with others 
effectively in digital environments. It is expected that students will: 

1) communicate effectively using digital tools (eg email, messaging, video conferencing), 
taking into account the purpose, audience, and tone. 

    

Appendix Y 

2) present information and ideas effectively to multiple audiences using a variety of 
formats (eg blogs, websites, videos).  

    

3) share their God-given talent using digital tools (eg social media, online portfolios).      

4) collaborate with peers, experts, and others, employing a variety of digital tools.      

5) contribute to the public domain (eg wikis, forums, reviews).     
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Introduction to the Learning Activities  
The learning activities provide suggestions to accomplish learning outcomes through single lessons, 
mini-units, or projects. They have been designed to be as generic as possible, applicable to multiple 
subject areas using various digital tools. Please refer to the Learning Activities column next to each 
learning outcome to find appropriate learning activities for each learning outcome. 

Many of the learning outcomes can be met through single lessons or deliberate and consistent 
exposure to technology. Suggested lesson ideas are included in the appendices. Where possible, 
learning activities are linked to online lesson plans. Many of the lesson ideas found in these 
appendices, along with other valuable resources relating to media literacy and digital citizenship can be 
found at mediasmarts.ca, commonsensemedia.org, and gcflearnfree.org.  

Some of the learning outcomes require a more thorough approach than simply a single lesson. For 
these, we have created several projects. The intent is not that these become new projects that have to 
be taught in the classroom, but that they supplement existing projects with an IT component that 
satisfies the learning outcomes in this document. Thus, these projects have been designed to be as 
generic as possible, applicable to multiple subject areas and grade levels using various digital tools.  

We have created IT supplemental documents for the following frequently assigned projects: 

PROJECT Page Comments 
Research Project -- INTRO 73 These projects were prepared using the 

Understanding by Design (UBD) template, and 
include Stage 1: Desired Results and Stage 2: 
Assessment Evidence. In order to make the 
projects as applicable as possible for a variety of 
subject dependant contexts, we have chosen not 
to include Stage 3: Teaching and Learning 
Activities.  
 
For each project, Stage 2’s assessment evidence 
includes rubrics that are designed to be used 
among multiple grades. These rubrics are 
intended to be customizable; simply add or 
delete learning outcomes and rows as necessary. 

 

Research Project -- RUBRIC 74 

Research Guide for Grade 4 - 7 76 

Research Guide for Grade 8 - 12 80 

Presentation -- INTRO 84 

Presentation -- RUBRIC 85 

Word Processing Project -- INTRO 87 

Word Processing Project -- RUBRIC 88 

Digital Poster Project -- INTRO 90 

Digital Poster Project -- RUBRIC 91 

Video Project -- INTRO 93 

Video Project -- RUBRIC 94 

Spreadsheet Project -- INTRO 96 

Spreadsheet Project -- RUBRIC 97 

Design and Layout -- RUBRIC 98 

Internet Skills -- RUBRIC 101 
 

  

  

http://www.mediasmarts.ca/
https://www.commonsensemedia.org/
http://www.gcflearnfree.org/
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Appendix A: General IT Knowledge 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  
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Learning 
Activities 

A. General IT Knowledge:  basic knowledge about digital devices. It is expected that students will: 

1) understand common uses of IT in their personal life and society  
(eg email, e-commerce, GPS, live-streaming church services, tablets). 

    
EK1, EK2, EK3, 

EK4 

2) understand the difference between hardware and software.      EK5, EK6 

3) be familiar with the meaning of common computer related terminology.     EK5, EK6 

4) understand the different components of a computer or other digital devices.      EK5, EK6 

5) describe the differences between stand-alone and networked devices.     EK7 

6) be familiar with the historical development of computers and the Internet.     EK8 

7) know about the existence of various operating systems and understand the 
basic differences between them. 

    EK9 

Why Teach General IT Knowledge? 
Before students arrive on the school’s doorstep in kindergarten, many of them already have extensive 
experience with various forms of technology. Children today have been called a generation of digital natives. 
However, just because they may have grown up surrounded by technology such as phones and tablets, this does 
not mean they truly understand how this technology works or how to use it. As our world becomes more digital, 
students must learn how to navigate this new world. General IT knowledge is the foundation upon which 
students can build a richer understanding and application of technology and its possibilities. 

Learning Activities  

EK1 Geocaching – More Info 

Grade: K-12 
Geocaching is a real-world, outdoor treasure hunting game using GPS-enabled devices. Participants 
navigate to a specific set of GPS coordinates and then attempt to find the geocache (container) hidden 
at that location. Geocaching can be assigned as homework or completed as a whole-class activity on a 
field trip. More information and a map of geocaches can be found at geocaching.com.  

EK2 Digital Show & Tell  

Grade: K-7 
Invite students to bring in a digital device they use at home and show the class how it is used and what 
they use it for. Suggested devices may include a tablet, laptop, media player, or handheld gaming 
device. Invite students to try some of these devices. Discuss how students self-monitor their digital 
media habits and how use of technology can affect spiritual, mental, and physical health in both positive 
and negative ways. 

EK3 Digital Media Journal 

Grade: K-12 
Have students track and record their use of digital media over the course of week. Students should 
include what types of devices they used, what they used the device for (eg work, entertainment, etc…), 
and how long they used the device. Have students create two personal goals: 1) to improve digital 
competence, such as improving typing speed, gaining familiarity with a word processing program, or 
developing more effective ways to find information online, and 2) to limit digital distractions, such as 
setting specific times of day aside for work or entertainment, limiting IT entertainment time, or 
reorganizing the desktop or internet browser home page and shortcuts bar to reduce visual distractions. 

http://www.geocaching.com/
http://www.geocaching.com/
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EK4 Live Streaming Events 

Grade: K-12 
Church functions, graduations, funerals, community events, memorials, cenotaphs, parades, press 
conferences, and animal webcams are often livestreamed and are easily accessible. Explain that this 
information is available online, often publicly. Discuss how privacy can be compromised by public access 
to live streaming. Discuss the reasons why people use passwords to protect private information, 
including access to some livestreamed events.  

EK5 Take a Computer Apart 

Grade: 4-12 
Ask a community member to donate a used computer or buy one at a local thrift store. Take the 
computer apart with your class. Have the students identify the Central Processing Unit (CPU), hard drive, 
system and CPU fans, memory (RAM/ROM), power supply, motherboard, video card, ports (video, usb, 
audio, etc). Discuss the purpose of each piece of hardware and how each interacts with the CPU via the 
motherboard.  

EK6 Computer Hardware 

Grade: 4-12 
Have students identify the computer, monitor/screen, mouse, keyboard, speakers, microphone, and 
other external devices connected to the computer. Compare and contrast a traditional desktop to a 
laptop or tablet. Compare various port connectivity options (eg Network, USB, micro-USB, VGA/DVI, 
HDMI, etc)  

EK7 IT Tour 

Grade: 11-12 
Take your class on a tour of the school’s network facilities. Demonstrate how computers connect to the 
server, printers, wireless access points, and other devices. Show where the computers connect to the 
server, where data is stored, and where the wireless access point and extenders are.  

EK8 History of Computers 

Grade: 8-12 
The following links provide lesson plans on the history of the computer and the Internet.  

http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history 
http://www.learnthenet.com/lesson-plans/internet-history-and-future/ 

Many videos detailing the history of computers and the internet are available. Below are some that may 
be applicable to your lesson and age level. Preview the video before watching with your class. 

Ancient Computer. DVD from PBS 
Silicon Valley: Where the Future was Born. DVD from PBS 
Steve Jobs: The Lost Interview. DVD from Magnolia Home Entertainment 
The Creation of the Computer. DVD from History Channel 
Download: The True Story of the Internet. DVD from Science/Discovery Channel 

Students can also complete a web-based research project about computer and internet inventors (eg 
Charles Babbage, Alan Turing, Vinton Cerf, Robert Kahn, Tim Berners-Lee, Steve Jobs, Bill Gates, Mark 
Zuckerberg, Larry Page, Sergey Brin, etc) and early computing devices: (Antikythera mechanism, 
astrolabe, difference engine, Z3, Colossus, ENIAC, etc).  

EK9 Comparing Operating Systems 

Grade: 11-12 
Instruct students to follow a set of steps on two or more different operating systems. For example, have 
students take a photo with a digital device and transfer it to two computers with different operating 
systems, crop the photo in photo editing software, copy it to a word processing program, add text, and 
print. Have students discuss the differences between the operating systems in each step. As a student 
gains familiarity with multiple operating systems, discuss which may be a more effective tool based on 
the student’s digital uses. Have students do a research project comparing iOS (Apple), OSX, Android 
(Google), Chrome OS, Linux, or Windows.  

http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history
http://www.learnthenet.com/lesson-plans/internet-history-and-future/
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Appendix B: Essential Skills 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology concepts, 
terms, and operations.  
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1) use a digital device (eg Desktop PC, Laptop, Tablet, etc).      

2) properly logon/logoff or startup/shutdown.     

3) demonstrate the proper use of simple operating system functions (use mouse, start programs, 

control windows). 
    

4) perform basic print functions (eg print preview, page orientation, print).     
5) manage files and folders including copying, moving, deleting, saving, renaming, locating.     

6) upload and download files from the Internet or other devices.     

7) modify device settings and view system information.     

8) install applications.     
9) troubleshoot systems or applications and apply solutions.      

Why Teach Essential Skills? 
Essential skills are well, essential. A strong foundation in these skills will enable students to successfully use 
technological tools to navigate and create in a digital format. Without these essential skills students will be 
cultural luddites. 

Learning Activities  
Most of these skills should be common knowledge to adults. Adapt each of the above learning outcomes to your 
particular setting using available hardware and software. Displaying your desktop via a multimedia projector and 
demonstrating these skills to students would be a simple and effective way to teach these skills. Searching for 
videos to demonstrate these skills can be another avenue for teaching these skills. A few links are included 
below: 

Computer Skills  Tutorial 

Computer Basics Video Intro  Tutorial 

Windows Basics  Windows Basics Tutorial 

File Management Video Intro  File Management Tutorial 

 

 

 

 

 

  

http://www.gcflearnfree.org/basic-computer-skills/
https://www.youtube.com/watch?v=e55EQ1xHYbI
http://www.gcflearnfree.org/computerbasics
http://www.gcflearnfree.org/windowsbasics/
https://youtu.be/hUW5MEKDtMM
http://www.onlinecomputertips.com/tutorials/file_mgmt.html
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Appendix C: Keyboarding 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology concepts, 
terms, and operations.  
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C. Keyboarding: can keyboard effectively. It is expected that students will: 

1) use correct posture when keyboarding     

2) use correct touch-typing techniques for letters     

3) use correct touch-typing techniques for numbers/symbols     

4) achieve a net minimum keyboarding speed of 15 wpm      

5) achieve a net minimum keyboarding speed of 20 wpm     

6) achieve a net minimum keyboarding speed of 30 wpm     

Why Should I Teach Keyboarding Skills? 
Computing is a way of life today. In April 2002 the billionth personal computer was shipped. The second billion 
mark was reached in 2007. We live much of our technological lives through the keyboard. The average computer 
user spends at least 2.4 hours a day actively engaged in computing at work (Usernomics, 2007). The key to success 
when living in such a computer-centric world is to be able to interact with computers effectively and efficiently 
through well-developed keyboarding skills. 

“Keyboarding is the penmanship of the computer age.” (Johnson, Nelson and Townsend, 2002). As a fundamental skill 
in today’s society, keyboarding provides our connection with the rest of the world through electronic 
communication. Students who become efficient keyboarders “compose better, are prouder of their work, 
produce documents with a neater appearance, and have better motivation.” (Nieman, 1996).  

Beyond the benefit derived from students being able to enter their thoughts into the dynamic world of word 
processing and communication through the keyboard, there are a variety of studies that document additional 
benefits that accompany increased keyboard proficiency. These benefits include: 

 Improvement in language arts 

 Improved quality of writing  
 Greater enthusiasm about using the computer for writing 

 Improvement in spelling 

 Improvement in reading comprehension 
Source: https://keyboarding.wordpress.com/category/research/when-to-teach-keyboarding/ 

What Does Effective Keyboarding Look Like? 
The most effective style of keyboarding is known as touch typing method. Touch typing is a method based on 
muscle memory instead of sight. This method allows you to achieve much higher speed of data entry, especially 
if you need to transcribe text from other visual material.  

Typing with the touch typing method significantly improves your computer productivity; it increases data entry 
speed and, where possible, reduces fatigue and injury to the eyes. Source: http://www.typingstudy.com 

Touch typing allows us to write without thinking about how we are writing, freeing us to focus on what we are 
writing, on our ideas. Touch typing is an example of cognitive automaticity, the ability to do things without 
conscious attention or awareness. Automaticity takes a burden off our working memory, allowing us more space 
for higher-order thinking. Source: http://www.technologyreview.com/view/425018/out-of-touch-with-typing 

The average touch typist can type 50 to 60 words per minute (WPM) without typos, while the two-finger typist 
using the "hunt and peck" method typically achieves only 20 to 30. Many professional typists are expected to 
type 80 WPM or more. Source: http://www.pcmag.com/encyclopedia/term/53017/touch-typing 

https://keyboarding.wordpress.com/category/research/when-to-teach-keyboarding/
http://www.typingstudy.com/
http://www.pcmag.com/encyclopedia/term/53017/touch-typing
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In addition, an important part of learning technique is learning ergonomically-sound behaviors that support 
proper body posture and placement. It is important for students (and teachers) to learn and follow these 
guidelines. Once students have an ergonomically-sound foundation and have learned about the proper way to 
tap the keys, only then can they work to achieve their maximum efficiency in keyboarding. 

A series of international studies found that “up to 60% of the students across the globe reported eye strain, neck 
& shoulder pain, wrist and back discomfort, headaches and fatigue.” (Hajic, 2008) Children as young as 4th grade 
reported these symptoms. Posture patterns begin developing as young as 7 years old so it is imperative that 
students are taught the proper way to sit when keyboarding and that it is reinforced by both teachers and 
parents (Hajic, 2008; CUErgo, 2000).  
Source: https://keyboarding.wordpress.com/category/research/when-to-teach-keyboarding 

When Should Students Begin Formal Keyboarding Lessons? 
Educators generally agree that students have developed the proper level of dexterity and eye-hand coordination 
for efficient keyboarding by third or fourth grade. Their hands have grown to fit the standard-sized keyboard 
and their attention span has developed enough to last the length of a typical keyboarding lesson which is 20-to-
40 minutes (Russell, 1994; Boyce & Whitman, 1987; & McLean, 1994). At this level, students’ writing requirements have 
also developed enough to have a need for efficient written communication.  
Source: https://keyboarding.wordpress.com/category/research/when-to-teach-keyboarding/ 

How Can I Teach Keyboarding Skills? 
A keyboarding program is often the most effective way to teach keyboarding. Stand-alone programs may be 
available for school or home licenses. Other programs may be available online. Some programs currently or 
formerly in use in Reformed schools in the Fraser Valley include All the Right Type, Mavis Beacon, UltraKey, and 
Typing Instructor for Kids. Current recommendations for keyboarding programs for schools can be found online. 

Consider the following when choosing a typing program for your school: 

1. Does the program teach and emphasize touch-typing? Touch-typing is using all of one’s fingers 
without looking at the keys. Touch-typing dramatically improves speed and accuracy. Touch-typing 
also reduces the need to switch attention between the work at hand and the keyboard. 

2. Is the program user-friendly? Students with even a limited familiarity of computing should be able to 
use the program without much teacher support. This frees time to focus on teaching effective typing. 

3. Is the program adaptive? Students should be able to work at their level. Adaptive programs prompt 
students to redo lessons until they pass benchmarks, thus improving areas of weakness and focusing 
on skill development. In order for a program to be adaptive, students must have a user account. An 
additional benefit of most user accounts on typing programs is that they remain active year-after-
year, so that setup need only happen once, and so that students can pick up in the new grade where 
they left off in the previous grade. 

4. Is the program manageable? Some programs allow a teacher to manage and monitor each 
workstation remotely. By managing a program, teachers can create and delete users, group students, 
manage individual users, block access to certain lessons or levels, or disable the backspace key. 

5. Does the program track and report progress? A teacher should be able to easily track the progress of 
the entire class and each individual student remotely. Reports should be easy to obtain and 
understand. 

6. Can students practice typing independently? Some programs are web-based. Students can sign in 
from home or school and continue at their level. 

7. What is the cost of the program? For most programs, a school will need to purchase a license. Some 
schools or families may also choose to purchase home licenses for students to practice typing as 
homework. Some online programs display text or video advertisements in order to use the program 
without cost. 

https://keyboarding.wordpress.com/category/research/when-to-teach-keyboarding/
https://keyboarding.wordpress.com/category/research/when-to-teach-keyboarding/
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What Are Some Effective Keyboarding Programs? 
Some popular software options are listed below. Generally, these are ideal for in-class use, although some can 
be synced with other computers so that students may be able to practice at home. 

All the Right Type 3 is available for free in British Columbia for members of ERAC. It is designed for 
students to work progressively through at their own pace. Although its graphics are low quality and its 
lessons and activities are repetitive, All the Right Type has a detailed teacher module which effectively 
tracks and provides detailed reports of student progress. 

UltraKey has a clean interface and can be personalized in many ways. It includes in-depth progress 
tracking and provides instructional videos with advice and hints. UltraKey is often recommended for 
classrooms because of its comprehensive record-keeping system and detailed reports. 

Mavis Beacon is designed with progressive lessons that are meant to be completed at individual pace. 
Students may not progress to the next level until they have completed an objective. The program 
includes a large library of over 400 exercises. 

Typing Instructor for Kids takes students through engaging activities and rewards students for 
completing activities with fun games to practice their typing skills. Progress reviews for teachers detail 
student strengths and weaknesses. 

Typesy, formerly known as Ultimate Typing, has a clean interface and accounts can be synced via the 
cloud, so users can work on Typesy on different computers. Typesy also has detailed video instructions 
that explains the exercises and gives tips for improvement. 

Alternatively, a typing program can be based online. These programs are ideal for students to practice at any 
time and on any computer. Some recommended options are listed below. 

www.typing.com allows teachers to set up a classroom and create student accounts. Students can work 
progressively through the lessons or complete lessons in any order. Student progress can be checked at 
any time, even in real-time while students are practicing. Students can also view their own progress and 
are given customizable lessons based on their strengths and weaknesses. The program is free with 
minimal advertisement banners, which can be eliminated with a small fee. 

www.typingclub.com allows teachers to set up multiple classrooms and create student accounts. 
Students work towards the same goal, and the student accounts can include a class-wide scoreboard. 
Students are provided with constant feedback and must complete each lesson progressively. Teachers 
can also create their own lessons. The teacher’s portal includes thorough data of student progress. A 
free edition is available with limited instructors and students, and has some advertisements. A paid 
edition is also available with many more features. 

www.atrtonline.com is an online version of All the Right Type. Students work individually through 
lessons at their own pace, and class and student progress can be checked in real-time. Note that the 
online version does not sync student information and progress with the standalone software version 
listed above, nor with an iPad app which is also available for All the Right Type. 

  

http://all-the-right-type.en.softonic.com/?ab=1
http://www.bytesoflearning.com/
http://www.hmhco.com/shop/education-curriculum/literature-and-language-arts/language-arts/mavis-beacon-teaches-typing-platinum-21-for-schools
http://www.typinginstructorkids.com/
http://www.typesy.com/
http://www.typing.com/
http://www.typingclub.com/
http://www.atrtonline.com/
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Appendix D: Word Processing 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  
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Learning 
Activities 

D. Word Processing:  create and edit documents. It is expected that students will: 

1) construct and modify personal and business documents that use:  

a) a variety of formatting functions (eg bold, italic, underline, font, font size)     

P3, EK10, 
EK16, EK17 

b) paragraph formatting (eg alignment, line spacing, bullets)     

c) page formatting (eg margins, borders, page numbers)     

d) document editing (eg cutting, copying, pasting, spell/grammar check, thesaurus)     

e) graphics     

f) tables     

g) columns     

use advanced software features such as:  

h) document views     

P3, EK10, 
EK16, EK17 

i) rulers and tabs     

j) keyboard shortcuts     

k) copy formatting     

l) find and replace     

m) text boxes      

n) symbols     

o) drawing tools     

p) hyperlinks     

q) page, section, and column breaks      

r) references such as footnotes or endnotes     

s) reviewing tools such as track changes or adding comments     

t) templates     

u) mail merge     

v) macros      

Why Teach Word Processing?  
The word processing capabilities of computers remain one of the most commonly used tools for producing content.  

 Saves time — Word processing helps teachers use preparation time more efficiently by letting them 
modify materials instead of creating new ones. Writers can also make corrections to word processing 
documents more quickly than they could on a typewriter or by hand. 

 Enhances document appearance — Materials created with word processing software look more 
polished and professional than handwritten or typed materials do. It is not surprising that students seem 
to like the improved appearance that word processing gives to their work (Harris, 1985). This is 
especially possible with the many templates that are part of the software suites today. 

 Allows sharing of documents — Word processing allows materials to be shared easily among writers. 
Teachers can exchange lesson plans, worksheets, or other materials on disk and modify them to fit their 
needs. Students can also share ideas and products among themselves. 

http://www.education.com/reference/article/impact-word-processing-education/
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 Allows collaboration of documents — Especially since the release of Google Docs, teachers and 
students can now create, edit, and share documents synchronously. 

Learning Activities  

P3 Word Processing Project – See Appendix Z 

 Grade: 4-12 

EK10 Virtual Art Tours – More Info 

Grade: 4-12 
Using video editing software, a word processor, and the internet, students create a virtual art gallery 
showcasing Canadian artists. Ask students to provide an analysis of the artwork and critique why each 
artist’s particular work is a good example of Canadian art.  They should include a brief biography of the 
artist and a description of the type of style of art and the artist's use of certain techniques such as color, 
line and movement. 

EK16   Microsoft Office Tutorial – More Info  

Grade: 4-12 
This site offers online tutorials for learning the different products from Microsoft Office. This site has 
tutorials for the different versions of Microsoft Office, from Office 2000 to 2016. They are reviewed and 
updated on a regular basis.  

EK17  Google Apps – More Info 

Grade: 4-12  
This is an online tutorial about using Google Apps. Using video and guided instructions, the reader is 
guided in creating Google Docs, Sheets and Slides.  

 
 

  

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
http://www.gcflearnfree.org/topics/office/
http://www.gcflearnfree.org/topics/usingthecloud/
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Appendix E: Presentations 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  
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Learning 
Activities 

E. Presentations:  create and edit presentations. It is expected that students will: 

1) prepare presentations incorporating:  

a) effective use of text (brief points)     

P2, P4, EK11, 

EK12, EK13,  
EK16, EK17 

b) effective use of text boxes (textbox size and positioning)     

c) effective selection and use of images     

d) effective image resizing and positioning      

e) effective design and layout principles (visually pleasing, readable)     

f) templates     

g) multimedia (sound, video)     

h) linking (links to slides or external content)     

i) interactivity (action buttons)     

deliver presentations using:  

j) transitions     

P2, P4, EK11, 
EK12, EK13, 
EK16, EK17 

k) animations     

l) speaker notes and/or audience handouts     

m) timing (automation)     

n) remote presenters and laser pointers     

o) digital pens or highlighters for annotations       

Why Teach Presentations? 
Presentation programs are a wonderful tool for learning in both a student and teacher-directed situation. It can 
add a new dimension to learning allowing teachers to explain abstract concepts, while accommodating all 
learning styles. Used properly, presentation programs can be very powerful tools for disseminating information. 
Students can create their own presentations. This is a great way to teach them how to use visual aids while 
working on their presentation and public speaking abilities. Employed inappropriately, presentation programs 
could potentially confuse students and make learning a difficult process. 

Learning Activities  
P2 Presentation Project – See Appendix Z 
 Grade: 4-12 

P4 Digital Poster Project – See Appendix Z 
 Grade: 4-12 

EK11 Statistical Accuracy and Reliability – More Info 

Grade: 8-12 
With access to spreadsheet, presentation software, web authoring tools, and the Internet, students 
assess the strengths, weaknesses, and biases of samples and data collection methods. Students are to 
select misleading graphs from electronic resources and represent the data more accurately in two other 
graphic formats. Students should explain how they would collect, analyze and present information 
reliably. They should create an electronic presentation designed to enhance understanding of how data 
can be represented in misleading and reliable ways. 

http://www.teach-nology.com/tutorials/powerpoint/
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
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EK12 Earthquakes and Volcanoes – More Info 

Grade:  8-12 
Students study whether B.C. is “long overdue” for a major earthquake. They collect and organize 
information using a variety of resources. After researching, students must choose a presentation format 
to show their work. Students should be given an outline that includes information on indicators of past 
earthquakes, geographic factors that cause earthquakes, and how earthquakes and volcanoes impact 
the environment. 

EK13 A Walk Through the Past – More Info 

Grade: 4-12 
After examining ancient cultures in Social Studies, students consider how ideas and artifacts from a past 
culture impact modern society. Using mind-mapping software, students brainstorm ideas and artifacts 
from ancient cultures. They could consider writing, daily life, government, irrigation, the wheel, 
astronomy, geography, writing, math, laws, society: social structure, human rights (slaves) etc. After 
completing their webs, students create a digital presentation where they choose an artifact from a past 
culture and discuss how that artifact impacts modern society. 

EK16   Microsoft Office Tutorial – More Info  

Grade: 4-12 
This site offers online tutorials for learning the different products from Microsoft Office. This site has 
tutorials for the different versions of Microsoft Office, from Office 2000 to 2016. They are reviewed and 
updated on a regular basis.  

EK17  Google Apps – More Info 

Grade: 4-12  
This is an online tutorial about using Google Apps. Using video and guided instructions, the reader is 
guided in creating Google Docs, Sheets and Slides.  

  

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.gcflearnfree.org/topics/office/
http://www.gcflearnfree.org/topics/usingthecloud/
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Appendix F: Spreadsheets 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  
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Learning 
Activities 

1) manipulate a spreadsheet by:  

a) distinguishing between text and numeric data  
(eg “1 dollar” has no numeric value) 

    

P6, EK11, 
EK16, EK17 

b) editing, merging and moving cells      

c) inserting and modifying rows/columns     

d) changing visibility of data (show/hide columns)     

e) manipulating worksheets (adding, renaming, moving)     

2) create a spreadsheet incorporating:  

a) font formatting, number formatting, cell alignments     

P6, EK11, 
EK16, EK17 

b) formulas with relative and absolute cell references     

c) various chart types (eg bar, line, column, pie, etc)     

d) various functions (eg SUM, AVERAGE, COUNT, etc)     

e) conditional logic (eg IF function)     

Why Teach Spreadsheets? 
Spreadsheet programs are enormously flexible, familiar, and relatively easy to use. As such, they can increase 
both the breadth and depth of the topics covered in a class. For example, spreadsheets can be set up to 
numerically solve complex systems of equations, find trends in data, or discover the optimum solution to a 
problem. However, any class that presents data in a table may use spreadsheet exercises to enhance 
quantitative literacy. Constructing and using spreadsheet models forces students to "get their hands dirty." That 
is, when students directly interact with a model or data, they may be able to understand it better than they 
would by taking in a lecture or reading a text. In this way, the benefits are similar to teaching with simulations. 

Learning Activities  
P6 Spreadsheets Project – See Appendix Z 

 Grade: 8-12 

EK11 Statistical Accuracy and Reliability – More Info 

Grade: 8-12 
With access to spreadsheet, presentation software, web authoring tools, and the Internet, students assess 
the strengths, weaknesses, and biases of samples and data collection methods. Students are to select 
misleading graphs from electronic resources and represent the data more accurately in two other graphic 
formats. Students should explain how they would collect, analyze and present information reliably. 

EK16   Microsoft Office Tutorial – More Info  

Grade: 4-12 
An online tutorial for learning the different products from Microsoft Office. This site has tutorials for the 
different versions of Microsoft Office, from Office 2000 to 2016. They are reviewed and updated on a 
regular basis.  

EK17  Google Apps – More Info 

Grade: 4-12  
This is an online tutorial about using Google Apps. Using video and guided instructions, the reader is 
guided in creating Google Docs, Sheets and Slides.  

http://serc.carleton.edu/sp/library/spreadsheets/why.html
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.gcflearnfree.org/topics/office/
http://www.gcflearnfree.org/topics/usingthecloud/
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Appendix G: Databases 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  
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Learning 
Activities 

G. Databases:  create and manage databases. It is expected that students will: 

3) create a database incorporating:  

a) an organized structure with appropriate fields and data types     
EK20, EK21, 
EK22, EK23 

b) the entry and modification of records     
EK20, EK21, 
EK22, EK23 

c) links to other data tables     EK23, EK24 

4) manipulate database content using:  

a) sorting and filtering     
EK22, EK23, 

EK24 

b) queries (using search criteria)     EK24 

5) present database content using:  

a) forms (for screen display)     EK23, EK24 

b) reports (for printing)     EK23, EK24 

Why Should I Teach Databases? 
Even though many students would stare blankly if you asked them to explain what a database is, the fact remains 
that they use them every day. From online stores, to Wikipedia, our digital world is driven by databases. 
Databases allow us to organize, file, and retrieve the world’s information. In fact Google is possible only because 
it has developed a database of all websites and provides us with a speedy way to search this vast collection of 
information. Databases can be created around any topic. Whether it’s your collection of favourite music or 
movies or Star Wars characters, a database could be created to store this information. A basic understanding of 
what a database is and how one can be created is an essential knowledge and skill that our students should have.  

Learning Activities 

EK20  ICT Databases - More Info 
Grade: 4-10 
Basic introduction to databases with worksheet.  

EK21  Introducing Databases using 2Investigate Online - More Info 
Grade: 4-10 
A good introduction to databases with worksheet.  

EK22  TechnoCelebrate - More Info 
Grade: 4-7 
Students explore traditions from around the world using a simple Microsoft Access database. Cost is $40. 

EK23  TechnoMission - More Info 
Grade: 8-10 
Students learn about databases as they prepare for a space mission. This lesson includes organizing 
data, creating tables, forms, and reports. Cost is $40.  

EK24  TechnoPlanner - More Info 
Grade: 11-12 
Students become event planners and organize event data using Microsoft Access tables, forms, queries, 
and reports. Cost is $40.  

http://www.teachingideas.co.uk/databases/databases
http://www.simonhaughton.co.uk/2011/01/introducing-databases-using-2investigate-online.html
http://www.technokids.com/Store/Primary-School/TechnoCelebrate/traditions-and-celebrations.aspx
http://www.technokids.com/Store/Middle-School/TechnoMission/database-lessons-for-beginners.aspx
http://www.technokids.com/Store/High-School/TechnoPlanner/access-lesson-plans.aspx
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Appendix H: Graphics 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology concepts, 
terms, and operations.  
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1) use drawing tools to create their own images/clipart     

2) use screen clipping tools to capture images from their devices     

3) take photos with digital devices and transfer to computer     

4) use photo editing tools to manipulate photographic images by: 

a) adjusting brightness, contrast, colour     

b) adding text to existing images     

c) sizing and cropping images appropriately     

d) changing resolution or file size for a variety of purposes     

e) understanding different graphic file types     

f) extracting images from backgrounds     

g) applying photo filters (eg soft focus, artistic, sketchy, etc)     

h) retouching to remove or modify items     

i) combining multiple images and using layers     

Why Should I Teach Graphic Editing? 
Our world is filled with images. Many are untouched originals. Image manipulation is the act of transforming an 
image to convey what you want, instead of what the original image may have portrayed. This can be done for 
artistic reasons to elicit a reaction from the viewer. However, because of the power of the photograph to show 
true depictions of reality, this can also be done for dishonest reasons. It is important for our students to 
understand that images can be manipulated and know how this is done. 

Learning Activities 
At the elementary level, practice with graphic editing can be done on easy-to-use and readily available programs 
such as Microsoft Paint, Paint.net, and TuxPaint. Intermediate students can learn graphic editing using the well-
developed units available from TechnoKids. 

At the high school level, graphic editing programs can be grouped into vector-based programs and pixel (or 
raster)-based programs. Vector-based programs manipulate vector-based images, which are based on points 
and lines on an algebraic grid. Because they exist within mathematical space, vector-based images are 
resolution-independent, meaning they can be scaled to any size without pixelating. Some vector-based images 
include the shapes inserted in Microsoft Word, fonts, and animations in Adobe Flash. Most logos are designed as 
vector-based images, as are most technical drawings such as those made on CAD (computer-aided design) 
programs (eg, AutoCAD, Sketchup). 

Some vector-based programs useful for classroom instruction are listed below. There are also many online 
tutorials for beginners for these programs that can be used as learning activities for students. Always preview 
tutorials for content before showing them to your students. 

Adobe Illustrator is the industry standard among vector-based programs. Tutorials for Illustrator can be found at 
https://helpx.adobe.com/illustrator/tutorials.html. 

CorelDraw is an alternative to Illustrator with many of the same features. Corel provides tutorials at 
http://www.coreldraw.com/ca/pages/800382.html. 

http://www.getpaint.net/index.html
http://www.tuxpaint.org/
http://www.technokids.com/
http://www.adobe.com/ca/products/illustrator.html
https://helpx.adobe.com/illustrator/tutorials.html
http://www.coreldraw.com/ca/
http://www.coreldraw.com/ca/pages/800382.html
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Inkscape is a free downloadable graphics editing program with many of the same features as Illustrator and 
CorelDraw. Excellent tutorials can be found at https://inkscape.org/en/learn/tutorials/. 

Pixel-based images represent photographs better than vector-based images because they can store a much 
higher amount of information through a literal grid of pixels. A pixel-based image is a recreation of a photograph 
using a grid of colours and tones. Vector-based images cannot easily be used to store or manipulate complex 
images such as photographs, where each pixel may be a different colour than the next, and where colours blend 
across an image to create a realistic and eye-pleasing image. Additionally, in a pixel-based image, colours and 
tones of pixels can easily be manipulated. However, because pixels are based on a literal grid, pixel-based 
images can be shrunk but not easily enlarged, and can look “pixelated” when the grid of pixels is not large. 

Vector-based images can easily be turned into pixel-based images; this is called rasterizing. Turning a pixel-based 
image into a vector-based image is rarely useful and is difficult, since the pixels need to be re-arranged into 
algebraic lines and shapes. 

There are many pixel-based programs available for the manipulation of images which vary in complexity and 
cost. Listed below are some recommended programs. There are also many online tutorials for beginners for 
these programs that can be used as learning activities for students. Always preview tutorials for content before 
showing them to your students. 

Adobe Photoshop is the industry standard among pixel-based graphic editing programs. Some tutorial websites 
for Photoshop include https://www.photoshoptutorials.ws, https://phlearn.com/free-tutorials, 
http://www.gcflearnfree.org/photoshopbasics, and http://photoshopcafe.com/tutorials.htm. 
 
Gimp is a free downloadable graphic editing program that can perform simple graphic editing changes and 
advanced image manipulation methods. Gimp provides its own tutorials at http://www.gimp.org/tutorials, and 
more tutorials can be found at http://www.gimpusers.com/tutorials.php. 
 
Pixlr is a browser-based graphic editing program with many of the same tools found in Gimp and Photoshop. 
Some tutorial websites for Pixlr include http://pixlrtutorial.blogspot.ca/p/tutorials-navigation.html and 
https://support.pixlr.com/hc/en-us/categories/201021817-Tutorials-Tips-Templates. 
  

https://inkscape.org/en/
https://inkscape.org/en/learn/tutorials/
http://www.adobe.com/ca/products/photoshop.html
https://www.photoshoptutorials.ws/
https://phlearn.com/free-tutorials
http://www.gcflearnfree.org/photoshopbasics
http://photoshopcafe.com/tutorials.htm
https://www.gimp.org/
http://www.gimp.org/tutorials/
http://www.gimpusers.com/tutorials.php
https://pixlr.com/
http://pixlrtutorial.blogspot.ca/p/tutorials-navigation.html
https://support.pixlr.com/hc/en-us/categories/201021817-Tutorials-Tips-Templates
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Appendix I: Video 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  
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Learning 
Activities 

I. Video:  create and edit videos using a variety of tools. It is expected that students will: 

1) plan and storyboard video content     P5, EK14 

2) understand basic videography techniques such as:  

a) shot types (eg long, medium, close)     

P5, EK14 

b) camera angles (eg high, shoulder, hip, low)     
c) camera movements (eg pan, tilt, zoom, dolly, truck)     
d) composition rules (eg simplicity, rule of thirds, framing, leading lines, balance)     
e) continuity in shooting and transitions between scenes     

3) use digital devices to record and play their own videos     P5, EK14 

4) use video editing tools to manipulate videos to:  

a) trim, split, combine, and delete clips     

P5, EK14 

b) adjust and add audio (eg sound effects, narrations)     

c) add transitions and visual effects     

d) add text and text animations     

e) capture picture from specific frame     

f) save and convert file types     

Why Teach Video Editing? 
From the time of creation clear communication was essential to the fellowship God intended for his people.  The 
need for clear communication has only increased after the fall into sin. While the content of the communication 
is still the primary focus, videos are valuable tools for enriching that content. Video projects teach students to 
plan, organize, write, communicate, collaborate, and analyze. As this media further matures, students may need 
to be able to express themselves as effectively through moving imagery as with the written word.  

Learning Activities  

P5 Video Project – See Appendix Z  

 Grade: 8-12 

EK14 The Privacy Dilemma: Lesson Plan for Senior Classrooms – More Info 

Grade: 8-12 
Students consider and discuss the trade-offs we all make on a daily basis between maintaining our 
privacy, and gaining access to information services. The lesson begins with a series of guided questions 
to help students assess their own perceptions of privacy and determine their comfort levels with giving 
out personal information. This is followed by a series of exercises and case studies that encourage them 
to delve deeper into privacy issues. As a summative activity, students produce short video essays that 
reflect those privacy issues they consider to be important. 

  

http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
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Appendix J: Design and Layout Principles 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  

K
 -

 3
 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

1) Apply layout principles to:  

a) express content clearly and concisely     

P4, EK10 

b) use consistency or repetition of design elements     

c) use styles, colors, and fonts that complement each other     

d) use contrast to add interest (eg fancy/plain fonts, light/dark graphics)     

e) arrange elements to create an appealing layout     

f) size graphics or text to create a balanced layout     

g) avoid clutter with effective use of white space     

h) organize information into logical sections       

i) layer graphics or text to create an appealing layout (eg background, 

foreground) 
    

2) Use text and graphic elements:  

a) that include a font and font colour that is readable and enhances the 
message 

    

P4, EK10 

b) that include suitable backgrounds related to the topic while maintaining 
readability 

    

c) that include carefully chosen images that effectively convey a message     

d) to create headings and subheadings that organize information     

e) to list information using numbers or bullets to improve readability     

f) to organize content using tables, columns, or diagrams     

3) Use elements of design such as:  

a) colour      

P4, EK10, 
EK19 

b) line (eg thick, thin, jagged, curves)      

c) shape (2D)     

d) form (3D)     

e) texture (surface or material)     

f) size (large or small)     

g) value (light or dark)     

h) negative space (the area around your objects)     

4) Describe the effect each of the following principles of design have:   

a) balance – everything is in proportion     

EK10 

b) focal point –  where attention is drawn first     

c) repetition – repeat elements to create harmony     

d) unity – all elements work together     

e) contrast – use contrasting elements to add interest     

f) proximity – place related objects near each other     

g) rhythm – create a sense of movement through the use of repetition 
and/or flowing shapes 
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Why Teach Design and Layout Principles? 
The use of design principles applied to the visual elements is like visual grammar. When children learn art, it is 
like learning to read and write the language of vision. When they develop a style of expressing visual ideas, it 
helps them become visual poets. Looking for the visual effects of design principles does not have to limit an 
artist's options. It can focus an artist's experimentation and choice making. 

Learning Activities  
A rubric for Design and Layout Principles can be found in Appendix Z. 

P4 Digital Poster Project – See Appendix Z  

 Grade: 8-12 

EK10 Virtual Art Tours – More Info 

Grade: 4-12 
Using a video editing software, a word processor, and the internet, students create a virtual art gallery 
showcasing Canadian artists. Ask students to provide an analysis of the artwork and critique why each 
artist’s particular work is a good example of Canadian art.  They should include a brief biography of the 
artist and a description of the type of style of art and the artist's use of certain techniques such as color, 
line and movement. 

EK19  Primary Activities 

At the elementary level, practice with graphic editing can be done on easy-to-use and readily available 
programs such as Microsoft Paint, Paint.net, and TuxPaint. Intermediate students can learn graphic 
editing using the well-developed units available from TechnoKids. 

  

https://www.goshen.edu/art/ed/Compose.htm
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
http://www.getpaint.net/index.html
http://www.tuxpaint.org/
http://www.technokids.com/
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Appendix K: Programming 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology concepts, 
terms, and operations.  
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K. Programming:  understand programming basics and write code. It is expected that students will: 

1) Know enough about programming basics to:  

a) understand that a computer uses programmed instructions to run      

b) list several programming languages: visual-based (eg Scratch, Alice, Greenfoot, BlueJ) and 

text-based (eg C++, JAVA,HTML) 
    

c) understand the purpose of source code      

d) examine source code (eg web page HTML)     

e) decode the meaning of programming commands      

f) define binary code and explain how it relates to the computer      

g) distinguish between object oriented (eg C++, JAVA), scripting (eg PERL, CGI), and meta-
language (eg HTML, JavaScript) 

    

2) Write Code:  

a) to solve a problem by arranging commands in a logical sequence (create algorithms)     

b) by constructing basic flow charts      

c) including program debugging     

d) containing input/output and read/write commands     

e) including program documentation (internal and external)     

f) using variables and constants, including real, integer, Boolean characters, and 
strings 

    

g) using variable types and names to represent the data within it     

h) using conditional statements and looping structures     

Why Teach Coding? 
There are several reasons we should teach at least basic coding to all students. In the first place, since we deal 
with computer technology everyday basic coding is necessary to understanding how computers operate. 
Secondly, coding helps develop the kinds of skills that are important in today’s world such logical thought and 
problem solving. In addition, some of our students may excel in coding and need to be exposed to it in order to 
guide their career choice. 

How Can I Teach Coding? 
Coding concepts can be taught long before students are introduced to different coding languages, and even 
before students are introduced to computers. Some basic coding activities, which would work well at the lower 
grades, could include writing simple instructions on every step to bake a cake.  
 
There are many online resources for coding, which range from fully free, to free trials, to school licensing.  

Free Resources: 
code.org offers free online lesson/activities for three levels. First is the K-5 level with 4 courses with 18 to 22 
lessons, with downloadable curriculum and offline lessons. Second is the Middle School with 20 lessons about 
Computer Science in Algebra and Science.  Third is a High School course (at this time under development.) They 
offer a teacher dashboard in which you can create different classes. You can keep track of which lessons your 
students have completed. 
 

https://code.org/educate/curriculum/elementary-school
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www.codeacademy.com provides high school programming material. Students learn how to code in different 
languages (HTML, CSS, JAVAScript, PHP, Python, Ruby and SQL). It is more advanced and is well suited to self-
directed learning. The program also has Curriculum for Schools with a teacher dashboard where student 
progress can be tracked. 
 
scratch.mit.edu is another free resource where students can create stories, animations, and games, and share 
them with others around the world. 

Pay Resources: 
www.tynker.com/hour-of-code has three levels of access (free, classroom, and school). There are many lessons, 
but most of them need to be purchased, or you need to have a classroom or school license. 

TechnoKids has a great unit called TechnoHTML which would take students through the process of writing HTML 
code, step by step. 

Code Monkey Island is a board game designed to teach coding concepts at the intermediate level. The benefit is 
that this game would not require computers to teach basic coding. 

What Are Some Other Coding Activities and Resources? 
The following applications are effective and engaging games that encourage development of coding concepts 
and problem-solving skills.  

www.crunchzilla.org has 4 levels of coding (pre-teens, teen and adult, game coding, statistics). 
hourofcode.com/ca is connected to code.org. Its focus is setting up an Hour of Code event for the week that 
includes December 9, the birthday of computing pioneer Admiral Grace Murray Hopper (1906). 
www.gethopscotch.com is an iTunes app for creating mini games. 
www.daisythedinosaur.com is an iPad-only program which teaches coding basics in a kid-friendly format. 
twolivesleft.com/CargoBot is an iPad only program with coding puzzles.  
www.alice.org/index.php has downloadable software that teaches computer programming in a 3D environment.  
lightbot.com features two smartphone or tablet apps with engaging programming puzzles for children 4-8 and 9+. 

Robotics – an exciting option to teach programming 
British Columbia’s 2016 curriculum includes Robotics as a module of Applied Design, Skills and Technology. This 
module is not mandatory, but it offers an exciting opportunity for teachers and students to explore and apply 
coding knowledge.  There are a number of companies that produce programmable robots, parts, accessories 
and software of varying affordability. 

BC curriculum standards for Robotics (Grade 8) 
 a robot is a machine capable of carrying out a complex series of actions automatically 

 uses of robotics 

 main components of robots:  
o sensors:  the parts of the robot that allow it to gather information about its environment and 

guide its behavior (SENSE) 
o control systems: the part of the robot that determines the robot’s behavior (THINK)  
o effectors: the parts of the robot that do the work (ACT) 

 various ways that robots can move (straight line, back-and-forth, round-round, zigzag, fast and slow, 
fixed distances in set patterns) 

 programming and logic for robotics components 

 various platforms for robotics (eg VEX IQ, LEGO Mindstorms/NXT, Cublets) 

BC Curriculum standards for Electronics and Robotics (Grade 9) 
 uses of electronics and robotics 

 components of an electronic circuit (eg diodes, LEDs, resistors, capacitors, transistors, integrated 
circuits, silicon controlled rectifiers, regulators)  

 user and autonomous control systems 

http://www.codeacademy.com/
https://www.codecademy.com/schools/curriculum
https://scratch.mit.edu/
http://www.tynker.com/hour-of-code
http://www.technokids.com/
http://www.technokids.com/Store/Middle-School/TechnoHTML/html-lessons-for-kids.aspx
http://codemonkeyplanet.com/
http://www.crunchzilla.com/
https://hourofcode.com/ca
http://www.gethopscotch.com/
http://www.daisythedinosaur.com/
http://twolivesleft.com/CargoBot/
http://www.alice.org/index.php
http://lightbot.com/
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 uses and applications of end effectors 

 types of sensors (bump, motion, sound, light, infrared) 

 program flow 

 interpretation and use of schematics for assembling circuits (eg. soldering , breadboarding) 

 platforms for PCB (printed circuit board) production (eg VEX IQ, LEGO Mindstorms/NXT, Arduino, 
Raspberry Pi, EasyC, RobotC, Scratch for Arduino) 

 basic robot behaviours using input/output devices, movement- and sensor-based responses, and 
microcontrollers 

 robotics coding (eg G-code, C++, Scratch, RobotC) 

Suggested Robotics Kits 
Modular Robotics – More Info 
Grade: 4-10 
Modular Robotics offers two products: MOSS and Cublets. Cublets are cubes that connect magnetically. There 
are three types: action, sensing, and thinking cublets. When they are connected, they will perform different 
functions. These are suitable for even the youngest students. A Bluetooth cube and operating software are 
available. MOSS robots are similar, but slightly more advanced. 
 
Makeblock – More Info 
Grade: 4-10 
Makeblock sells various kits for building and programming robots. The simplest is mBot, a low cost , easy-to-run 
robot kit for students to get hands-on experience with graphical programming, electronics, robotics. Bluetooth 
and 2.4 GHz models are available. 
 
Robotis – More Info 
Grade: 4-12 
Robotis produces a number of robot models, most of them unaffordable. However one affordable line is the 
Robotis Dream line. Robots can be built with plastic rivets and panels. These kits are suitable for introducing 
principles of robotics. Robots can be programmed with RoboPlus software.  The kits start with level 1, with 
levels 2-4 levels being expansion kits.  A more advanced version called Robotis STEM is suitable for high school. 
 
LEGO Mindstorms – More Info 
Grade: 8-12 
Uses Technic Lego parts paired with motors, sensors and a main circuit board to allow numerous programmable 
creations.  
 
VEX Robotics – More Info 
Grade: 8-12 
Offers a number of kits to build and program robots. Construction requires no tools. Robots are programmed 
with or without the use of a computer via an LCD screen. The programming language is called Robot C and is 
currently only available for a PC.  
 
Arduino – More Info or Raspberry Pi – More Info 
Grade: 8-12 
Provides an affordable, open-source micro-controller platform for many different robotic and electronic 
creations. Each circuit board is compatible with Windows, Mac and Linux. 
 

  

http://www.modrobotics.com/
http://makeblock.com/en
http://en.robotis.com/index/product.php?cate_code=121410
http://www.lego.com/en-us/mindstorms/?domainredir=mindstorms.lego.com
http://www.vexrobotics.com/
https://www.arduino.cc/
https://www.raspberrypi.org/


RCDC Information Technology Curriculum -- July 2016   Page 43 of 125 

 

Appendix L: Internet and Email 

Essential Knowledge and Skills 
Students demonstrate a sound understanding of essential technology 
concepts, terms, and operations.  

K
 -

 3
 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

L. Internet and Email:  effectively use the Internet and email. It is expected that students will: 

1) Demonstrate competency with using the Internet by:  

a) identifying parts of a URL, including domain name and extension     

EK10, EK11, 
EK12, EK15 

b) differentiating between a web browser and a search engine     

c) identifying and following hyperlinks     

d) using keyword search strategies      

e) copying text and graphic content from online sources     

f) accessing web-based email     

g) creating and managing bookmarks     

h) creating online content (eg blogs, websites, wikis)     

i) understanding basic HTML     

j) customizing web browser settings (eg set home page, disable pop-ups)     

k) managing settings of applications to protect privacy     

l) chatting using a web-based service     

m) using advanced search techniques     

2) Use email to:  

a) compose, send, read, reply, and forward email messages     

EK18 
b) correctly apply CC and BCC      

c) create and view email attachments     

d) create and manage contact lists     

Why Teach Internet and Email? 
It has never been so easy to find information as it is today. Anything a student wants to know, he or she only 
needs to go to Google and search, and receive more information on that topic than a single library could only 
have dreamed of offering in the past. Finding information is faster and easier, but also overwhelming. Just as 
students learn to navigate a library, they must also learn to navigate and sort through the slew of information 
online to find what is useful. At the same time, snail mail is fast becoming obsolete, being replaced by the email. 
Emails are used for everything from casual conversation to professional business correspondence. Students 
need to learn to organize and formulate emails for different purposes in order to succeed in our digital society. 

Learning Activities  
A rubric for Internet Skills can be found in Appendix Z. 

EK10 Virtual Art Tours – More Info 

Grade: 4-12 
Using video editing software, a word processor, and the internet, students create a virtual art gallery 
showcasing Canadian artists. Ask students to provide an analysis of the artwork and critique why each 
artist’s particular work is a good example of Canadian art.  They should include a brief biography of the 
artist and a description of the type of style of art and the artist's use of certain techniques such as color, 
line and movement. 

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
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EK11 Statistical Accuracy and Reliability – More Info 

Grade: 8-12 
With access to spreadsheet, presentation software, web authoring tools, and the Internet, students 
assess the strengths, weaknesses, and biases of samples and data collection methods. Students are to 
select misleading graphs from electronic resources and represent the data more accurately in two other 
graphic formats. Students should explain how they would collect, analyze and present information 
reliably. They should create an electronic presentation designed to enhance understanding of how data 
can be represented in misleading and reliable ways. 

EK12 Earthquakes and Volcanoes – More Info 

Grade: 8-12 
Students study whether B.C. is “long overdue” for a major earthquake. They collect and organize 
information using a variety of resources. After researching, students must choose a presentation format 
to show their work. Students should be given an outline that includes information on indicators of past 
earthquakes, geographic factors that cause earthquakes, and how earthquakes and volcanoes impact 
the environment. 

EK15 Stay on the Path – More Info 

Grade: 4-10 
This four-lesson unit on search skills and critical thinking teaches students how to target and specify 
their online searches to avoid unwanted results, how to judge whether a link, search result or website is 
legitimate or phony and how to find legitimate sources online for media works such as music, videos and 
movies. 

EK18 Email – More Info 

Grade: 4-12 
This is an online tutorial about how to effectively use email and its connected contacts and Calendars. 
There is also a more dedicated tutorial specific to Gmail.  

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://www.gcflearnfree.org/topics/emailbasics/
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Appendix M: Internet Safety and Cyberbullying 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

M. Internet Safety and Cyberbullying:  stays safe in online communication by employing strategies to 
distinguish between inappropriate contact and positive connections. It is expected that students will: 

1) recall basic online safety guidelines.      
DC3, DC4, 
DC5, DC32 

2) discuss the need to choose appropriate websites to stay safe online.     DC3, DC5 

3) explain the benefits and risks of online communication.     
DC1, DC2, 

DC5 

4) assess the impact and nature of cyberbullying (eg that online messages can hurt people; 

spread quickly, anonymously, and uncontrollably).  
    DC1, DC2 

5) develop appropriate courses of action when encountering cyberbullying or 
exploitative situations.  

    
DC1, DC2, 

DC39 

6) demonstrate and promote positive Christian online activities to the benefit of 
themselves and their neighbour. 

    
A1, A2, A3, 
A4,  A5, A6, 

A7 

Why Teach Internet Safety and Cyberbullying? 
Computers can often give us a false sense of security. After all, no one can physically hurt you through a 
computer screen. However, one must take a more cautious approach to staying safe online. Invasions of privacy, 
phishing, scams, malware, and cyberbullying are all threats to a students’ safety online. To stay safe, students 
need to know about these potential risks and how to respond to them. Students must also understand how their 
online actions and words can affect others. Christ taught us to love our neighbour as ourselves (Mark 12:31), a 
principle which extends to all that we do, including our online activity.   

Learning Activities 
DC1 Cyberbullying – More Info 

Grade: 4-10 
This series of lessons is intended to give students a better understanding of the ethical and legal 
implications of cyberbullying and to promote positive Internet use. 

DC2 That’s Not Cool: Healthy and Respectful Relationships Online – More Info 

Grade: 4-10 
Students begin by considering one of five scenarios that illustrate unhealthy relationship behaviours 
relating to digital media: pressuring others to share private content, cyberstalking, harassment and 
abuse of trust. Students then relate the scenarios to their own experience by brainstorming other 
examples of these behaviours and voting on which they feel are most relevant to their lives. The teacher 
then leads a guided discussion on the reasons why unhealthy behaviours may be more common when 
we communicate through digital media and ways in which they can be avoided or mitigated. Finally, 
students act out their own scenario in which they portray young people successfully dealing with one of 
the unhealthy relationship behaviours. 

DC3 So Many Choices – More Info 

Grade: K-3 
This lesson introduces the students to the first steps in finding information on the Internet. Specifically, 
this lesson helps students understand the basic good practices of searching for something online: be 
accompanied by a trusted adult, start with a safe site and understand the use and power of using good 
links and keywords to find what they are looking for and to avoid bad results. 

http://mediasmarts.ca/lessonplan/classroom-resources-counter-cyberbullying-portal-page
http://mediasmarts.ca/lessonplan/classroom-resources-counter-cyberbullying-portal-page
http://mediasmarts.ca/teacher-resources/thats-not-cool-healthy-respectful-relationships-online
http://mediasmarts.ca/teacher-resources/thats-not-cool-healthy-respectful-relationships-online
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
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DC4 Rules of the Game – More Info 

Grade: K-3 
Students consider the importance of the written and unwritten rules that make it possible to learn and 
play together, online and offline. 

DC5 Winning the Cyber Security Game – More Info 

Grade: 4-10 
Students discuss their online experiences and learn how to minimize the potential risks that may be 
associated with them. Using the Cyber Security Tip Sheet, students explore the many tools and strategies 
that can be used to mitigate or prevent negative online experiences. Once they have reviewed these 
strategies and resources, students will extend and test their knowledge by playing a game in which they 
compete against other students to match a series of technological “Tools” to the “Risks” they can help 
to prevent. 

DC32 Internet Safety for Kids – More Info  

Grade: 4-10 
Practicing safety is a must with anyone who goes online, but with kids it is especially important. This 
tutorial will discuss the threats your kids may encounter while online, and it will show you how protect 
them and talk to them about being safe and responsible.  

DC39 Sexual Exploitation Info and Resources – More Info 

Grade: 8-12 
This section of the MediaSmarts websites includes a collection of information and resources surrounding 
the topic of internet safety particularly in regards to online sexual exploitation. The information is 
organized in an easy to read format that could be adapted into a presentation and there is a large 
number of linked resources to things such as this short, powerful video on how private information can 
spread like wildfire online, as well as useful and attractive tip-sheets such as this one, which can be 
printed and shared with students.  

A1 10 Tips For How Teens Can Use Technology To God’s Glory – Article 

A2 Parenting Well in a Digital World – Article 

How to use technology well as a Christian. 

A3 10 Questions to Diagnose your Smartphone Usage – Article 

Are your smartphone habits healthy? 

A4 Five Social Media Guidelines for Teens – Article 

A5 Facebooking before God’s Face – Article 

A6 Before the Birds and the Bees – Article 

The need to discuss the issues of Privacy, Bullying, Pornography. 

A7 Facebook and the 7th Commandment – Article 

What and why do you post? 
  

http://mediasmarts.ca/teacher-resources/rules-game
http://mediasmarts.ca/teacher-resources/rules-game
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://www.gcflearnfree.org/internetsafetyforkids/
http://mediasmarts.ca/sexual-exploitation/sexual-exploitation-overview
https://www.youtube.com/watch?v=Avm7nr1kZhg
http://mediasmarts.ca/sites/mediasmarts/files/tip-sheet/tipsheet_online_exploitation.pdf
http://fervr.net/entertainment/top-10-technology-tips-for-christian-teens
http://www.challies.com/articles/parenting-well-in-a-digital-world
http://www.desiringgod.org/articles/ten-questions-to-diagnose-your-smartphone-usage
http://fervr.net/entertainment/five-social-media-guidelines-for-christian-teens
http://www.christianstudylibrary.org/files/pub/20130316%20-%20Holtvl%C3%BCwer%20P%20-%20Facebooking%20before%20God.pdf
http://www.challies.com/articles/before-the-birds-and-the-bees
http://www.reformedperspective.ca/resources/50-internet/263-facebook-and-the-seventh
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Appendix N: Digital Privacy 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

N. Digital Privacy:  knows how to protect their privacy and respects the privacy of others.  
It is expected that students will: 

1) discuss the concept of privacy in their everyday lives as it relates to digital 
technologies such as email, social media, photography, video, etc. 

    

DC5, DC6, 
DC7, DC8, 

DC9, DC10, 
DC11, DC12, 
DC13, DC37 

2) recognize that many websites ask for information that should be kept private.      

DC7, DC8, 
DC9, DC10, 

DC11, DC12, 
DC13, DC37 

3) identify dangers of sharing private information via online communications.      

DC7, DC8, 
DC9, DC10, 

DC11, DC12, 
DC13, DC37 

4) explain how to responsibly manage website requests for private information.     

DC7, DC8, 
DC9, DC10, 

DC11, DC12, 
DC13 

5) analyze the methods and motives by which websites and companies collect and 
use personal data  

    
DC8, DC9, 

DC12 

6) recognize and respect the right to privacy of others when sharing photos or 
videos  

    DC36, DC37 

Why Teach Digital Privacy? 
In our social media age, people are sharing information about their private lives in an unprecedented manner. 
This has allowed for people to connect and share in positive and exciting ways. However, how can students 
know when they are sharing too much private information about themselves, or about friends and family 
members? Even if students are careful with what they share publically, it has been shown that it is remarkably 
easy to retrieve others’ private information online. How can students protect their own privacy online? How can 
they respect the privacy of others? Christian students can be ambassadors of Christ by respecting the privacy of 
themselves and others online. 

Learning Activities 

DC5 Winning the Cyber Security Game – More Info 

Grade: 4-10 
Students discuss their online experiences and learn how to minimize the potential risks that may be 
associated with them. Using the Cyber Security Tip Sheet, students explore the many tools and strategies 
that can be used to mitigate or prevent negative online experiences. Once they have reviewed these 
strategies and resources, students will extend and test their knowledge by playing a game in which they 
compete against other students to match a series of technological “Tools” to the “Risks” they can help 
to prevent. 

DC6 Live Streaming Events 
Grade: K-12 
Church functions, graduations, funerals, community events, memorials, cenotaphs, parades, press 
conferences, and animal webcams are often livestreamed and are easily accessible. Explain that this 
information is available online, often publicly. Discuss how privacy can be compromised by public access 

http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
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to live streaming. Discuss the reasons why people use passwords to protect private information, 
including access to some livestreamed events. 

DC7 Online Marketing to Kids: Protect Your Privacy – More Info 
Grade: 4-10 
This lesson introduces students to the ways in which commercial websites collect personal information 
from kids and to the issues surrounding children and privacy on the Internet. It begins with a guided 
discussion on what type of information is valuable to marketers, and the methods that they use to 
collect this information online. Students also compare Canadian voluntary guidelines to American 
legislation for the protection of children’s privacy online. Activities include a survey of privacy practices 
on popular children’s websites; a letter-writing activity to voice concerns about online privacy; and an 
exercise where students learn to recognize ‘smoke and mirrors’ in privacy policies for children’s we sites. 

DC8 Online Marketing to Kids: Strategies and Techniques – More Info 
Grade: 4-10 
This lesson introduces students to the online marketing techniques that are used to target children on 
the Internet. It begins with a guided discussion about the similarities and differences between 
traditional marketing methods and online advertising and why the Internet is such a desirable medium 
for advertisers to reach young people. Student activities include a survey of the marketing techniques 
used on several commercial websites for children; the creation of a commercial website for kids that 
incorporates common marketing strategies; and an analysis of case studies about online marketing to 
young people. 

DC9 Pay for Play – More Info 
Grade: 4-7 
Students discuss their experiences playing free online games and then learn the costs of these “free” 
games in the form of paying with money, sharing personal information or providing attention to 
advertising or branded content. Students then learn a variety of techniques for mitigating the risks and 
drawbacks of online games and communicate their learning by describing one of these techniques in 
video-game terms. 

DC10 The Privacy Dilemma: Lesson Plan for Senior Classrooms – More Info 
Grade: 8-12 
Students consider and discuss the trade-offs we all make on a daily basis between maintaining our 
privacy, and gaining access to information services. The lesson begins with a series of guided questions 
to help students assess their own perceptions of privacy and determine their comfort levels with giving 
out personal information. This is followed by a series of exercises and case studies that encourage them 
to delve deeper into privacy issues. As a summative activity, students produce short video essays that 
reflect those privacy issues they consider to be important. 

DC11 Promoting Ethical Behaviour Online – My Virtual Life – More Info 
Grade: 4-10 
Students learn about ways to manage their privacy and reputation online by exploring their digital 
presence and to make good choices about sharing other people’s content online. Students explore how 
they are portrayed online through their own content and content posted or shared by others, and 
research tools for controlling access to their online content. Finally, students explore moral dilemmas 
relating to posting and sharing personal material. 

DC12 Who Knows? Your Privacy in the Information Age – More Info 
Grade: 8-10 
Students explore issues relating to privacy through a series of activities, surveys and quizzes. The unit 
begins with a quiz about access to personal information. Students then complete an opinion survey 
about privacy and compare their answers to classmates and Canadians in general. In “Who Knows What 
About Me?” students assess how much personal information has been collected about them, and in 
small groups, they assume the roles of various organizations in order to determine what information is 
necessary to collect, and where collection of personal information becomes invasive. In a privacy round 

http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_online_marketing_kids_protecting_privacy.pdf
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_online_marketing_kids_protecting_privacy.pdf
http://mediasmarts.ca/lessonplan/online-marketing-kids-strategies-and-techniques-lesson
http://mediasmarts.ca/lessonplan/online-marketing-kids-strategies-and-techniques-lesson
http://mediasmarts.ca/teacher-resources/pay-play
http://mediasmarts.ca/teacher-resources/pay-play
http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/lessonplan/promoting-ethical-behaviour-online-our-values-and-ethics-lesson
http://mediasmarts.ca/lessonplan/promoting-ethical-behaviour-online-our-values-and-ethics-lesson
http://mediasmarts.ca/lessonplan/who-knows-your-privacy-information-age-lesson
http://mediasmarts.ca/lessonplan/who-knows-your-privacy-information-age-lesson
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table, students invite experts from the community to participate in a discussion about privacy issues, 
and in “It Could Happen to You” students write endings to stories that feature privacy related scenarios. 

DC13 Privacy and Internet Life – More Info 
Grade: 4-10 
This lesson makes students aware of online privacy issues, primarily those relating to giving out personal 
information on social networking sites such as Facebook. Students will learn to assess the various types 
of information they provide in Facebook profiles, along with the different levels of access. They will 
examine the potential risks and consequences of posting personal information on the Internet, and 
become more aware of how to protect their privacy. 

DC36 Ethical Online Behaviour Tip-sheet – More Info 
Grade: 8-10 
This tip-sheet acts as a foundation to teach students how to behave ethically and respectfully online. It 
focuses specifically on three broad categories: respecting people’s privacy, respecting people’s feelings, 
and respecting people’s property.  

DC37 Respecting Yourself and Others Online Workshop – More Info 
Grade: 8-12 
The Respecting Yourself and Others Online workshop was created to provide tweens and young teens 
with strategies and knowledge that will help them respect themselves, respect others and respect the 
space when using social media. Through a series of activities and presentations, participants will develop 
critical thinking skills and strategies, grounded in the best practices of digital citizenship and digital 
literacy, to minimize the risk of negative experiences and to maximize the positive opportunities of 
social media. The workshop also gives teens an opportunity to be leaders through peer-led activities. 
This resource includes a ready-made PowerPoint presentation as well as a leader’s guide.   

http://mediasmarts.ca/lessonplan/privacy-and-internet-life-lesson-plan-intermediate-classrooms
http://mediasmarts.ca/lessonplan/privacy-and-internet-life-lesson-plan-intermediate-classrooms
http://mediasmarts.ca/sites/mediasmarts/files/pdfs/tipsheet/TipSheet_%20Ethical_Online_Behaviour.pdf
http://mediasmarts.ca/digital-media-literacy/e-tutorials/respecting-yourself-others-online-workshop
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Appendix O: Digital Security 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

O. Online Security:  employs strategies to maintain information and data security online.  
It is expected that students will: 

1) describe the reasons why people use passwords      DC6, DC41 

2) create secure passwords.     DC41 

3) recognize that some websites manipulate users to buy a product or install 
programs that may be illegitimate or even dangerous. 

    
DC3, DC33, 

DC12 

4) identify spam, understand its dangers, and develop strategies for dealing with it.      
DC5, DC34, 

DC35 

5) outline strategies for guarding against identity theft and online scams.      
DC5, DC12, 
DC13, DC35 

Why Teach Digital Security? 
In the real world, people use keys to protect what is important. Our homes, our cars, our safety deposit boxes; 
all are protected by keys and combinations. In the virtual world, people use keys to protect what is private and 
important. Especially in our social media age, students are creating numerous accounts to represent themselves 
online, and will eventually use passwords to protect things such as their banking information and data. Studies 
have shown, time and time again, that the most common passwords are pets’ names and, simply, “password.” 
In light of this, it is essential that we teach students to create strong and varied passwords to protect themselves 
and their information. 

Learning Activities  

DC3 So Many Choices – More Info 

Grade: K-3 
This lesson introduces the students to the first steps in finding information on the Internet. Specifically, 
this lesson helps students understand the basic good practices of searching for something online: be 
accompanied by a trusted adult, start with a safe site and understand the use and power of using good 
links and keywords to find what they are looking for and to avoid bad results. 

DC5 Winning the Cyber Security Game – More Info 
Grade: 4-10 
Students discuss their online experiences and learn how to minimize the potential risks that may be 
associated with them. Using the Cyber Security Tip Sheet, students explore the many tools and strategies 
that can be used to mitigate or prevent negative online experiences. Once they have reviewed these 
strategies and resources, students will extend and test their knowledge by playing a game in which they 
compete against other students to match a series of technological “Tools” to the “Risks” they can help 
to prevent. 

DC6 Live Streaming Events 
Grade: K-12 
Church functions, graduations, funerals, community events, memorials, cenotaphs, parades, press 
conferences, and animal webcams are often livestreamed and are easily accessible. Explain that this 
information is available online, often publicly. Discuss how privacy can be compromised by public access 
to live streaming. Discuss the reasons why people use passwords to protect private information, 
including access to some livestreamed events. 

http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
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DC12 Who Knows? Your Privacy in the Information Age – More Info 
Grade: 8-10 
Students explore issues relating to privacy through a series of activities, surveys and quizzes. The unit 
begins with a quiz about access to personal information. Students then complete an opinion survey 
about privacy and compare their answers to classmates and Canadians in general. In “Who Knows What 
About Me?” students assess how much personal information has been collected about them, and in 
small groups, they assume the roles of various organizations in order to determine what information is 
necessary to collect, and where collection of personal information becomes invasive. In a privacy round 
table, students invite experts from the community to participate in a discussion about privacy issues, 
and in “It Could Happen to You” students write endings to stories that feature privacy related scenarios. 

DC13 Privacy and Internet Life – More Info 
Grade: 4-10 
This lesson makes students aware of online privacy issues, primarily those relating to giving out personal 
information on social networking sites such as Facebook. Students will learn to assess the various types 
of information they provide in Facebook profiles, along with the different levels of access. They will 
examine the potential risks and consequences of posting personal information on the Internet, and 
become more aware of how to protect their privacy. 

DC33 Jo Cool or Jo Fool – More Info 
Grade: 4-10 
This online lesson in Web literacy for students in Grades 6 to 8 is comprised of two flash animation 
modules: the Jo Cool/Jo Fool CyberTour and the Jo Cool/Jo Fool CyberQuiz. In the CyberTour, students 
accompany Josie and Joseph Cool (our two “Jos”) as they visit twelve of their favourite Web sites. At 
each site, students must decide whether the Jos are making the right decisions. (Each scenario 
represents specific issues and challenges faced by kids when they surf the World Wide Web.) These 
situations are intended as springboards to help kids surf wisely and begin to think critically about online 
privacy, online marketing, responsible Internet use, authenticating online resources and Internet safety. 

DC34 You've Won a Prize! – More Info 
Grade: 4-7 
Students learn what spam is, the forms it takes, and then identify strategies for dealing with it. Students 
compare junk mail to spam, learn tips for handling spam safely, and then use those tips to answer 
questions on the “Is It True?” student handout about a boy who receives spam. Students finish by 
making their own songs about how to deal with spam, using tips from the “Is It True?” student handout. 

DC35 Scams and Schemes – More Info 
Grade: 4-10 
Students learn strategies for guarding against identity theft and scams that try to access their private 
information online. Students learn what identity theft is, what kinds of information identity thieves 
want, and what can be done with that information. Students then analyze phony emails and identify 
tricks that identity thieves use online. Finally, they create a phishing email that includes the features 
that they have learned about, and see if classmates can identify the scams. 

DC41 Strong Passwords – More Info 
Grade: 4-7 
Students learn how to create secure passwords in order to protect their private information and 
accounts online. Students learn tips for creating safe passwords. They explore scenarios in which two 
characters choose passwords, and they use the tips they have learned to create secure new ones for 
those characters. They then create posters to communicate password tips to their families and other 
students.  

 

  

http://mediasmarts.ca/lessonplan/who-knows-your-privacy-information-age-lesson
http://mediasmarts.ca/lessonplan/who-knows-your-privacy-information-age-lesson
http://mediasmarts.ca/lessonplan/privacy-and-internet-life-lesson-plan-intermediate-classrooms
http://mediasmarts.ca/lessonplan/privacy-and-internet-life-lesson-plan-intermediate-classrooms
http://mediasmarts.ca/game/jo-cool-or-jo-fool/teachers
http://mediasmarts.ca/game/jo-cool-or-jo-fool/teachers
https://www.commonsensemedia.org/educators/lesson/youve-won-prize-4-5
https://www.commonsensemedia.org/educators/lesson/youve-won-prize-4-5
https://www.commonsensemedia.org/educators/lesson/scams-and-schemes-6-8
https://www.commonsensemedia.org/educators/lesson/scams-and-schemes-6-8
https://www.commonsensemedia.org/educators/lesson/strong-passwords-3-5
https://www.commonsensemedia.org/educators/lesson/strong-passwords-3-5
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Appendix P: Digital Communication and Relationships 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

P. Online Communication and Relationships:  understands the risks and benefits of developing online 
relationships and uses technology to communicate effectively and respectfully, in order to benefit their neighbour.  
It is expected that students will: 

1) show awareness of the benefits of online communication      DC2, DC4 

2) discuss and/or model responsible and respectful online communications.      DC2, DC11 

3) list risks associated with editing, posting, and commenting on photos online.     DC2, DC11 

4) assess risks associated with developing relationships with people online.     DC2, DC11 

5) differentiate between the online and offline identities of themselves and others.      DC2, DC11 

6) evaluate the benefits and risks of presenting themselves in different ways online 
(eg avatars, video game characters, fake social accounts).  

    DC11 

7) participate responsibly and ethically in online communities as ambassadors of 
Christ.  

     

Why Teach Digital Communication and Relationship? 
Humans have an innate desire to communicate, connect, and form relationships. God created us to desire love 
and to be loved. In our digital age, it seems as though it is easier than ever to connect and form relationships 
with people from all over the world. While it may seem as though online communication is simply an extension 
of face to face communication, the same rules and intuitive principles do not always apply. There is, to a degree, 
a wall of anonymity and disconnect when communicating and relating online that decreases inhibitions, which 
can lead to inappropriate and/or hurtful behaviour. Certain aspects such as tone, body language, eye contact, 
and the like are not possible in the same way in online communication and so students must learn how to 
communicate and build relationships not only effectively, but also respectfully and in a way that builds up our 
neighbour. 

Learning Activities  

DC2 That’s Not Cool: Healthy and Respectful Relationships Online – More Info 
Grade: 4-10 
Students begin by considering one of five scenarios that illustrate unhealthy relationship behaviours 
relating to digital media: pressuring others to share private content, cyberstalking, harassment and 
abuse of trust. Students then relate the scenarios to their own experience by brainstorming other 
examples of these behaviours and voting on which they feel are most relevant to their lives. The teacher 
then leads a guided discussion on the reasons why unhealthy behaviours may be more common when 
we communicate through digital media and ways in which they can be avoided or mitigated. Finally, 
students act out their own scenario in which they portray young people successfully dealing with one of 
the unhealthy relationship behaviours. 

DC4 Rules of the Game – More Info 
Grade: K-3 
Students consider the importance of the written and unwritten rules that make it possible to learn and 
play together, online and offline. 

DC11 Promoting Ethical Behaviour Online – My Virtual Life – More Info 
Grade: 4-10 
Students learn about ways to manage their privacy and reputation online by exploring their digital 

http://mediasmarts.ca/teacher-resources/thats-not-cool-healthy-respectful-relationships-online
http://mediasmarts.ca/teacher-resources/thats-not-cool-healthy-respectful-relationships-online
http://mediasmarts.ca/teacher-resources/rules-game
http://mediasmarts.ca/teacher-resources/rules-game
http://mediasmarts.ca/lessonplan/promoting-ethical-behaviour-online-our-values-and-ethics-lesson
http://mediasmarts.ca/lessonplan/promoting-ethical-behaviour-online-our-values-and-ethics-lesson
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presence and to make good choices about sharing other people’s content online. Students explore how 
they are portrayed online through their own content and content posted or shared by others, and 
research tools for controlling access to their online content. Finally, students explore moral dilemmas 
relating to posting and sharing personal material. 
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Appendix Q: Digital Footprint and Reputation 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 

K
 -

 3
 

4
 -

 7
 

8
 -

 1
0

 

1
1

 -
 1

2
 

Learning 
Activities 

Q. Digital Footprint and Reputation:  understands that their online activities leave a permanent "digital 
footprint" or "trail" and behaves accordingly. It is expected that students will: 

1) recognize that online activity leaves a public “digital footprint” or “trail” that can 
be permanently stored, searched, copied, and transferred. 

    
DC6, DC17, 

DC18 

2) discuss how their digital footprint that can be big/small, helpful/hurtful, 
depending on how they manage it.  

    DC17, DC18 

3) evaluate how a Christian’s online activity impacts the reputation of Christ and His 
Followers     

    
DC14, DC15, 

DC16 

4) apply strategies to protect their digital footprint and reputation.     
DC14, DC15, 

DC16 

5) appreciate their responsibility to protect the privacy and reputation of others 
when sharing information online. 

    
DC14, DC15, 

DC16 

Why Should I Teach About Digital Footprint and Reputation? 
A digital footprint is the information left behind when a person visit a website, either by comments the student 
might have made, links the student clicked on, forms the student filled in, or more. In order to protect their 
privacy and internet safety, students need to recognize that this information is accessible to others, and can be 
used to gain information about the student, target advertising to the student, and possibly malign the students’ 
name. As ambassadors of Christ, students who are aware of their digital footprint and know how to manage it 
will not only protect their reputation but will also defend the name of Christ and his followers. 

Learning Activities 

DC6 Live Streaming Events 
Grade: K-12 
Church functions, graduations, funerals, community events, memorials, cenotaphs, parades, press 
conferences, and animal webcams are often livestreamed and are easily accessible. Explain that this 
information is available online, often publicly. Discuss how privacy can be compromised by public access 
to live streaming. Discuss the reasons why people use passwords to protect private information, 
including access to some livestreamed events. 

DC14 Behaving Ethically Online: Ethics and Empathy – More Info 
Grade: 4-7 
Students are introduced to the idea that “hot” emotional states such as anger or excitement can make it 
harder for them to control how they act. They also discuss the concept of empathy and look at the ways 
in which digital communication can make it harder to feel empathy for other people. Students then read 
scenarios that portray two sides of an online conflict and consider how to resolve them, using their 
discussion to build a list of tools for emotional management and conflict resolution online. Finally, 
students create a media product that explains and reminds them of one of those tools. 

DC15 Behaving Ethically Online: Ethics and Values – More Info 
Grade: 4-10 
Students consider how we come to hold values and how they affect our behaviour, especially online. 
They begin by comparing their assumptions about how common positive and negative online behaviours 
are with accurate statistics, and then consider how believing that something is more or less common 
than it really is can affect whether or not we think it’s acceptable. The teacher then uses a fable to 

http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-empathy
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-empathy
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-values
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-values
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introduce students to the ways that values can be communicated both overtly and implicitly and 
students discuss the ways in which their values have been communicated to them. They then turn 
specifically to the online context and consider what values they have learned about online behaviour 
and how they learned them. Finally, students consider scenarios that examine ethical questions online 
and role-play ways of resolving them 

DC16 Introduction to Cyberbullying: Avatars and Identity – More Info 
Grade: 4-7 
Because of the ways that digital media leave out many of the cues that prompt us to feel empathy, it is 
easy for young people to sometimes forget that real people – with real feelings – are at the heart of 
online conversations. In this lesson, students are provided with opportunities to explore this concept 
and discuss the importance of using empathy and common sense when talking to others online. 

DC17 Your Digital Footprint – More Info 
Grade: K-7 
This lesson helps students learn about the similarities of staying safe in the real world and when visiting 
websites. Students will also learn that the information they put online leaves a digital footprint or “trail.” 
This trail can be big or small, helpful or hurtful, depending on how they manage it. 

DC18 Trillion-Dollar Footprint – More Info 
Grade: 4-10 
Students learn that they have a digital footprint, which can be searched, shared, and seen by a large, 
invisible audience. Students then learn that they can take some control over their digital footprint based 
on what they post online.  

http://mediasmarts.ca/lessonplan/introduction-cyberbullying-avatars-and-identity-lesson
http://mediasmarts.ca/lessonplan/introduction-cyberbullying-avatars-and-identity-lesson
https://code.org/curriculum/course2/18/Teacher
https://code.org/curriculum/course2/18/Teacher
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
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Appendix R: Self-Image and Identity 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

R. Self‐image and Identity:  understands how our self-image, perceptions of others, and our social values may 
be manipulated. It is expected that students will: 

1) monitor and regulate their media consumption habits.     DC19, DC38 

2) remember that images and videos can be digitally manipulated for positive or 
negative purposes. 

    DC22 

3) identify the ways digital manipulation can distort our perceptions of reality, truth, 
beauty, health, sexuality, etc.  

    
DC20, DC21, 
DC22, DC23 

4) recognize that their self-image can be shaped by their digital environment.     
DC22, DC23, 

DC24 

5) analyze the ways video games, virtual worlds and other media can affect our 
perceptions of reality, truth, beauty, health, sexuality, etc.  

    
DC22, DC23, 

DC24 

 

Why Should I Teach About Self-Image and Identity? 
We confess that we are not our own, but belong to Jesus Christ. Since digital media can be manipulated and can 
distort the truth, healthy use of information technology requires that Christians find their identity in Christ, not 
in anything of this world, including the media they use. Students need to be taught to recognize how the world 
seeks to distort perceptions of truth through digital media, often in very subliminal ways. They must also 
understand how their own self-image might be shaped by their digital experiences. 

Learning Activities 

DC19 Digital Show & Tell 
Grade: K-7 
Invite students to bring in a digital device they use at home and show the class how it is used and for 
what purpose they use it. Suggested devices may include a tablet, laptop, media player, or handheld 
gaming device. Invite students to try some of these devices. Discuss how students self-monitor their 
digital media habits and how use of technology can affect spiritual, mental, and physical health in both 
positive and negative ways. 

DC20 Advertising and Male Violence – More Info 

Grade: 11-12 
This lesson is intended to make students aware of the ways in which male violence is used and 
promoted in advertising. 

DC21 Mirror Image – More Info 

Grade: 4-10 
Students analyze their own body image and consider what they wish they could change. They discuss 
how smoking relates to body image, particularly for young women, and learn about the link between 
beauty and smoking. 

DC22 Put Your Best Face Forward – More Info 

Grade: 4-10 
Students start by discussing the phenomenon of “selfies” and serve as experts in advising the teacher on 
the standards by which the “best” selfies are judged. They then discuss a number of statements taken 
from interviews with youth that highlight issues of self-representation, body image and gender 

http://mediasmarts.ca/lessonplan/advertising-and-male-violence-lesson
http://mediasmarts.ca/lessonplan/advertising-and-male-violence-lesson
http://mediasmarts.ca/lessonplan/mirror-image-lesson
http://mediasmarts.ca/lessonplan/mirror-image-lesson
http://mediasmarts.ca/teacher-resources/put-your-best-face-forward
http://mediasmarts.ca/teacher-resources/put-your-best-face-forward
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standards, and learn about “photoshopping” images. Finally, students apply what they have learned by 
modifying an image that is at least 50 years old to meet “selfie” standards. 

DC23 Representing Ourselves Online – More Info 

Grade: K-3 
Students talk about dressing up and taking on identities that are similar to or different from them. They 
are then introduced to the idea of avatars as a kind of “dressing up” inside video games and consider the 
ways in which the technical, generic and aesthetic limitations on avatar creation and customization 
affect their choices and their ability to represent themselves online. 

DC24 The Anatomy of Cool – More Info 

Grade: 4-7 
This lesson helps students become more aware of the media’s role in determining what, and who, are 
perceived as being cool. Through class discussion and activities, students explore the differences 
between superficial and real “coolness,” how marketers use cool to sell products, and how their own 
attitudes and perceptions are affected by media messages that reinforce specific messages about what 
coolness is. 

DC38 Assessing Digital Discipleship 
Grade: 8-12 
Students will create a digital technology log for the purpose of assessing their level of ethical and 
responsible use of digital technologies. Students will record all of their activities and communication in 
email, social media, browsing and other internet use over several days. Each student will assess self-
assess the ethical and moral level of each activity or statement/communication using a 3, 4 or 5 point 
scale. Teachers may wish to have students keep their log private. Students will write a reflective essay 
based on their self-assessment, indicating the degree to which they use digital technologies in the 
service of God and their neighbour, including strategies for improvement. They should also answer 
questions like: Did you avoid some activities and statements because you knew you would have to 
record and rate them? How did this activity change your behaviour? How did your activity and 
communication advance the kingdom of God or demonstrate discipleship of Christ?  
  

http://mediasmarts.ca/teacher-resources/representing-ourselves-online
http://mediasmarts.ca/teacher-resources/representing-ourselves-online
http://mediasmarts.ca/lessonplan/anatomy-cool-lesson
http://mediasmarts.ca/lessonplan/anatomy-cool-lesson
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Appendix S: Copyright and Legal Issues 

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

S. Copyright and Legal Issues:  respects another’s ownership of their digital creations.  
It is expected that students will: 

1) respect the rights of the owner of a digital creative work.     
P1, DC25, 

DC26, DC27, 
DC34 

2) distinguish between taking inspiration from the work of others and using that 
work without permission (ie plagiarism, stealing). 

    
P1, DC25, 

DC27, DC34 

3) understand ethical dimensions of respecting intellectual property.     
DC25, DC27, 

DC34 

4) analyze alternative licensing strategies including public domain, “Copyleft”, or 
creative commons licenses.  

    DC27, DC34 

Why Teach Copyright and Legal Issues? 
As today's tech-savvy teens become increasingly involved with technology and the Internet for learning, work, 
civic engagement, and entertainment, it is vital to ensure that they understand their legal rights and 
responsibilities under copyright law and also how the law affects creativity and innovation. As Christians who are 
learning to shine their light into the world, our students must also learn how to use technology to praise God 
and benefit their neighbour. By doing so, they promote and practice legal and ethical behavior. 

Learning Activities  

P1 Research Project – See Appendix Z 

 Grade: 4-12 

DC25 Up, Up, and Away™ – More Info 

Grade: 4-10 
Students encounter the key concepts of intellectual property, learning the difference between copyright 
and trademark and coming to understand how these affect how media products are created and sold. 
The lesson uses the legal decision regarding the rights to the comic book hero Superman to help 
students understand the different ways in which intellectual properties can be owned, leased and sold. 
It begins with a discussion that examines students’ understanding of intellectual property principles and 
then looks closely at the Superman case to introduce key topics and questions. This is followed by a 
series of activities that ask students to explore the key ideas they’ve learned and consider how 
intellectual property issues are relevant to them. As a summative activity, students hold a debate on 
intellectual property issues. 

DC26 Stay on the Path – More Info 

Grade: 4-10 
This four-lesson unit on search skills and critical thinking teaches students how to target and specify 
their online searches to avoid unwanted results, how to judge whether a link, search result or website is 
legitimate or phony and how to find legitimate sources online for media works such as music, videos and 
movies. 

DC27 Copyright and Fair Use (Basic) – More Info 

Grade: 8-10 
This series of lesson plans designed for middle school explains copyright, fair use, copyright confusion, 

http://mediasmarts.ca/lessonplan/up-and-away
http://mediasmarts.ca/lessonplan/up-and-away
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediaeducationlab.com/copyright-and-fair-use-lesson-plans-high-school-college-and-graduate-education
http://www.gcflearnfree.org/useinformationcorrectly/copyright-and-fair-use/2/


RCDC Information Technology Curriculum -- July 2016   Page 59 of 125 

 

and alternative licensing strategies. 

DC34 Copyright and Fair Use (Advanced) – More Info 

Grade: 11-12 
This series of lesson plans designed for high school seniors explains copyright, fair use, copyright 
confusion, and alternative licensing strategies. 

 

  

http://mediaeducationlab.com/copyright-and-fair-use-lesson-plans-high-school-college-and-graduate-education
http://mediaeducationlab.com/copyright-and-fair-use-lesson-plans-high-school-college-and-graduate-education
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Appendix T: Balanced Attitude  

Digital Citizenship 
Christian students understand human, cultural, and societal issues related 
to technology.  They use technology to praise God and benefit their 
neighbour; they promote and practise legal and ethical behavior. 
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Learning 
Activities 

T. Balanced Attitude Toward Technology and Society:  demonstrates an informed, balanced, and progressive 
Christian attitude toward using digital technology and its impact on society. It is expected that students will: 

1) exhibit a balanced, Christian attitude toward the use of IT in everyday life.      
DC19, DC28, 
DC29, DC30, 
DC31, DC38 

2) reduce or avoid technology-related threats to their spiritual, physical,  
and mental health.  

    

DC19, DC28, 
DC29, DC30, 

DC31, DC38, 

DC40 

3) demonstrate a willingness to adapt to new technologies when appropriate.     
P1, DC19, 

DC28, DC38 

4) adopt productive work habits that limit digital distractions.      
P1, DC19, 

DC28, DC29 

5) monitor personal goals and strive to improve digital competence.      DC28 

6) examine local/global social, cultural, economic, and environmental issues related 
to digital technologies.  

    DC40, DC42 

7) strive to serve the local or global community: advocate and practice safe, ethical, 
appropriate, productive, legal, and responsible use of IT with an interest to 
serving God and their neighbour. Consider topics such as automation, drones, 
artificial intelligence, augmented reality, virtual reality, mobile devices, robotics, 
digital currencies like bitcoin, hacking, P2P sharing, piracy, VPNs, data collection, 
anonymity, etc. 

    DC38 

Why Should I Teach About Balanced Attitude? 
With access to and reliance on technology, students must resist the temptation to let technology take over their 
lives. A balanced attitude begins with self-reflection on a student’s own use of technology and goal-setting to 
align use of technology with healthy, Biblical habits. These habits may include the amount of time spent using 
digital media, but should also include effectively technology is being used, and how time using technology can 
be used in a meaningful way.  

Learning Activities 

P1 Research Project – See Appendix Z 

 Grade: 4-12 

DC19 Digital Show & Tell  

Grade: K-7 
Invite students to bring in a digital device they use at home and show the class how it is used and what 
they use it for. Suggested devices may include a tablet, laptop, media player, or handheld gaming 
device. Invite students to try some of these devices. Discuss how students self-monitor their digital 
media habits and how use of technology can affect spiritual, mental, and physical health in both positive 
and negative ways. 

DC28 Digital Media Journal  

Grade: K-12 
Have students track and record their use of digital media over the course of week. Students should 
include what types of devices they used, what they used the device for (eg work, entertainment, etc…), 



RCDC Information Technology Curriculum -- July 2016   Page 61 of 125 

 

and how long they used the device. Have students create two personal goals: 1) to improve digital 
competence, such as improving typing speed, gaining familiarity with a word processing program, or 
developing more effective ways to find information online, and 2) to limit digital distractions, such as 
setting specific times of day aside for work or entertainment, limiting IT entertainment time, or 
reorganizing the desktop or internet browser home page and shortcuts bar to reduce visual distractions. 

DC29 Video Games  – More Info 

Grade: 4-10 
Students are introduced to the ways video games may impact their mental and physical health. Students 
start with a reflection on their use of video games, specifically the amount of time they play and the role 
of games in their lives. This is followed by a class activity based on several key questions relating to the 
positive and/or negative effects video games may have on our health. Finally, students will be given an 
opportunity to debate key claims on the health effects of video games. 

DC30 Finding Balance in Our Digital Lives – More Info 

Grade: K-3 
Students look at the different ways in which we spend our free time and learn to find balance between 
active, learning and media activities. They begin by distinguishing between Active, Learning and Screen 
time, learn how activities can fall into more than one category; and reflect on their lives to see how well 
screen time is balanced by other types of activities. Finally, students consider how they might improve 
how their time is balanced. 

DC31 Game Time – More Info 

Grade: 4-7 
Students consider the positive aspects of video games as well as the ways in which games may take time 
away from other activities they enjoy. Students are introduced to the idea of balancing game and screen 
time with other parts of their lives and learn about the reasons why they may be tempted to spend 
more time playing games or find it difficult to stop playing. They then keep a diary of their game play (or 
another screen activity if they do not play video games) that prompts them to reflect on their gaming 
habits. Partway through that process, they are introduced to techniques that will help them moderate 
their game play and deal with the difficulties they may feel reducing game time. Finally, students reflect 
on the experience and develop a plan to make their game play more mindful. 

DC38 Assessing Digital Discipleship 

Grade: 8-12 
Students will create a digital technology log for the purpose of assessing their level of ethical and 
responsible use of digital technologies. Students will record all of their activities and communication in 
email, social media, browsing and other internet use over several days. Each student will assess self-
assess the ethical and moral level of each activity or statement/communication using a 3, 4 or 5 point 
scale. Teachers may wish to have students keep their log private. Students will write a reflective essay 
based on their self-assessment, indicating the degree to which they use digital technologies in the 
service of God and their neighbour, including strategies for improvement. They should also answer 
questions like: Did you avoid some activities and statements because you knew you would have to 
record and rate them? How did this activity change your behaviour? How did your activity and 
communication advance the kingdom of God or demonstrate discipleship of Christ?  

DC40 Technology: Conveniences and Consequences – More Info 

Grade: 8-12 
Students will consider both the benefits and the hazards of technology in today’s world through the lens 
of the environment. Students will realize that, while human inventions have made our lives infinitely 
more healthy, convenient and enjoyable, they have also introduced new threats, such as toxic pollution, 
that affect both human health and the health of our environment. The challenge confronting our society 
– and our students – is identifying the proper use of technology to improve our lives while still 
protecting the quality of the natural world.  

http://mediasmarts.ca/lessonplan/video-games-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/video-games-lesson
http://mediasmarts.ca/teacher-resources/finding-balance-our-digital-lives
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/teacher-resources/finding-balance-our-digital-lives
http://mediasmarts.ca/teacher-resources/game-time
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/teacher-resources/game-time
http://www-tc.pbs.org/wgbh/americanexperience/media/uploads/earthdays_tg_technology.pdf
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DC42 True Cost of Cool – More Info 

Grade: 8-12 
Students analyze media messages that promote consumerism, and learn about environmental costs of 
our consumption. In this lesson, students will: 

 Explore the impact advertisements have in promoting consumerism 

 Learn about hidden environmental costs in things we buy 

 Analyze advertisements in popular teen magazines 

 Watch video about mass consumerism, its impact on nature, and how teens can make informed 
consumer choices that help protect the environment. 

YouTube link to documentary referenced in lesson.  

 
  

http://sfenvironmentkids.org/teacher/lesson_plans/True_Cost_of_Cool_6-12.pdf
https://www.youtube.com/watch?v=7ZzEfHe6vY8&list=PLCDC83CF3DEB537A8&index=1
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Appendix U: Information Literacy 
Research and Information Literacy 
Christian students employ digital tools to gather, evaluate, and use information to 
praise God and benefit their neighbour, their community, and their world. 
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Learning 
Activities 

U. Information Literacy:  uses digital technology to carry out research in an effective, responsible, and ethical 
manner. It is expected that students will: 

1) identify trustworthy digital sources using specific criteria.      
P1, IL1, IL2, 

IL3, IL4, IL6, 
IL10 

2) employ strategies to increase the accuracy of their searches.     
P1, IL1, IL2, 
IL3, IL4, IL6 

3) defend the importance of citing all research sources.     P1, IL3, IL5 

4) write bibliographical citations for online sources according to a standard method.      P1 

5) evaluate and select information sources and digital tools based on their 
appropriateness to specific tasks.  

    P1, IL10 

Why Should I Teach Information Literacy? 
Because its use is open to all, the internet has become a platform for people with biased agendas, for non-
experts to give opinions without having to show credentials, and for hackers and scanners to set up malicious 
websites. These can prey on unsuspecting users when they do not understand how to use the good resources 
available effectively. Students need to be taught how to look for information, how to recognize good and bad 
information and sources, and how to defend and source the good information they find. In doing so, they will 
not only protect their own reputation, but will also defend what is right and true. 

Learning Activities 

P1 Research Project – See Appendix Z 

 Grade: 4-12 

IL1 Finding and Authenticating Online Information on Global Development Issues – More Info 

Grade: 4-12 
In this two-day unit, students learn strategies for using the Internet effectively to research global 
development issues. 

IL2 Hoax? Scholarly Research? Personal Opinion? You Decide!  – More Info 

Grade: 8-12 
This lesson is designed to help students determine the validity of information that is presented to them 
on the Internet. 

IL3 Stay on the Path – More Info 

Grade: 4-10 
This four-lesson unit on search skills and critical thinking teaches students how to target and specify 
their online searches to avoid unwanted results, how to judge whether a link, search result or website is 
legitimate or phony and how to find legitimate sources online for media works such as music, videos and 
movies. 

IL4 Taming the Wild Wiki – More Info 

Grade: 4-10 
Students are introduced to Wikipedia, the user-edited online encyclopedia, and given an overview of its 
strengths and weaknesses as a research source. They are taught how to evaluate the reliability of a 
Wikipedia article and then attempt to improve an existing article. 

http://mediasmarts.ca/lessonplan/finding-and-authenticating-online-information-global-development-issues-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/finding-and-authenticating-online-information-global-development-issues-lesson
http://mediasmarts.ca/lessonplan/hoax-scholarly-research-personal-opinion-you-decide-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/hoax-scholarly-research-personal-opinion-you-decide-lesson
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediasmarts.ca/lessonplan/taming-wild-wiki-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/taming-wild-wiki-lesson
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IL5 So Many Choices – More Info 

Grade: 4-7 
This lesson introduces the students to the first steps in finding information on the Internet. Specifically, 
this lesson helps students understand the basic good practices of searching for something online: be 
accompanied by a trusted adult, start with a safe site and understand the use and power of using good 
links and keywords to find what they are looking for and to avoid bad results. 

IL6 Deconstructing Web Pages – More Info 

Grade: 4-10 
Students apply the “5Ws of Cyberspace” to sources of information they find online. Assuming the role of 
a student researching a science project, students must authenticate the information in an online article 
about the artificial sweetener, aspartame. 

IL10  Introduction to EBSCO: Science Reference Centre – More Info 

Grade: 4-12 
As an educator, you can ensure your students are successful researchers for years to come by teaching 
them how to properly use library databases. Before the first research project is assigned, take some 
time to familiarize your students with the database’s features and functionality. As students proceed 
through school, they will become more independent in their learning, inquiry, research and discovery. 
This lesson plan includes activities to engage your students in database research and establish best 
practices. (This lesson requires access to the EBSCOhost reference system) 

 

  

http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
http://support.ebsco.com/knowledge_base/detail.php?id=7598
https://www.ebscohost.com/
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Appendix V: Information Processing and Management 
Research and Information Literacy 
Christian students employ digital tools to gather, evaluate, and use information to 
praise God and benefit their neighbour, their community, and their world. 
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Learning 
Activities 

V. Information Processing and Management:  uses technology to improve their ability to gather, organize, 
analyze, and evaluate the relevance and purpose of digital information. It is expected that students will: 

1) collect and interpret data, and report results.      P1, IL7, IL8 

2) locate, analyze, and collect information from diverse, multimodal sources (text, 

graphic, video). 
    P1, IL7, IL8 

3) organize, manipulate, and synthesize digital content according to genre, theme, 
or purpose.  

    P1, IL9 

Why Teach Information Processing and Management? 
When digital tools are understood and used effectively and efficiently, students can improve their ability to 
gather, organize, analyze, and evaluate the relevance and purpose of digital information. As students gain 
familiarity of their digital tools, they can use technology to enhance learning, and with mastery can complete 
tasks with technology that were previously inconceivable. 

Learning Activities  

P1 Research Project – See Appendix Z 

 Grade: 4-12 

IL7 Statistical Accuracy and Reliability – More Info 

Grade: 8-12 
With access to spreadsheet, presentation software, web authoring tools, and the Internet, students 
assess the strengths, weaknesses, and biases of samples and data collection methods. Students are to 
select misleading graphs from electronic resources and represent the data more accurately in two other 
graphic formats. Students should explain how they would collect, analyze and present information 
reliably. They should create an electronic presentation designed to enhance understanding of how data 
can be represented in misleading and reliable ways. 

IL8 Earthquakes and Volcanoes – More Info 

Grade: 8-12 
Students study whether B.C. is “long overdue” for a major earthquake. They collect and organize 
information using a variety of resources. After researching, students must choose a presentation format 
to show their work. Students should be given an outline that includes information on indicators of past 
earthquakes, geographic factors that cause earthquakes, and how earthquakes and volcanoes impact 
the environment. 

IL9 Use Information Correctly – More Info 

Grade: 4-10 
Plagiarism and copyright abuse have increased greatly as more and more people are producing content 
online. Learn how to use information correctly to create quality content while protecting the intellectual 
property of others. 

 

 
 
 

 

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.gcflearnfree.org/useinformationcorrectly/putting-info-together/1/


RCDC Information Technology Curriculum -- July 2016   Page 66 of 125 

 

Appendix W: IT for Advanced Learning 

Critical Thinking, Problem Solving, and Decision Making 
Students use Christian discernment and critical thinking skills to plan and 
conduct research, manage projects, solve problems, and make informed 
decisions using appropriate digital tools and resources. 
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Learning 
Activities 

W. IT for Advanced Learning:  uses IT to improve their critical thinking, problem solving, and decision making. 
It is expected that students will: 

4) use data to identify problems and solutions.      CT2, CT5 

5) seek digital resources to develop significant questions for investigation.      CT2, CT5 

6) apply correct digital tools to problem solving activities (eg mind maps, diagrams).     CT1 

7) develop and demonstrate logical thinking skills (eg Boolean logic, basic programing 

concepts, IF functions and loops, game logic). 
    P5, CT3 

8) design complex models and simulations using digital technology to identify 
trends and forecast possibilities. 

    CT3, CT4 

Why Teach IT for Advanced Learning? 
Technology offers students an opportunity to plan and conduct research, manage projects, solve problems, and 
make informed decisions. In order for this to effectively take place, students must be taught how to use Christian 
discernment and critical thinking skills. They must also know which digital tools and resources to use, and how to 
use them.  

Learning Activities 

P5 Video Project – See Appendix Z  

Grade: 8-12 

CT1 A Walk Through the Past – More Info 

Grade: 4-12 
After examining ancient cultures in Social Studies, students consider how ideas and artifacts from a past 
culture impact modern society. Using mind-mapping software, students brainstorm ideas and artifacts 
from ancient cultures. They could consider writing, daily life, government, irrigation, the wheel, 
astronomy, geography, writing, math, laws, society, social structure, human rights (slaves), etc. After 
completing their webs, students create a PowerPoint presentation where they choose an artifact from a 
past culture and discuss how that artifact impacts modern society. 

CT2 Wolfram|Alpha Lessons Collection – More Info 
Grade: 4-12 (various grade level lessons) 
Wolfram|Alpha for Educators is a collection of free lesson plans, examples of, and ideas for using 
Wolfram|Alpha in the classroom. The lesson plans are currently arranged in three categories; 
mathematics, science, and humanities. All of the lesson plans are available as free pdf downloads. The 
lesson plans are labeled according to grade level, but you cannot see the grade level label until you 
download the lesson plan. 

CT3 Teaching App Development with Swift – More Info 
Grade: 8-12 
This is a collection of course materials for educators to teach computer science concepts through Swift 
and iOS app development. Lead learners through experiential learning, using a customizable suite of 
lesson plans, presentations, and Xcode projects. Engage students with a project-based curriculum, and 
guide students in creating iOS apps. Adopt projects and lesson plans to fit your course and different 
learning styles. Create real apps that teach students Swift, the iOS SDK, and the Apple developer toolset. 

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.wolframalpha.com/educators/lessonplans.html
https://swifteducation.github.io/teaching_app_development_with_swift/
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CT4 Code Academy Teaching Resources – More Info 

Grade: 8-12 

Code Academy provides high school programming material. Students learn how to code in different 

languages (HTML, CSS, JAVAScript, PHP, Python, Ruby and SQL). It is more advanced and is well suited to 

self-directed learning. The program also has Curriculum for Schools with a teacher dashboard where 

student progress can be tracked. 

CT5  Introduction to EBSCO: Science Reference Centre – More Info 

Grade: 4-12 
As an educator, you can ensure your students are successful researchers for years to come by teaching 
them how to properly use library databases. Before the first research project is assigned, take some 
time to familiarize your students with the database’s features and functionality. As students proceed 
through school, they will become more independent in their learning, inquiry, research and discovery. 
This lesson plan includes activities to engage your students in database research and establish best 
practices. (This lesson requires access to the EBSCOhost reference system) 

Resources 
 EBSCOhost 

o EBSCOhost is a powerful online reference system accessible via the Internet. It offers a variety of 

proprietary full text databases and popular databases from leading information providers.  

o EBSCOhost offers customizable basic and advanced searching supported by Boolean logic, 
natural language, enhanced subject indexing and journal searching. With links from the full 
record display to related articles by subject, magazine issue or author, users can further explore 
their topic. In addition, EBSCOhost allows patrons to print, email or download multiple articles. 

o EBSCOhost requires a subscription through an educational institution, or a private subscription. 

 Wolfram|Alpha 
o Wolfram|Alpha is an engine for computing answers and providing knowledge. It works by using 

its vast store of expert-level knowledge and algorithms to automatically answer questions, do 
analysis, and generate reports. 

o Wolfram|Alpha is a computational knowledge engine, not a search engine. 

 Code Academy 
o www.codeacademy.com provides high school programming material. Students learn how to 

code in different languages (HTML, CSS, JAVAScript, PHP, Python, Ruby and SQL). It is more 
advanced and is well suited to self-directed learning. The program also has Curriculum for 
Schools with a teacher dashboard where student progress can be tracked. 

 See Appendix K: Programming for more resources related to advanced IT projects and ideas. 

  

https://www.codecademy.com/schools/curriculum
http://support.ebsco.com/knowledge_base/detail.php?id=7598
https://www.ebscohost.com/
https://www.ebscohost.com/
http://www.wolframalpha.com/
https://www.codecademy.com/
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Appendix X: IT for Creative Expression 

Creativity and Innovation 
Students use their God-given talents in digital technology to enhance 
creative thinking and innovation. 
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Learning 
Activities 

X. IT for Creative Expression:  uses IT to enhance their creativity and innovation. It is expected that students 
will: 

1) use a variety of digital media (text, images, audio, and video) for creative expression.       P5 

2) explain how meaning is produced through multimedia (text, images, audio, video).     P5 

3) analyze how culture is impacted by new digital technologies   
(social media, smartphones, streaming video).  

    CI1, CI2 

4) apply existing knowledge to generate new ideas, products, or processes using 
digital technology.  

    CI3, CI4, CI5 

5) remix existing digital content into something new.      P5 

6) create original digital works or products (individually or as part of a team).      P5 

Why Teach IT for Creative Expression? 
Our God is a creative God, and he has fashioned us to be creative beings. In the distant past (and still today) this 
meant using the raw material of creation and fashioning it into something new and useful or beautiful. As 
technology evolved, artists and creators were increasingly given new materials, like paint or canvas, to work 
with and create things that were previously impossible or unheard of. Today we have powerful innovative tools 
in digital technology with which to create and express, and this offers students exciting possibilities to leave 
their creative impact on the world.  

Learning Activities  

P5 Video Project – See Appendix Z 

 Grade: 8-12 

CI1  A Walk Through the Past – More Info 

Grade: 4-12 
After examining ancient cultures in Social Studies, students consider how ideas and artifacts from a past 
culture impact modern society. Using mind-mapping software, students brainstorm ideas and artifacts 
from ancient cultures. They could consider writing, daily life, government, irrigation, the wheel, 
astronomy, geography, writing, math, laws, society: social structure, human rights (slaves) etc. After 
completing their webs, students create a PowerPoint presentation where they choose an artifact from a 
past culture and discuss how that artifact impacts modern society. 

CI2  History of Computers 

Grade: 8-12 
The following links provide lesson plans on the history of the computer and the Internet.  

http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history 

http://www.learnthenet.com/lesson-plans/internet-history-and-future/ 

Many videos detailing the history of computers and the internet are available. Below are some that may 
be applicable to your lesson and age level. Preview the video before watching with your class. 

Ancient Computer. DVD from PBS 
Silicon Valley: Where the Future was Born. DVD from PBS 
Steve Jobs: The Lost Interview. DVD from Magnolia Home Entertainment 

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history
http://www.learnthenet.com/lesson-plans/internet-history-and-future/
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The Creation of the Computer. DVD from History Channel 
Download: The True Story of the Internet. DVD from Science/Discovery Channel 

Students can also complete a web-based research project about computer and internet inventors (eg 
Charles Babbage, Alan Turing, Vinton Cerf, Robert Kahn, Tim Berners-Lee, Steve Jobs, Bill Gates, Mark 
Zuckerberg, Larry Page, Sergey Brin, etc) and early computing devices: (Antikythera mechanism, 
astrolabe, difference engine, Z3, Colossus, ENIAC, etc). 

CI3 Use Information Correctly – More Info 

Grade: 4-10. Learn how to use existing information correctly to create quality content while protecting 
the intellectual property of others. 

CI4 Creating Info Graphics – More Info 

Grade: 10-12.  
Learn how to use existing information to produce infographics. Infographics are graphic visual 
representations of information, data or knowledge intended to present complex information quickly and 
clearly. In other words, an infographic collects data, organizes it, and turns this information into an easy 
to understand visual, such as a chart or map. 

CI5 Promoting a Business – More Info 

Grade: 8-12.  
This outline is from a lesson from Technokids. Students will promote an imaginary amusement park. 
Design posters in Word, surveys in Excel, ads in PowerPoint, and Publisher. The lesson is for purchase, 
but can be adapted for a different task. 
Session 1: Create an Amusement Park 
Promote amusement park rides, exhibits, and shows with a poster in Word. 
Session 2: Research an Animal Exhibit 
Research animal facts and create placards, in Word, that will inform visitors. 
Session 3: Survey a New Attraction 
Conduct a survey to increase visitor traffic. Graph and analyze results in Excel. 
Session 4: Advertise a New Attraction 
Create an electronic bulletin board. Publicize a new attraction using PowerPoint. 
Session 5: Invite Guests to an Event 
Use Publisher to create an invitation to an exclusive event. 
Session 6: Analyze Amusement Park Data 
Use Access to make corporate decisions about rides, exhibits, and events. 
  

http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.gcflearnfree.org/useinformationcorrectly/putting-info-together/1/
http://www.creativebloq.com/infographic/tools-2131971
http://www.technokids.com/Store/High-School/TechnoWonderland/computer-class-activities.aspx
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Appendix Y: Online Communication and Collaboration 

Online Collaboration and Communication 
Students use digital technology to communicate and work collaboratively, 
to support individual learning and contribute to the learning of others. 
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1
1
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 1
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Learning 
Activities 

Y. Online Communication and Collaboration:  connects, shares, communicates, and collaborates with others 
effectively in digital environments. It is expected that students will: 

7) communicate effectively using digital tools (eg email, messaging, video conferencing), 
taking into account the purpose, audience, and tone. 

    
P2, P4, P5, 

OCC3 

8) present information and ideas effectively to multiple audiences using a variety of 
formats (eg blogs, websites, videos).  

    
P2, P4, P5, 

OCC3 

9) share their God-given talent using digital tools (eg social media, online portfolios).      OCC1, OCC3 

10) collaborate with peers, experts, and others, employing a variety of digital tools.      OCC2, OCC3 

11) contribute to the public domain (eg wikis, forums, reviews).     
OCC1, OCC2, 

OCC3 

Why Teach IT for Online Communication and Collaboration? 
Online communication and collaboration open up the possibilities for student learning. Digital communication is 
an important skill for daily interaction. Online collaboration is a means for students to both feel comfortable in a 
setting larger than their classroom and also a means to teach them the aspects of becoming a global citizen. 
Online group work allows students to become more active participants in the learning process. Contributing to 
group work requires that students understand what is being discussed, logically organize their thinking, and 
express that thinking with carefully written language. 

Learning Activities 

P2 Presentation – See Appendix Z   

Grade: 8-12 

P4 Digital Poster – See Appendix Z  

Grade: 8-12 

P5 Video Project – See Appendix Z  

Grade: 8-12 

OCC1 Creator’s Rights – More Info 

Grade: 8-12 
Students are introduced to copyright, fair use, and the rights they have as creators. Students first watch 
a video of young writer who talks about posting and protecting her original work online. Students then 
learn key vocabulary terms that will help them conceptualize issues surrounding creative work and 
copyright. Finally, students explore the copyright history of the “Happy Birthday” song and create an 
original happy birthday song of their own. 

OCC2 Collective Intelligence – More Info 
Grade: 8-12 
What are the benefits and drawbacks of people working together to create information online? 
Students analyze the statement, “The whole is better than the sum of its parts,” to understand the 
concepts of synergy and collective intelligence. Students consider both the benefits and drawbacks of 
using collective intelligence in different contexts. Students work in groups to develop materials for a 
website about their school, and then compare their experiences. 

https://www.commonsensemedia.org/educators/lesson/creators-rights-6-8
https://www.commonsensemedia.org/educators/lesson/collective-intelligence-9-12
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OCC3 Beyond Email – More Info 
Grade: 4-12 
Chat, Skype, text, like, tweet, blog, and comment! If you want to communicate in the 21st century, you'll 
need to go beyond email. In this tutorial, we'll show you the ways you can talk and share online in 
today's world. 

 

Some Effective Platforms to Communicate and Collaborate 

Resource Tutorial Description 
1. Communication and Collaboration 

Skype Tutorial Lessons Video Conferencing. 

WhatsApp Web Video Tutorial 
WhatsApp is just one of many instant messaging platforms, 
and includes a PC “web” option. 

Facebook Tutorial Lessons Sharing of ideas and content, as well as instant messaging. 

Twitter Tutorial Lessons Sharing of ideas in a concise and instant format. 

Google Apps Video Tutorial 

Google Apps is a package of cloud-based services that can 
provide your company or school with a whole new way to 
work together online—not just using email and chat, but over 
video conferences, social media, real-time document 
collaborations, and more. 

Dropbox Video Tutorial Cloud based file storage and sharing. 

2. Presentation 

PowerPoint Tutorial Lesson 
A software package designed to create electronic 
presentations consisting of a series of separate pages or 
slides. 

Prezi Tutorial Video 

Prezi is a presentation tool that can be used as an alternative 
to traditional slide making programs such as PowerPoint. 
Instead of slides, Prezi makes use of one large canvas that 
allows you to pan and zoom to various parts of the canvas 
and emphasize the ideas presented there. 

YouTube Tutorial Lesson Video sharing. 

Adobe Spark Tutorial Video 
A suite of apps which allow both web and mobile users to 
create and share visual content – like posts for social media, 
graphics, web stories, and animated videos. 

PowToon Tutorial Video 

PowToon is web-based animation software that allows users 
to create animated presentations by manipulating pre-
created objects, imported images, provided music and user 
created voice-overs. 

Weebly Tutorial Video 
Just one among many, Weebly is a web-hosting service 
featuring a drag-and-drop website builder. 

3. Share God-given talents and creative work 

Pinterest Tutorial Lesson Share your ideas and creative work, browse that of others. 

Etsy Video Tutorial Sell your art and creative work. 

Flickr Video Tutorial Photo sharing. 

MyFolio Site Intro Visual art sharing. 

Writer’s Cafe FAQ Writing sharing. 

 

http://www.gcflearnfree.org/beyondemail/
https://www.skype.com/en/
http://www.gcflearnfree.org/skype/
https://www.whatsapp.com/
https://www.youtube.com/watch?v=yxXiqeq5kRA
https://www.facebook.com/
http://www.gcflearnfree.org/facebook101/
https://twitter.com/
http://www.gcflearnfree.org/twitter/
https://apps.google.com/
https://www.youtube.com/playlist?list=PL6B2lA5Vd2A78PPIzDrTtAvZq6HiG0kU7
https://www.dropbox.com/
https://www.youtube.com/watch?v=29qfd5zDU8A
https://products.office.com/en-ca/powerpoint
http://www.gcflearnfree.org/topics/office/
https://prezi.com/
https://www.youtube.com/watch?v=as9po3WbOhI
https://www.youtube.com/?gl=CA
http://www.gcflearnfree.org/youtube/
https://spark.adobe.com/
https://www.youtube.com/watch?v=jdLR7MLiKM0
https://www.powtoon.com/
https://www.youtube.com/watch?v=bRqO5MasiFk
https://www.weebly.com/
https://www.youtube.com/watch?v=PRneq2dK1bY
https://www.pinterest.com/
http://www.gcflearnfree.org/pinterest/
https://www.etsy.com/
https://www.youtube.com/watch?v=gI0poTpkjB8
https://www.flickr.com/
https://www.youtube.com/watch?v=Xsfak79FNWQ
http://myfolio.com/
http://myfolio.com/help/portfolio
http://www.writerscafe.org/
http://www.writerscafe.org/faq/
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Appendix Z: Projects 
The following major IT projects have been developed with detailed rubrics linked to the learning outcomes: 

 

PROJECT Page 
Research Project -- INTRO 73 
Research Project -- RUBRIC 74 

Research Guide for Grade 4 - 7 76 
Research Guide for Grade 8 - 12 80 

Presentation -- INTRO 84 
Presentation -- RUBRIC 85 

Word Processing Project -- INTRO 87 
Word Processing Project -- RUBRIC 88 

Digital Poster Project -- INTRO 90 
Digital Poster Project -- RUBRIC 91 

Video Project -- INTRO 93 
Video Project -- RUBRIC 94 

Spreadsheet Project -- INTRO 96 
Spreadsheet Project -- RUBRIC 97 

Design and Layout -- RUBRIC 98 

Internet Skills -- RUBRIC 101 

 
These rubrics can be tailored by each teacher to suit their needs. Simply remove items (rows) that are not 
relevant.  
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Project 1: Research (research topic defined by subject area) 

A. Introduction 

Research projects are a great opportunity to increase students IT knowledge and skills. The entire process of finding reliable 
information, synthesizing, summarizing, and presenting the results, involves the use of information technology. As servants in 
God's Kingdom, students will need to learn to use IT tools in an effective and responsible manner. 

B. Established Goals 

12) In pursuit of Godly service as healthy, active youth, our students will: 

2. Apply biblical principles to Christian discernment and ethics in the use of IT, 

5. Be technologically literate, able to demonstrate a sound understanding of IT hardware and software, 

6. Develop competency with IT tools to plan, gather, evaluate, adapt, produce and communicate information. 

C. Understandings –  Students will understand that: 

1) The Internet has a vast amount of information and content with varying degrees of quality. 

Anyone can share and/or use information from the internet to learn new things. 

Some things on the internet are free to use, while other things are not. 
Understandings from other subjects can also be included. 

D. Essential Questions –  Students will ask: 

1) How do I know what information on the Internet is trustworthy? 

2) What can I learn on the internet? 

3) Why can’t I copy and paste things from the internet and pretend I made them? 

E. Key Knowledge –  Students will know: 

1) That some information websites are more trustworthy than others.  

2) That copying without giving credit is stealing.  

3) That citing all research sources gives credit to the authors, helps the audience to 
know where to look for more information, and shows the validity of the 
information. 

Key Terms 

browser, keyword search, search 
engine, website, address bar, 
copyright, plagiarism, source, 
cite, validity 

F. Key Skills –  Students will be able to: 

1) Rate informational websites according to given criteria.  

2) Use strategies to increase the accuracy of their keyword searches. 

3) Write bibliographical citations for online sources according to a standard method.  

4) Present information and ideas to class using presentation software. 

5) Format text (bold, italics, underline, font, font size). 

6) Edit documents (eg cutting, copying, pasting, spell/grammar check, thesaurus). 

F. Performance Task 

Students will use Internet research skills to find, collect, organize, and synthesize relevant information for an assigned topic, 
correctly citing sources. 
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Research Project Rubric 

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
Expectations 

S. Copyright and Legal Issues:  respects another’s ownership of their digital creations. 
It is expected that students will: 

1) Respect the rights of 
the owner of a digital 
creative work. 

is unaware of or ignores 
digital rights 

attempts to respect 
digital rights but does 
not cite sources properly 

respects digital rights 
and cites sources 
properly 

respects digital rights 
 and cites sources 
properly; encourages 
others to do so as well 

2) Distinguish between 
taking inspiration from 
the work of others and 
using that work without 
permission (ie plagiarism, 
stealing). 

does not understand or 
avoid plagiarism  

has some understanding 
of but may inadvertently 
plagiarize by failing to 
distinguish between the 
various forms 

properly understands 
and avoids  the various 
forms of plagiarism 
(cloning, copy/edit, 
find/replace, remixing, 
recycling) 

properly uses the work 
of others and combines 
with their own creative, 
original thought 

T. Balanced Attitude Toward Technology and Society:  demonstrates an informed, balanced, and progressive 
Christian attitude toward using digital technology and its impact on society. It is expected that students will: 

3) Demonstrate a 
willingness to adapt to 
new technologies when 
appropriate. 

is unaware of or 
unwilling to try new 
research tools; Google 
and Wikipedia are 
primary research tools 

moves beyond Google 
and Wikipedia as primary 
research tools 

eagerly incorporates new 
research tools 
(Ebscohost, Google 
Scholar, forums, blog 
search, etc) 

seeks out new research 
tools and encourages 
fellow students to use 
them  

4) Adopt productive work 
habits that limit digital 
distractions. 

gets little work 
accomplished; easily 
distracted by unrelated 
activities (games, 
personal email, 
shopping, funny 
websites, sports, news, 
etc) 

stays mostly on task; is 
somewhat distracted by 
games or unrelated 
activities 

develops productive 
work habits; stays on 
task and is able to 
remain focused while 
avoiding digital 
distractions 

uses time and digital 
tools efficiently; has time 
to assist others 

U. Information Literacy:  uses digital technology to carry out research in an effective, responsible, and ethical 
manner. It is expected that students will: 

1) Identify trustworthy 
digital sources using 
specific criteria. 

is unaware that some 
digital sources are 
unreliable 

is aware that digital 
sources could be 
unreliable 

is able to apply some 
criteria (accuracy, 
authority, objectivity, 
date, coverage)  to 
determine reliability of 
the digital source 

fully understands all 
criteria used to 
determine reliability of 
the digital source 

2) Employ strategies to 
increase the accuracy of 
their searches. 

may use irrelevant and 
non-specific terms, 
misspell terms, or type 
full sentences or 
questions 

uses specific terms, may 
not connect phrases with 
quotation marks 

uses precise terms, 
connects phrases with 
quotation marks, 
assesses live search 
suggestions; may use 
Boolean commands 
(AND, OR, NOT) 

explores and 
incorporates advanced 
search capabilities of 
various search engines 

Continued on reverse…  
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3) Defend the 
importance of citing all 
research sources. 

questions the 
importance of citing 
sources and may not 
always include proper 
citations 

recognizes the 
importance of citing 
sources by including 
proper citations 

is able to explain the 
importance of citing 
sources 

encourages and/or 
assists others to include 
proper citations 

4) Write bibliographical 
citations for online 
sources according to a 
standard method. 

makes no attempt to 
follow style guide or 
does so haphazardly 

attempts to follow the 
style guide but uses it 
incorrectly 

follows the assigned 
style guide accurately 

has knowledge and is 
able to use a variety of 
different styles (APA, 
MLA, Chicago) 

5) Evaluate and select 
information sources and 
digital tools based on 
their appropriateness to 
specific tasks. 

indiscriminately takes 
information from 
anywhere; often uses 
incorrect digital tools 

gives some thought to 
which digital tools to use 
and where to find 
information; at times 
makes inappropriate 
choices  

uses given criteria to 
make good choices when 
selecting information 
sources and digital tools 

has internalized the 
importance of using 
criteria and helps others 
make excellent choices 
 when selecting 
information sources and 
digital tools 

V. Information Processing and Management:  uses technology to improve their ability to gather, organize, 
analyze, and evaluate the relevance and purpose of digital information. It is expected that students will: 

1) Collect and interpret 
data, and report results. 

if information is 
collected it is irrelevant 

collects information but 
fails to process and 
present it properly 

collects information in 
and processes and 
presents it properly 

collects information to 
process and present it in 
creative and innovative 
ways 

2) Locate, analyze, and 
collect information from 
diverse, multimodal 
sources (text, graphic, 

video). 

locates information but 
only one type; 
sometimes irrelevant 

locates a variety of 
information types but 
analyzes incorrectly, 
collecting some 
irrelevant data 

locates and collects a 
variety of relevant 
information types  

has become an expert in 
finding relevant 
information from a 
variety of sources and 
data types; is willing to 
assist others 

3) Organize, manipulate, 
and synthesize digital 
content according to 
genre, theme, or 
purpose. 

organizes digital content 
but does not manipulate 
or synthesize it 

organizes and 
manipulates digital 
content but often 
incorrectly 

organizes digital content 
effectively and chooses 
correct tool to 
manipulate and 
synthesize results 
according to genre, 
theme, or purpose 

manipulates and 
synthesizes digital 
content in creative and 
innovative ways 
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Research Guide for Grade 4-7 
 

 

 

 

 

 

 

 

 

What is Research? 

Have you ever seen a bird, animal or fish and then wanted to find out more about it. Perhaps you went to the 

library or found a site on the internet to find out what it was called, what it eats and where it lives. That is 

research. Whenever you seek out and collect information to answer a question, you are doing research. 

Research can be as simple as finding out the highest waterfall by searching Wikipedia or looking in an atlas, or as 

complicated as studying Earth’s climate and writing 1000 page reports with hundreds of scientists.  

Searching 

You will use the internet as one of your sources for information, so you will need to know some tips to make 

searching more successful. There are hundreds of millions of pages of information and many are not kid friendly. 

Finding student friendly search engines is highly recommended. Ask your teacher about some good student 

friendly search engines. Using more than just 1 or 2 keywords helps to narrow down your results to pages which 

are more relevant to your topic. But this raises the question: What is a search engine? 

An Internet search engine is a computer program that searches websites on the Internet, for a word or words 

and provides a list of websites or web pages in which they are found. They are used every day by millions of 

people to help them find information. The most popular search engine is google.com (the Canadian version is 

google.ca) 

What you type in a search engine is called a 

query. It is like a question, but it does not have 

to be a sentence and it needs no question 

mark. For example, if you wanted to find out 

which is the tallest waterfall in the world, you 

would not write “What is the tallest waterfall 

in the world?” Instead you should write 

“tallest waterfall.” If you wanted to find the 

tallest waterfall in Canada, you should type, 

“tallest waterfall canada” in the search engine.  
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  Searching tips 

● Use nouns as keywords. Don’t use extra little words like articles (“a,” “the”), pronouns (“he,” “it”), 

conjunctions (“and,” “or”) or prepositions (“to,” “from”) in your queries. (and/or is for more advanced 

searching) 

● Use a maximum of 6 to 8 keywords per query 

● Where possible, combine keywords into phrases by using quotation marks, as in “solar system” 

● Spell carefully, and remember that some words have more than one spelling 

 

Evaluating Sites 

Though the Internet is full of good information, there are many websites that are not trustworthy. There are 5 

W’s of Cyberspace to help you evaluate whether a site’s information is trustworthy. You can go through this 

checklist to help you decide if the website is trustworthy. It may be that you can tick many of the boxes but not 

all. That may still be a good website. However, if you can only check one or two boxes, the site would be 

questionable. 

Who is the Source of the Information? 

□ Has someone taken responsibility for the content of this website? 

□ Is information about the author or organization clearly stated?  

□ Is the author a qualified person, like a doctor or scientist?  

What Are You Getting? 

□ Does the site avoid using emotion as a means of persuasion? The emotion may make you ignore 

common sense. 

□ Does the site offer more than one viewpoint? This is usually a good thing. 

□ Is the site's information thorough, well organized, and well written?  

□ Does the site offer a list of further resources or links to resources?  

When was the Site Created? 
□ Is a reference date provided to show when the material was put online or when it was last updated?  

□ Is the information on the website as current or up-to-date as you need? 

Where are You? 

□ Are you at the site of a trusted organization? The Uniform Resource Locator (better known as a URL, or 

"site address") can tell you where the site is from. URLs that include .edu are from universities in the 

USA, .gc is from the government of the Canada, .ca is for Canadian sites. Blogs or and personal home 

pages are usually not good sources. 

Why are You Here? 

□ Is the Internet the best place to find the information you need? Don’t resort to the web ‘just because.’ 

□ So how can you tell what is what? Caution should be your rule of thumb. Do you want to be the one 

who says, “It’s true!! I read it on the Internet!!”? 
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Copyright/Plagiarism: 

Copyright is the ownership of literature, art, music and video. You can own a book like “The Lion, the Witch and 

the Wardrobe,” but you don’t own the words and the ideas in the book. The words and ideas belong to the 

author. So just because something is online, it doesn’t mean you can take it and use it. For things you are 

allowed to use, always give credit to the person or company who owns the copyright.  

It may not be easy to see copying others’ work as stealing because there’s no physical object involved, but it is 

stealing. If you claim someone’s work as your own, you are stealing their ideas.   

There are three main ways plagiarism is done: 

Wholesale copying: a student copies and entire text and submits it as their own 

Copying and Pasting: large parts of the document are copied from sources without citation 

Paraphrasing: sentences and phrases are copied, but altered so they do not match exactly 

Many sources have items in the creative commons which are available for use by the general public. Most items 

are a form of visual media. 

Gathering Information / Note Taking 

When researching, it is important to make notes about relevant things you have learned, and recording where 

you found the information, pictures or graphics.  

 Filter information: decide what is important and summarize it; leave out what is not important.  

 In general, do not copy!  

 You may copy precise information that you are recording (eg population of a country). 

 Copy out exact words when the ideas are stated beautifully in case you want to use them as actual 

quotations.  

 Summarize ideas in your own words. Paraphrasing word by word is a waste of time.  

 Organize notes into topics on your sheets so that creating your report/presentation will be easier. 

 Leave space in your notes for comments of your own questions and reactions as you read. 

Citing Sources 

In the 8th commandment the LORD states, “You shall not steal,” and in the 9th commandment he states, “You 

shall not bear false witness against your neighbour.” Both these commandments are related to citing sources. 

Not citing sources is both dishonest and a form of stealing. You need to record the people or organizations from 

which you used information, quotes, pictures, videos, or other resources.  Usually all sources are cited each time 

they are quoted or used, on one page at the end your report or presentation, or both. There are different ways 

to cite sources, and your teacher will teach you an appropriate format. 

When citing from the internet, it is important to include the URL, which you will find in the address bar. It is not 

okay to cite, “Google,” “Google Images,” “the internet” or “Wikipedia,” etc. Google is a search engine that helps 

you find a page or website, so citing it would be like citing “librarian” because she helped you find a book. 

Imagine that someone asks you where you live and you answer, “The Universe,” and you will get an idea of how 

silly it is to cite the Internet as your source. Even citing “Wikipedia” is not enough, since it has about 5 million 

entries. When citing sources, you need to be specific. 
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Sources 

"Ethics and Plagiarism." Media Smarts. Accessed July 2, 2015. http://mediasmarts.ca/digital-media-

literacy/digital-issues/online-ethics/ethics-plagiarism. 

“Use Information Correctly.” GCFLearn Global. Updated August 22, 2014. 

http://www.gcflearnfree.org/useinformationcorrectly 

Hertz, Mary Beth. "Doing Internet Research at the Elementary Level." Edutopia. January 13, 2012. Accessed July 

2, 2015. http://www.edutopia.org/blog/elementary-research-mary-beth-hertz. 

Johnson, Matthew. "The Hero Project: Authenticating Online Information." Media Smarts. Accessed July 2, 2015. 

http://mediasmarts.ca/lessonplan/hero-project-authenticating-online-information. 

Procter, Margaret. "Taking Notes from Research Reading." University of Toronto. Accessed July 2, 2015. 

http://www.writing.utoronto.ca/advice/reading-and-researching/notes-from-research. 

  

http://mediasmarts.ca/digital-media-literacy/digital-issues/online-ethics/ethics-plagiarism
http://mediasmarts.ca/digital-media-literacy/digital-issues/online-ethics/ethics-plagiarism
http://www.gcflearnfree.org/useinformationcorrectly
http://www.edutopia.org/blog/elementary-research-mary-beth-hertz
http://mediasmarts.ca/lessonplan/hero-project-authenticating-online-information
http://www.writing.utoronto.ca/advice/reading-and-researching/notes-from-research
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Research Guide for Grade 8-12 
  

 

 

 

 

 

 

 

What is Research? 

Whenever you seek out and collect information to answer a question, you are doing research. Research can be 

as simple as finding out the highest waterfall by searching Wikipedia or looking in an atlas, or as complicated as 

studying Earth’s climate and writing 1000 page reports with hundreds of scientists. Research is careful and 

methodical investigation about a topic to find or revise information or ideas about that topic. 

Searching 

You will use the internet as one of your sources for information, so you will need to know some tips to make 

searching more successful. There are hundreds of millions of pages of information. Using more than just 1 or 2 

keywords helps to narrow down your results to pages which are more relevant to your topic.  Here are some 

quick tips to keep in mind for more successful searching. 

What you type in a search engine is called a query. It is like a question, but it does not have to be a sentence and 

it needs no question mark. For example, if you wanted to find out which is the tallest waterfall in the world, you 

would not write “What is the tallest waterfall in the world?” Instead you should write “tallest waterfall.” If you 

wanted to find the tallest waterfall in Canada, you should type, “tallest waterfall canada” in the search engine.  

Search Tips 

● Use nouns as query keywords. Never use articles (“a,” “the”), pronouns (“he,” “it”), conjunctions (“and,” 

“or”) or prepositions (“to,” “from”) in your queries. (and/or are part of Boolean Searching) 

● Use 6 to 8 keywords per query 

● Where possible, combine keywords into phrases by using quotation marks, as in “solar system” 

● Spell carefully, and consider alternate spellings 
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Evaluating Sites 

There are 5 W’s of Cyberspace to help you evaluate whether a site’s information is trustworthy. You can go 

through this checklist to help you decide if the website is trustworthy. It may be that you can tick many of the 

boxes but not all. That may still be a good website. However, if you can only check 1 or 2 boxes, the site would 

be questionable. 

Who is the Source of the Information? 
□ Has someone taken responsibility for the content of this website? 

□ Is information about the author or organization clearly stated?  

□ Are there any links to in-depth information about the author or organization?  

□ Can you contact the company or author through a real world postal address or phone number?  

□ Can you confirm that the company or author is a credible authoritative source of information?  

□ Can you verify the authority of any of the site's content that is attributed to other sources?  

□ Is the information relatively unbiased?  

□ Does the site avoid loaded language or broad unsubstantiated statements? 

 

What Are You Getting? 

□ Does the site avoid using emotion as a means of persuasion? The emotion may make you ignore 

common sense. 

□ Does the site offer more than one viewpoint? This is usually a good thing. 

□ Does the site's information seem thorough and well organized?  

□ Does the site clearly state the topics it intends to address?  

□ Does the information seem complete and consistent?  

□ Is the information well written and easy to understand?  

□ Does the site offer a list of further in-depth resources or links to such resources?  

□ What is the copyright status of material found on the site? 

 

When was the Site Created? 

□ Is the information on the website as current as you require?  

□ Is a reference date provided to show when the material was put online or when it was last updated?  

□ Do the links work? 

 

Where are You? 

□ Learn to deconstruct a Uniform Resource Locator (better known as a URL, or "site address"). Does the 

site address indicate that the site is credible? 

□ Does the nature of the site indicate that it is credible? 

 

Why are You Here? 

□ Confirm that the Internet is the best place to find the information you need. Don’t resort to the web 

‘just because.’ 

 

So how can you tell what is what? Skepticism should be your rule of thumb. Do you want to be the one who 

says, “It’s true!! I read it on the Internet!!”? 
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Copyright/Plagiarism 

Copyright is the ownership of literature, art, music and video. You can own a book like “The Lion, the Witch and 

the Wardrobe,” but you don’t own the words and the ideas in the book. The words and ideas belong to the 

author. So just because something is online, it doesn’t mean you can take it and use it. For things you are 

allowed to use, always give credit to the person or company who owns the copyright.  

It may not be easy to see copying others’ work as stealing because there’s no physical object involved, but it is 

stealing. If you claim someone’s work as your own, you are stealing their ideas.   

There are three main ways plagiarism is done: 

Wholesale copying: a student copies and entire text and submits it as their own 

Copying and Pasting: large parts of the document are copied from sources without citation 

Paraphrasing: sentences and phrases are copied, but altered so they do not match exactly 

Many sources have items in the creative commons which are available for use by the general public. Most items 

are a form of visual media. 

Gathering Information / Note Taking 

When researching, it is important to make notes about relevant things you have learned, and recording where 

you found the information, pictures or graphics.  

 

● Filter information: decide what is important and summarize it; leave out what is not important.  

● In general, do not copy!  

● You may copy precise information that you are recording (eg. population of a country, average size of an 

animal).  

● Copy out exact words when the ideas are stated beautifully in case you want to use them as actual 

quotations.  

● Summarize ideas in your own words. Paraphrasing word by word is a waste of time.  

● Organize notes into topics on your sheets so that creating your report/presentation will be easier. 

● Leave space in your notes for comments of your own questions and reactions as you read. 

Citing Sources 

In the 8th commandment the LORD states, “You shall not steal,” and in the 9th commandment he states, “You 

shall not bear false witness against your neighbour.” Both these commandments are related to citing sources. 

Not citing sources is both dishonest and a form of stealing. You need to record the people or organizations from 

which you used information, quotes, pictures, videos, or other resources.  Usually all sources are cited each time 

they are quoted or used, on one page at the end your report or presentation, or both. There are different ways 

to cite sources, and your teacher will teach you an appropriate format. 

When citing from the internet, it is important to include the URL, which you will find in the address bar. It is not 

okay to cite, “Google,” “Google Images,” “the internet” or “Wikipedia,” etc. Google is a search engine that helps 

you find a page or website, so citing it would be like citing “librarian” because she helped you find a book. 

Imagine that someone asks you where you live and you answer, “The Universe,” and you will get an idea of how 

silly it is to cite the Internet as your source. Even citing “Wikipedia” is not enough, since it has about 5 million 

entries. When citing sources, you need to be specific. 
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Sources 

"Ethics and Plagiarism." Media Smarts. Accessed July 2, 2015. http://mediasmarts.ca/digital-media-

literacy/digital-issues/online-ethics/ethics-plagiarism. 

Hertz, Mary Beth. "Doing Internet Research at the Elementary Level." Edutopia. January 13, 2012. Accessed July 

2, 2015. http://www.edutopia.org/blog/elementary-research-mary-beth-hertz. 

Johnson, Matthew. "The Hero Project: Authenticating Online Information." Media Smarts. Accessed July 2, 2015. 

http://mediasmarts.ca/lessonplan/hero-project-authenticating-online-information. 

Procter, Margaret. "Taking Notes from Research Reading." University of Toronto. Accessed July 2, 2015. 

http://www.writing.utoronto.ca/advice/reading-and-researching/notes-from-research. 

   

http://mediasmarts.ca/digital-media-literacy/digital-issues/online-ethics/ethics-plagiarism
http://mediasmarts.ca/digital-media-literacy/digital-issues/online-ethics/ethics-plagiarism
http://www.edutopia.org/blog/elementary-research-mary-beth-hertz
http://mediasmarts.ca/lessonplan/hero-project-authenticating-online-information
http://www.writing.utoronto.ca/advice/reading-and-researching/notes-from-research
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Project 2: Presentation (topic defined by subject area) 

A. Introduction 

From the time of creation clear communication was essential to the fellowship God intended for his people.  The need for 
clear communication has only increased after the fall into sin.  While the content of the communication is still the primary 
focus, multimedia presentations are a valuable tool for enriching that content.  This assignment is intended to develop this 
important technical skill.  There is also a valuable opportunity to teach the respect for intellectual property.   

B. Established Goals 

7) In pursuit of Godly service as healthy, active youth, our students will: 

1. Use IT to enhance critical thinking, problem solving, and decision making skills, 

5. Be technologically literate, able to demonstrate a sound understanding of IT hardware and software, 

6. Develop competency with IT tools to plan, gather, evaluate, adapt, produce, and communicate information, 

7. Use IT to enrich life through creativity and innovation, 

8. Promote community via collaboration, teamwork and social media. 

C. Understandings –  Students will understand that: 

1) Multimedia presentations should communicate their intended message clearly and effectively. 

2) Both individual elements and transitions should be aesthetically pleasing while maintaining visual clarity. 

3) Intellectual property must be respected when selecting information and graphics. 

4) An effective presentation considers both audience engagement and clear communication. 

5) Digital content should augment rather than replace the presenter. 
Understandings from other subjects can also be included. 

D. Essential Questions –  Students will ask: 

1) What is my message and how can I best communicate it? 

2) In what way can I ensure that the images my audience sees are crafted according to design and layout principles? 

3) How can I ensure that my transitions and animations enhance rather than detract from my presentation? 

4) What can I do to ensure that I respect intellectual property rights in my use of information and graphics as I produce 
original work? 

5) How do I consider audience engagement and clear communication? 

6) How can I make sure my digital content doesn’t take over my presentation? 

E. Key Knowledge –  Students will know: 

1) The basic principles of design. 

2) The importance of consistency or repetition. 

3) The impact that different styles, colours and fonts have on an image. 

4) The ways that contrast can add interest.  

5) That the logical arrangement of graphics, text, and space has an impact on clear 
communication.   

Key Terms 

line, shape, form, colour, texture, 
size, value, negative space, 
balance, focal point, repetition, 
unity, contrast, proximity 

F. Key Skills –  Students will be able to: 

1) Compose or select text and graphics that convey the intended message.     

2) Prepare presentations incorporating: 

a) text, text boxes, and graphics using appropriate design and layout principles. 

3) Manipulate images. 

4) Insert multimedia elements (sound, video, animation). 

5) Deliver presentations using: 

a) Transitions and animations, 

b) Speaker notes and handouts, 

c) Remote presenters and laser pointers.  

F. Performance Task 

Students will use appropriate tools to create and present effective presentations. 
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Presentation Project Rubric 

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
Expectations 

E. Presentations:  create and edit presentations.  
It is expected that students will:  

Prepare presentations incorporating:  

1) effective use of  
brief points 

text is unclear, wordy, 
with numerous spelling 
or grammar mistakes 

most points 
communicate intended 
message with several 
spelling or grammar 
mistakes 

communicates intended 
message clearly and 
effectively using brief 
points with few spelling 
or grammar mistakes 

message is clearly 
communicated in an 
insightful and innovative 
manner using brief points 
with no spelling or 
grammar mistakes 

2) effective use of fonts poor choice of fonts, size 
or colours make it 
difficult to read 

choice of fonts, size or 
colours makes it 
sometimes difficult to 
read 

fonts chosen suit topic, 
are readable and 
appropriately sized 

use of fonts enhances and 
adds beauty 

3) effective selection 
and use of images 

images are lacking or 
inappropriate 

some images are 
appropriately chosen 

most images are 
appropriately chosen 

every image is carefully 
chosen, adding clarity to 
the message and visual 
beauty 

4) effective  image 
resizing and positioning 

few images are properly 
sized and positioned 
effectively 

some images are 
properly sized and 
positioned effectively 

most images are 
properly sized and 
positioned effectively 

every image is properly 
sized and positioned, 
effectively, adding clarity to 
the message and visual 
beauty 

5) effective design and 
layout principles 

layout is cluttered and 
confusing with a 
distracting background; 
poor use of space 
 

design has some pleasing 
visual elements and 
some effective layout 
choices 

design is visually pleasing 
with appropriate use of 
background and unifying 
theme; good use of 
space 

design is visually stunning 
with appropriate use of 
background and unifying 
theme; may include 
additional items such as 
logo, footer, or slide 
number 

6) templates stock templates are used 
without any 
customization 

stock template used with 
minor customization 

custom creative 
templates have been 
created to suit the 
message 

could sell this template for 
profit 

7) multimedia  
(sound, video) 

no multimedia has been 
added 

multimedia has been 
added but does not 
enhance the message or 
fails to function 

multimedia has been 
successfully added to 
enhance the message 

multimedia is repeatedly 
and successfully used to 
enhance the message 

8) linking (links to slides 

or external content) 
no links have been 
added 

links have been added 
but fail to function 

links have been 
successfully added to 
enhance the 
presentation 

use of links add creativity 
and innovation to the 
presentation 

9) interactivity 
 (action buttons) 

no interactivity has been 
added 

interactivity has been 
added but fail to 
function 

interactivity has been 
successfully added to 
enhance the 
presentation 

use of interactivity adds 
creativity and innovation 
enhancing audience 
engagement 
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Deliver presentations using: 

1) transitions transitions are 
distracting or are not 
appropriate to topic and 
theme 

transitions are often 
distracting,  clouding the 
message and are not 
appropriate to topic and 
theme 

transitions enhance the 
message and are 
appropriate to topic and 
theme 

transitions are visually 
pleasing while maintaining 
clarity; they enhance the 
message and are 
appropriate to topic and 
theme 

2) animations animations are 
distracting  or are not  
appropriate to topic and 
theme 

animations tend to  take 
away the focus from the 
message and are not 
always appropriate to 
topic and theme 

animations focus the 
audience on the message 
and are appropriate to 
topic and theme 

animations are used 
creatively to focus the 
audience while staying 
appropriate to topic and 
theme 

3) speaker notes speaker notes are not 
used, student reads off 
slides 

speaker notes overused 
resulting in minimal eye 
contact with audience 

speaker notes are 
successfully used while 
maintaining appropriate 
eye contact with the 
audience 

speaker has internalized 
content as demonstrated 
by a high degree of 
engagement and 
interaction with the 
audience 

4) audience handouts no handouts have been 
made 

handouts have been 
made but are boring or 
ineffective 

relevant handouts have 
been made which 
complement the 
message 

handouts are used in an 
interesting and creative 
manner to complement the 
message 

5) timing (automation) timing is haphazard and 
distracts from the 
message 

timing distracts from the 
message by often being 
either to slow or too fast 

timing enhances the 
message by providing 
just the right time for 
almost every item 

timing is flawless; every 
item is timed perfectly 

6) remote presenters 
and laser pointers 

no presenter tools used presenter tools used 
incorrectly or in a 
distracting manner 

presenter tools used 
effectively with minor 
distractions or mistakes 

presenter tools used 
seamlessly as an extension 
of the speaker; audience 
doesn’t notice presenter 
tool 

7) digital pens or 
highlighters for 
annotations   

 no digital pens or 
annotations made 

some annotations made 
but don’t enhance 
message; perhaps 
distract 

annotations successfully 
used to enhance 
message 

annotations used in 
creative manner to add 
audience involvement or 
enhance message 

  



RCDC Information Technology Curriculum -- July 2016   Page 87 of 125 

 

Project 3: Word Processing (topic defined by subject area) 
A. Introduction 

From the time of creation clear communication was essential to the fellowship God intended for his people.  The need for 
clear communication has only increased after the fall into sin.  Creating a text document such as an essay, report, or story 
facilitates clear communication. This assignment is intended to develop this important technical skill.  There is also a valuable 
opportunity to teach the respect for intellectual property.   

B. Established Goals 

In pursuit of Godly service as healthy, active youth, our students will: 

1. Use IT to serve God and benefit their neighbour, community, and world, 

4. Use IT to enhance critical thinking, problem solving, and decision making skills, 

5. Be technologically literate, able to demonstrate a sound understanding of IT hardware and software, 

6. Develop competency with IT tools to plan, gather, evaluate, adapt, produce, and communicate information. 

C. Understandings –  Students will understand that: 

1) Documents should communicate their intended message clearly and effectively to serve God and benefit their 
neighbour, community, and world. 

2) Effective formatting of a document should be aesthetically pleasing while maintaining readability. 

3) Digital content should augment rather than replace the presenter. 
Understandings from other subjects can also be included. 

D. Essential Questions –  Students will ask: 

1) What is my message and how can I best communicate it? 

2) How can I create a professional looking document? 

3) What can I do to ensure that I respect intellectual property rights in my use of information and graphics as I produce an 
original document? 

4) How do I consider audience engagement and clear communication? 

5) How can I make sure my digital content doesn’t take over my document? 

E. Key Knowledge –  Students will know: 

1) The principles of document formatting in order to 
enhance readability. 

2) The impact that different styles, colours, and fonts 
have on a document. 

3) That the arrangement of text and other elements has 
an impact on clear communication.   

Key Terms 

bold, italic, underline, font, font size, alignment, line 
spacing, bullets, margins, borders, page numbers, cutting, 
copying, pasting, spell/grammar check, thesaurus, 
graphics, tables, columns, document views, rulers and 
tabs, keyboard shortcuts, copy formatting, find and 
replace, text boxes, symbols, drawing tools 

F. Key Skills –  Students will be able to: 

1) Construct and modify personal and business documents. 

2) Use various forms of formatting including: 

a) page, paragraph, font, graphics, tables, columns. 

3) Use advanced software features: 

a) document views, rulers and tabs, keyboard shortcuts, copy formatting, find and replace, text boxes, symbols, 
drawing tools, hyperlinks, page, section, and column breaks, references such as footnotes or endnotes, reviewing 
tools such as track changes or adding comments, templates, mail merge, macros. 

 

F. Performance Task 

Students will gain the knowledge and skills required to create and edit professional looking documents using a word 
processor. 
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Word Processing Project Rubric 

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
 Expectations 

D. Word Processing:  create and edit documents. 

It is expected that students will: 

1) Construct and modify personal and business documents that use:  

a) a variety of font 
formatting functions 
(eg bold, italic, underline, 
font, font size) 

no font formatting has 
been used 

font formatting is used 
incorrectly 

font formatting has been 
successfully used to 
enhance the document 

the use of font formatting 
adds creativity and 
innovation to the 
document 

b) paragraph 
formatting  
(eg alignment, line 
spacing, bullets) 

no paragraph formatting 
has been used 

paragraph formatting is 
used incorrectly 

paragraph formatting 
has been successfully 
used to enhance the 
document 

paragraph formatting has 
been consistently used to 
create a professional 
document 

c) page formatting  
(eg margins, borders, 
page numbers) 

no page  formatting has 
been used 

page formatting is used 
incorrectly 

page formatting has 
been successfully used to 
enhance the document 

page formatting has been 
consistently used to create 
a professional document 

d) document editing 
(eg cutting, copying, 
pasting, spell/grammar 
check, thesaurus) 

the abundance of 
mistakes is evidence of 
limited use of document 
editing 

some evidence of the 
use of document editing 
as there are few errors 

good evidence of the use 
of document editing as 
there are few errors 

excellent evidence of the 
use of document editing as 
there are no errors 

e) graphics no graphics are used graphics are lacking or 
inappropriate to topic 
and theme 

appropriate graphics are 
used and properly sized 
and positioned 

every graphic is carefully 
chosen and placed, adding 
clarity to the message and 
visual beauty appropriate 
to topic and theme 

f)  tables no tables are used tables are used without 
any customization or 
formatting 

tables are used with 
some customization and 
formatting appropriate 
to topic and theme 

complex tables are used 
with consistent formatting 
appropriate to topic and 
theme 

g) columns no columns are used columns are used 
incorrectly 

columns are used 
correctly 

complex or mixed columns 
are used 

2) Use advanced software features such as: 

a) document views unaware of various uses 
of  document views 

has knowledge of some 
of the uses of document 
views and makes limited 
use of feature 

is able to make good use 
of document views 

switch between views 
effortlessly to work more 
efficiently  

b) rulers and tabs is unaware of the feature 
available in rulers and 
tabs 

has some notion of 
rulers and tabs but never 
uses them 

is aware of rulers and 
tabs and uses from 
regularly 

is capable of quickly and 
dynamically using rulers 
and tabs 

c) keyboard shortcuts is unaware of most 
keyboard shortcuts 

is aware of some 
keyboard shortcuts and 
uses them occasionally 

has knowledge of 
common keyboard 
shortcuts and regularly 
uses them  

prefers to use keyboard 
shortcuts when applicable 
and is always looking to 
learn new ones 

d) copy formatting use of copy formatting 
limited 

uses basic copy 
formatting for 
manipulation of fonts, 
headings and spacing 

works with a variety of 
styles to create a 
professional looking 
document 

use copy formatting in 
unexpected ways to create 
a fresh looking document 
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e) find and replace is unaware of the find 
and replace feature 

has knowledge and can 
locate the find and 
replace feature 

uses the find and replace 
feature to work more 
efficiently 

will use the find and 
replace feature for words 
and special characters 

f) text boxes no text boxes are used text boxes are used 
without any 
customization or 
formatting 

text boxes are used with 
some customization and 
formatting appropriate 
to topic and theme 

text boxes are used with 
creative and consistent 
formatting appropriate to 
topic and theme 

g) symbols symbols have not been 
used 

use of symbols is not 
appropriate to topic and 
theme 

use of symbols is 
appropriate to topic and 
theme 

creative and innovative use 
of symbols is appropriate 
to topic and theme 

h) drawing tools no use of drawing tools minimal use of drawing 
tools 

drawing tools used to 
create graphics 
appropriate to topic and 
theme 

drawing tools are used in a 
creative manner to create 
professional quality 
graphics appropriate to 
topic and theme 

i) hyperlinks no links have been 
added 

links have been added 
but fail to function 

links have been 
successfully added 

links have been successfully 
added and renamed 

j) page, section, and 
column breaks 

no breaks have been 
used 

breaks are used 
incorrectly 

page breaks are used 
correctly 

all types of breaks (page, 
section, column) have been 
used where appropriate 

k) references such as 
footnotes or endnotes 

no references have been 
added 

references have been 
added but properly tools 
not used 

references have been 
added using proper tools 
(footnote, endnote) 

references have been 
properly added and 
formatted correctly 

l) reviewing tools such 
as track changes or 
adding comments 

unaware of review tools know where to find 
review tools 

understands how to use 
review tools 

uses review tools 
independently and for 
personal projects 

m) templates unaware of templates knows where to find 
various templates 

uses various templates creates and saves their own 
templates 

n) mail merge unaware of mail merge 
tools 

knows about mail merge 
tools 

understands how to use 
mail merge tools 

uses mail merge tools 
independently and for 
personal projects 

o) macros has no knowledge of 
macros 

has knowledge of the 
use of a macros 

has created a macro uses macros to work more 
efficiently 
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Project 4: Digital Poster (topic defined by subject area) 
A. Introduction 

From the time of creation clear communication was essential to the fellowship God intended for his people.  The need for 
clear communication has only increased after the fall into sin.  While the content of the communication is still the primary 
focus, posters are valuable tools for enriching that content.  This assignment is intended to develop this important technical 
skill.  There is also a valuable opportunity to teach the respect for intellectual property.   

B. Established Goals 

6) In pursuit of Godly service as healthy, active youth, our students will: 

4. Use IT to enhance critical thinking, problem solving, and decision making skills, 

5. Be technologically literate, able to demonstrate a sound understanding of IT hardware and software, 

6. Develop competency with IT tools to plan, gather, evaluate, adapt, produce, and communicate information, 

7. Use IT to enrich life through creativity and innovation, 

8. Promote Christian community via collaboration, teamwork and social media. 

C. Understandings –  Students will understand that: 

1) Visual presentations should communicate their intended message clearly and effectively. 

2) Individual elements of design and layout should be aesthetically pleasing while maintaining visual clarity. 

3) Intellectual property must be respected when selecting information and graphics. 

4) An effective presentation considers both audience engagement and clear communication. 
Understandings from other subjects can also be included. 

D. Essential Questions –  Students will ask: 

1) What is my message and how can I best communicate it? 

2) In what way can I ensure that the images my audience sees are crafted according to good design and layout principles? 

3) What can I do to ensure that I respect intellectual property rights in my use of information and graphics as I produce 
original work? 

4) How do I consider audience engagement and clear communication? 

5) How can I make sure my digital content doesn’t take over my presentation? 

E. Key Knowledge –  Students will know: 

1) The basic principles of design. 

2) The importance of consistency or repetition. 

3) The impact that different styles, colours and fonts have on an image. 

4) How contrast can add interest (fancy/plain fonts, light/dark graphics).  

5) That the logical arrangement of graphics, text, and space has an impact on clear 
communication.   

Key Terms 

Line, shape, form, colour, 
texture, size, value, negative 
space, balance, focal point, 
repetition, unity, contrast, 
proximity 

F. Key Skills –  Students will be able to: 

1) Compose or select text and graphics that convey the intended message.     

2) Prepare a digital poster incorporating: 

a) text, text boxes, and graphics using appropriate design and layout principles. 

3) Use photo editing tools to manipulate photographic images. 

F. Performance Task 

Students will use appropriate tools to create a digital poster to demonstrate their skills and knowledge. 
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Digital Poster Project Rubric  

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
Expectations 

E. Presentations:  create and edit digital posters. 
It is expected that students will prepare digital posters incorporating: 

1) effective use of  
brief points 

text is unclear, wordy, 
with numerous spelling 
or grammar mistakes 

most points 
communicate intended 
message; spelling or 
grammar mistakes make 
it hard to follow; some 
points may be too long 
or too brief 

communicates intended 
message clearly using 
brief points; spelling or 
grammar mistakes do 
not interfere with 
meaning 

communicates intended 
message clearly and 
effectively using brief 
points with very few 
spelling or grammar 
mistakes 

2) effective use of fonts poor choice of fonts, size 
or colours make it 
difficult to read 

choice of fonts, size or 
colours makes it 
sometimes difficult to 
read 

fonts chosen suit topic, 
are readable and 
appropriately sized 

use of fonts enhances 
and adds beauty 

J. Design and Layout Principles:  apply appropriate design and layout principles to digital documents.  
It is expected that students will: 

1) Apply layout principles: 

a) use consistency or 
repetition of design 
elements 

design elements are not 
used consistently; little 
or no repetition 

moves beyond Google 
and Wikipedia as primary 
research tools 

eagerly incorporates new 
research tools (Ebscohost, 

Google Scholar, forums, 
blog search, etc) 

seeks out new research 
tools and encourages 
fellow students to use 
them  

2) Use text and graphic elements: 

a) that include suitable 
backgrounds related 
to the topic while 
maintaining readability 

no backgrounds used; 
backgrounds not 
relevant to topic; 
backgrounds reduce 
readability 

backgrounds are 
somewhat distracting or 
irrelevant to topic 

backgrounds are 
carefully chosen to suit 
topic and do not distract 

clever and creative use 
of backgrounds adds 
beauty and 
professionalism 

b) that include 
carefully chosen 
images that effectively 
convey a message 

no images used; images 
not relevant to topic; 
images confuse reader 

images are somewhat 
distracting or irrelevant 
to topic 

images are carefully 
chosen to suit topic and 
do not distract 

clever and creative use 
of images adds beauty 
and professionalism; 
enhances message 

c) to create headings 
and subheadings that 
organize information 

no headings or 
subheadings used 

some headings or 
subheadings used 

headings and 
subheadings used to 
organize information 

carefully worded 
headings and 
subheadings enhance 
message 

d) to list information 
using numbers or 
bullets to improve 
readability 

no numbered lists or 
bullets used 

some numbered lists or 
bullets used; doesn’t 
always improve 
readability 

numbered lists or bullets 
used to improve 
readability 

numbered lists or bullets 
have been carefully 
tweaked to improve 
readability and add 
professionalism 

3) Use elements of design: 

a) colour no use of colour some use of colour; 

colour theory ignored 

colour is used in 

accordance with colour 

theory (colour wheel, 

complementary, etc) 

clever and creative use 

of colour adds beauty 

and professionalism; 

enhances message 
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b) line (eg thick, thin, 

jagged, curves) 

no use of lines some use of basic lines 

types 

lines are used to add 

interest and enhance the 

message 

clever and creative use 

of lines adds beauty and 

professionalism; 

enhances message 

c) shape (2D) no use of 2D shapes some use of basic 2D 

shapes 

2D shapes are used to 

add interest and 

enhance the message 

clever and creative use 

of 2D shapes adds 

beauty and 

professionalism; 

enhances message 
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Project 5: Video (topic defined by subject area) 

A. Introduction 

From the time of creation clear communication was essential to the fellowship God intended for his people.  The need for 
clear communication has only increased after the fall into sin. While the content of the communication is still the primary 
focus, videos are valuable tools for enriching that content. This assignment is intended to develop this important technical 
skill. There is also a valuable opportunity to teach respect for intellectual property.   

B. Established Goals 

7) In pursuit of Godly service as healthy, active youth, our students will: 

1. Use IT to serve God and benefit their neighbour, community, and world’ 
2. Apply biblical principles and Christian discernment and ethics in the use of IT, 
4. Use IT to enhance critical thinking, problem solving, and decision making skills, 
5. Be technologically literate, able to demonstrate a sound understanding of IT hardware and software, 
6. Develop competency with IT tools to plan, gather, evaluate, adapt, produce, and communicate information, 
7. Use IT to enrich life through creativity and innovation, 
8. Promote Christian community via collaboration, teamwork and social media, 
9. Practice life-long learning, able to adapt to changing technology in the service of God’s kingdom, 

C. Understandings –  Students will understand that: 

1) Videos should communicate their intended message clearly and effectively. 

2) Creating a plan, script and storyboard is vital to producing a successful video. 

3) Basic videography and editing techniques are required to create an effective and aesthetically pleasing product. 

4) Intellectual property must be respected when selecting information and graphics. 

5) An effective video considers both audience engagement and clear communication. 
Understandings from other subjects can also be included. 

D. Essential Questions –  Students will ask: 

1) What is my message? 

2) What plan, script and storyboard will best convey that message? 

3) In what way can I use basic videography and editing techniques to ensure that an effective video is created? 

4) How do I consider audience engagement and clear communication? 

5) How can I make sure my visual and audio content doesn’t distract from my message? 

6) What can I do to ensure that I respect copyright issues? 

E. Key Knowledge –  Students will know: 

1) The importance of planning. 

2) The elements of effective scripting and storyboarding. 

3) The basic principles of videography. 

4) The devices available for use in recording, editing and 
playing their videos and which device to use.  

 

Key Terms 

script, storyboard, angles, lighting, pan, tilt, trim, 
split, combine, sound effects, narrations, transitions, 
visual effects, simplicity, rule of thirds, framing, 
leading lines, balance, negative space, balance, focal 
point, contrast, proximity 

F. Key Skills –  Students will be able to: 

1) Articulate the intended message. 

2) Plan, script and storyboard. 

3) Use digital devices to record, edit and play their own videos. 

4) Use basic shot types (long, medium, close, wide, tight). 

5) Use various camera angles and movements. 

6) Use basic composition rules (simplicity, rule of thirds, framing, leading lines, balance). 

7) Use continuity in shooting and transitions between scenes. 

8) Use video and photo editing tools to manipulate video and images. 

F. Performance Task 

Students will plan, script, storyboard, and shoot their own original video using an appropriate recording device. They will then 
use video editing software to produce a video which effectively communicates their message.  
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Video Project Rubric 

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
Expectations 

I. Video:  create and edit videos using a variety of tools.  

It is expected that students will: 

1) plan, script, and 
storyboard video 
content 

no evidence of a 
storyboard 

thumbnail sketches on 
the storyboard are not in 
a logical sequence and 
do not provide complete 
descriptions of the video 
scenes, audio 
background, or notes 
about the dialogue 

storyboard includes 
thumbnail sketches of 
each video scene and 
includes notes for each 
segment of the 
presentation, 
descriptions of 
background audio for 
each scene, and notes 
about proposed shots 
and dialogue 

storyboard includes 
thumbnail sketches of each 
video scene and includes 
detailed notes for framing 
height, camera angle and 
movement for each 
segment of the video;, 
descriptions of background 
audio for each scene, and 
notes about proposed 
shots and dialogue 

2) understand basic videography techniques (eg angles, lighting, pan/tilt/zoom) 

a) shot types (eg long, 
medium, close) 

many shots are 
unfocused and only one 
type of shot type 

some shots are focused 
and framed, some 
change up in shot types 

most shots are clearly 
focused and well framed, 
images are well 
composed, various shot 
types used 

all shots are clearly focused 
and well framed; timely use 
of shot type pull the viewer 
into the video 

b) camera angles (eg 

high, shoulder, hip, low) 

only one angle used varying angles used angles used add to the 
feeling of the scene 

timely camera angles bring 
the viewer into the video 

c) camera movements 
(eg pan, tilt, zoom, dolly, 
truck) 

no panning or zooming 
 

excessive panning and 
zooming distracts the 
viewer 

camera is stable, smooth 
movements and pans 

the camera is held steady 
with few pans and zooms 

d) composition rules 
(eg simplicity, rule of 
thirds, framing, leading 
lines, balance) 

no observable attention 
to composition rules 

some rules followed consistent use of 
composition rules 
followed; sustains the 
viewer’s attention 

creativity with composition 
rules enhance the message 
of the video 

e) continuity in 
shooting and 
transitions between 
scenes 

no continuity; leaves the 
viewer confused 

there is distracting dead 
space; transitions are 
uneven 

transitions are smooth, 
but dead space is 
occasionally heard 

smooth transitions 
throughout piece; no dead 
space 

3) use digital devices to 
record and play their 
own videos 

is unaware of the 
different types of devices 
for recording purposes 

is limited to basic use of 
digital devices such as 
pocket cameras and 
smartphones 

is able to use a variety of 
advanced devices  
 

uses higher end devices 
and their advanced 
features to create excellent 
content 

4) use video editing tools to manipulate videos to: 

a) trim, split, combine, 
and delete clips 

clips appear to be 
unmodified and are 
simply combined 
together 

some clips have been 
trimmed, split, or 
deleted but more editing 
would be helpful 

video is edited 
effectively, flows well 
without obvious flaws 

creativity in editing adds 
beauty, humour,  drama, or 
suspense to the finished 
video enhancing message 

b) adjust and add 
audio (sound effects, 
narrations, etc) 

audio appears 
unmodified or is poor 
quality 

attempt has been made 
to adjust audio and/or 
add additional audio 
(sound effects, narrations, 

etc) but needs tweaking 

audio has been adjusted 
and additional audio has 
been successfully added, 
enhancing message 

creativity in the use of 
audio adds beauty, 
humour,  drama, or 
suspense to the finished 
video enhancing message 
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c) add transitions and 
visual effects 

no transitions or visual 
effects have been added 

an attempt has been 
made to use transitions 
or visual effects but 
don’t enhance message 

transitions and/or visual 
effects have been 
successfully added, 
enhancing message 

creativity in the use of 
transitions and visual 
effects adds beauty, 
humour,  drama, or 
suspense to the finished 
video enhancing message 

d) add text and text 
animations 

no text or text 
animations have been 
added 

text has been added 
however text animation 
is not used  

transitions and/or visual 
effects have been 
successfully added, 
enhancing message 

creativity in the use of 
transitions and visual 
effects adds beauty, 
humour,  drama, or 
suspense to the finished 
video enhancing message 

e) capture picture 
from specific frame 

unaware of capturing 
frames from video 

aware but unsure of how 
to capture specific frame 

captured image is 
integrated into scene 

creatively use captured 
frame to enhance scene 

f) save and convert file 
types 

unaware that file can be 
converted 

aware of file conversion 
but does not know how 
to convert 

is able to save and 
convert file types 

saves and converts files to 
fit the requirements of its 
purpose 

X. IT for Creative Expression: uses IT to enhance their creativity and innovation.  

It is expected that students will: 

1) use a variety of digital 
media (text, images, audio, 

and video) for creative 
expression 

uses only one type of 
media 

uses some different 
types of media 

uses a variety of media 
to convey message 

creatively uses various 
media to create a cohesive 
product 

2) explain how meaning 
is produced through 
multimedia (text, images, 

audio, video) 

is not able to explain 
how meaning is 
produced 

struggles to explain how 
meaning is produced 

can clearly explain and 
gives examples 

can clearly explain and not 
only gives examples but 
produces them as well 

5) remix existing digital 
content into something 
new 

uses existing digital 
content in a rudimentary 
fashion 

uses existing digital 
content to create a basic 
product 

mixes existing digital 
content to create a 
unified product 

creatively uses some 
existing digital content to  

6) create original digital 
works or products 
(individually or as part of a 
team) 

has not completed any 
digital works 

has only one digital work 
in their portfolio 

has more than one 
original digital works in 
their portfolio 

has more than two digital 
works in their portfolio 

  



RCDC Information Technology Curriculum -- July 2016   Page 96 of 125 

 

Project 6: Spreadsheets (Charts) (topic defined by subject area) 
A. Introduction 

From the time of creation God has infused the world with order. We have been created with a deep seeded need to 
recognize and duplicate this order. Using a spreadsheet is one means of organizing various forms of data into centralized 
location. A spreadsheet allows for the display and manipulation of large amounts of data in a more succinct and organized 
manner. 

B. Established Goals 

4) In pursuit of Godly service as healthy, active youth, our students will: 

1. Use IT to serve God and benefit their neighbour, community, and world, 

4.  Use IT to enhance critical thinking, problem solving, and decision making skills, 

5.  Be technologically literate, able to demonstrate a sound understanding of IT hardware and software, 

6.  Develop competency with IT tools to plan, gather, evaluate, adapt, produce, and communicate information. 

C. Understandings –  Students will understand that: 

1) Spreadsheets are giant tables capable of performing multiple calculations simultaneously. 

2) Spreadsheets are an effective way to chart data. 

3) Spreadsheets are versatile and can be used in a variety of different ways. 
Understandings from other subjects can also be included. 

D. Essential Questions –  Students will ask: 

1) What are some important uses of spreadsheets? 

2) What are the different ways to manipulate data in a spreadsheet? 

3) What are the steps to creating a functional spreadsheet? 

4) How can I use a spreadsheet to create various charts? 

5) What are the various mathematical formulas and functions available in spreadsheets? 

E. Key Knowledge –  Students will know: 

1) Parts of spreadsheet window. 

2) Spreadsheets are a great tool for organizing and manipulating 
information. 

3) Key spreadsheet functions and what they accomplish. 

Key Terms 

menu bars, toolbars, column and row 
labels, formula bar, sheet tabs, work space, 
cells, active cell, mouse pointer, numbers, 
text (words), formulas 

F. Key Skills –  Students will be able to: 

1) Read a spreadsheet with data. 

2) Manipulate a spreadsheet by: 

a) distinguishing between text and numeric data, 

b) editing, merging and moving cells, 

c) inserting and modifying rows/columns, 

d) changing visibility of data, 

e) manipulating worksheets. 

3) create a spreadsheet incorporating: 

a) various cell layouts, formats, alignments, 

b) formulas with relative and absolute cell references various chart types (eg bar, line, column, pie, etc), 

c) various functions (eg SUM, AVERAGE, COUNT, etc), 

d) conditional logic (eg IF function). 

F. Performance Task 

Students will use spreadsheet software to create and edit spreadsheets. 
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Spreadsheet Project Rubric 

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
Expectations 

F. Spreadsheets:  create and edit spreadsheets.  
It is expected that students will: 

1) manipulate a spreadsheet by: 

a) distinguishing 
between text and 
numeric data (eg “1 

dollar” has no numeric 
value) 

is unaware of difference 
between text and 
numeric data 

has some understanding 
of the difference but still 
gets confused or makes 
mistakes 

understands difference 
and uses each type 
correctly 

understands multiple data 
types 

b) editing, merging 
and moving cells 

is unaware of how to 
edit, merge, or move 
cells 

can edit cells but not 
sure how to merge or 
move cells 

can edit, merge or move 
cells as required 

can also split (unmerge cells) 

c) inserting and 
modifying 
rows/columns  
(change height/width) 

is unaware of how to 
insert and modify 
rows/columns 

can modify but unsure 
about how to insert new 
rows/columns 

can insert and modify 
columns as required 

can also insert content 
from other spreadsheets 
and adjust rows/columns 
as required 

d) changing visibility of 
data (show/hide 

columns) 

is unaware of how to 
change visibility of 
columns 

can hide columns but not 
sure how to unhide them 

can hide and unhide 
columns as required 

can also freeze columns 

e) manipulating 
worksheets (adding, 
renaming, moving) 

is unaware of how a 
spreadsheet file can 
contain multiple 
worksheets 

understands that a 
spreadsheet can contain 
multiple worksheets and 
knows how to switch 
between them 

can add, rename, and 
move worksheets 

can also create formulas 
across worksheets 

2) create a spreadsheet incorporating: 

a) font formatting, 
number formatting,  
and cell alignments 

is unaware of font 
formatting, number 
formatting,  and cell 
alignment options 

can use font formatting 
but is unaware of 
number formatting  and 
cell alignment options 

understands some of the 
various font and number 
formats, alignments 

understands all font 
formatting, number 
formatting, and cell 
alignment options 

b) formulas with 
relative and absolute 
cell references 

is unable to create 
formulas in a 
spreadsheet or fails due 
to errors 

can create simple 
formulas using relative 
references 

can create simple 
formulas using relative 
and/or absolute 
references 

can create complex 
formulas using relative 
and/or absolute references  

c) various chart types 
(eg bar, line, column, pie) 

is unable to create charts 
using a spreadsheet 

can create a basic chart 
using a spreadsheet; 
does not use chart 
features (data labels, 

legend, axis titles, trend 
lines, etc) 

can create various charts 
to suit data needs; does 
not always use chart 
features correctly; clarity 
may be lacking 

is able to create various 
chart types and correctly 
uses chart features  to 
communicate effectively 
and with clarity 

d) various functions  
(eg SUM, AVERAGE, 
COUNT) 

is unable to use 
functions in a 
spreadsheet 

attempts to use 
functions but fails due to 
errors 

can use basic functions 
using a spreadsheet 

is able to correctly find and 
use new functions to solve 
problems 

e) conditional logic (IF 

function) 
is unaware of the IF 
function 

is aware of the IF 
function but unsure how 
to use it 

can create simple 
formulas using the IF 
function 

can create complex 
formulas using the IF 
function  
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Design and Layout Rubric -- Grade 8 - 12  

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds  
Expectations 

J. Design and Layout Principles:  apply appropriate design and layout principles to digital documents.  
It is expected that students will: 

1)  Apply layout principles to: 

a)  express content 
clearly and concisely 

content is poorly 
displayed and difficult 
to read 

choice of fonts, size or 
colours makes it 
sometimes difficult to 
read 

fonts chosen suit topic, 
are readable and 
appropriately sized 

use of fonts enhances message 
and adds beauty 

b)  use consistency 
or repetition of 
design elements 

design elements are 
not used consistently; 
little or no repetition 

design elements are 
sometimes used 
consistently; some 
repetition 

design elements used 
consistently; repetition 
of fonts, colours, shapes 
helps unify poster design 

consistent use of design 
elements adds beauty and 
professionalism 

c)  use styles, colors, 
and fonts that 
complement each 
other 

styles, colours, and 
fonts do not 
complement each 
other 

styles, colours, and fonts 
sometimes complement 
each other 

styles, colours, and fonts 
complement each other; 
no obvious conflicting 
elements 

consistent use of 
complementary elements adds 
beauty and professionalism 

d)  use contrast to 
add interest  
(eg fancy/plain fonts, 
light/dark graphics) 

poor use of contrast; 
elements blend 
together without 
anything standing 
out; boring 

a few contrasting 
elements used (eg 
fancy/plain fonts, light/dark 

colours, big/small graphics); 
some items stand out and 
add interest 
 

good use of contrast; 
adds interest; several 
contrasting elements are 
used  

creative and innovative use of 
contrasting elements adds 
visual excitement and interest 

e)  arrange elements 
to create an 
appealing layout 

elements are 
arranged with little 
thought or planning; 
end result is 
haphazard 

some elements are 
arranged in an effective 
manner 

all elements are arranged 
and positioned 
effectively 

creative and innovative 
arrangement of elements adds 
beauty and professionalism 

f)   size graphics or 
text to create a 
balanced layout 

graphics or text are 
not sized effectively; 
layout is poorly 
balanced 

some graphics or text are 
sized effectively; some 
balance 

all graphics and text are 
sized effectively; 
document is balanced 

creative and innovative sizing 
of elements adds beauty and 
professionalism 

g)  avoid clutter with 
effective use of 
white space 

elements are 
cluttered; too much 
or too little white 
space (empty areas) 

some elements are 
cluttered; may also have 
issues with use of white 
space 

no clutter; use of white 
space is effective; 
enough space is provided 
around objects 

clever use of white space adds 
interest and creativity 

h)  organize 
information into 
logical sections  

information is 
unorganized; no 
grouping 

some information is 
organized 

all information is 
organized into logical 
sections 

information is organized in an 
effective manner that enhances 
understanding 

i)   layer graphics or 
text to create an 
appealing layout  
(eg background, 
foreground) 

no layering used; flat 
2d layout used 

some layering used (text 
on top of image, clipart 
layered above textbox, etc) 

layering used to create 
an effective layout; 
enhances understanding 

clever and creative use of 
layering adds beauty and 
professionalism 



RCDC Information Technology Curriculum -- July 2016   Page 99 of 125 

 

2) Use text and graphic elements: 

a) that include a font 
and font colour that 
is readable and 
enhances the 
message 

choice of font and/or 
font colour hinders 
readability 

some poor font and/or 
font colour choices hinder 
readability and/or distract 
from message 

choice of font and font 
colour improves 
readability and enhances 
message 

clever and creative use of fonts 
and font colours adds beauty 
and professionalism 

b) that include 
suitable 
backgrounds related 
to the topic while 
maintaining 
readability 

no backgrounds used; 
backgrounds not 
relevant to topic; 
backgrounds reduce 
readability 

backgrounds are 
somewhat distracting or 
irrelevant to topic 

backgrounds are 
carefully chosen to suit 
topic and do not distract 

clever and creative use of 
backgrounds adds beauty and 
professionalism 

c) that include 
carefully chosen 
images that 
effectively convey a 
message 

no images used; 
images not relevant 
to topic; images 
confuse reader 

images are somewhat 
distracting or irrelevant to 
topic 

images are carefully 
chosen to suit topic and 
do not distract 

clever and creative use of 
images adds beauty and 
professionalism; enhances 
message 

d) to create 
headings and 
subheadings that 
organize information 

no headings or 
subheadings used 

some headings or 
subheadings used 

headings and 
subheadings used to 
organize information 

carefully worded headings and 
subheadings enhance message 

e) to list information 
using numbers or 
bullets to improve 
readability 

no numbered lists or 
bullets used 

some numbered lists or 
bullets used; doesn’t 
always improve 
readability 

numbered lists or bullets 
used to improve 
readability 

numbered lists or bullets have 
been carefully tweaked to 
improve readability and add 
professionalism 

f) to organize 
content using tables, 
columns, or 
diagrams 

no tables, columns, or 
diagrams used 

some tables, columns, or 
diagrams used; not 
always effectively 

tables, columns, or 
diagrams are 
appropriately chosen to 
fit the content and 
properly formatted 

tables, columns, or diagrams 
have been carefully tweaked to 
improve readability and add 
professionalism 

3) Use elements of design such as: 

a) colour no use of colour some use of colour; 
colour theory ignored 

colour is used in 
accordance with colour 
theory (colour wheel, 

complementary, etc) 

clever and creative use of 
colour adds beauty and 
professionalism; enhances 
message 

b) line (eg thick, thin, 

jagged, curves) 
no use of lines some use of basic lines 

types 
lines are used to add 
interest and enhance the 
message 

clever and creative use of lines 
adds beauty and 
professionalism; enhances 
message 

c) shape (2D) no use of 2D shapes some use of basic 2D 
shapes 

2D shapes are used to 
add interest and enhance 
the message 

clever and creative use of 2D 
shapes adds beauty and 
professionalism; enhances 
message 

d)  form (3D) no use of 3D shapes some use of basic 3D 
shapes 

3D shapes are used to 
add interest and enhance 
the message 

clever and creative use of 3D 
shapes adds beauty and 
professionalism; enhances 
message 

e) texture (surface or 

material) 
no use of texture some use of texture texture is used to add 

interest and enhance the 
message 

clever and creative use of 
texture adds beauty and 
professionalism; enhances 
message 
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f) size (large or small) no use of size some use of size size is used to add 
interest and enhance the 
message 

clever and creative use of size 
adds beauty and 
professionalism; enhances 
message 

g) value (light or dark) no use of value some use of value value is used to add 
interest and enhance the 
message 

clever and creative use of value 
adds beauty and 
professionalism; enhances 
message 

h) negative space (the 

area around your 
objects) 

poor use of negative 
space; objects 
crowded together or 
spaced too far apart 

some good use of 
negative space 

negative space is used 
correctly; objects spaced 
correctly and 
consistently; adds clarity 
to the message 

clever and creative use of 
negative space adds beauty and 
professionalism; enhances 
message 

4) Use the following principles of design: 

a) balance – 
everything is in 
proportion 

poor use of balance; 
document has 
lopsided appearance 

some good use of 
balance; some items 
appear out of place 

document appears 
balanced; everything is in 
proportion 

clever and creative use of 
balance adds beauty and 
professionalism; enhances 
message 

b) focal point –  
where attention is 
drawn first 

no obvious focal point focal point is not in the 
correct place 

focal point correctly 
draws attention to the 
intended focus of the 
document 

clever and creative use of 
design elements draws 
attention to the focal point; 
adds clarity and 
professionalism; enhances 
message 

c) repetition – 
 repeat elements 

poor use of 
repetition; document 
elements don’t 
appear connected 

some repetition; 
consistency is weak 

good use of repetition in 
fonts, colours, shapes, 
and design elements; 
consistent use 
throughout 

clever and creative use of 
repetition adds beauty and 
professionalism; enhances 
message 

d) unity –  
all elements work 
together 

poor unity; elements 
don’t appear to fit 
together 

some unity is achieved 
through repetition, 
balance, focal point 

good unity is achieved; 
most elements work 
together 

unity is perfect; nothing could 
be added or subtracted to 
enhance the document 

e) contrast –  
use contrasting 
elements to add 
interest  

poor use of contrast; 
elements blend 
together without 
anything standing 
out; boring 

a few contrasting 
elements used (fancy/plain 

fonts, light/dark colours, 

big/small graphics, etc); 
some items stand out and 
add interest 
 

good use of contrast; 
adds interest; several 
contrasting elements are 
used  

creative and innovative use of 
contrasting elements adds 
visual excitement and interest 

f)  proximity – 
 place related items 
near each other 

poor use of proximity; 
related items aren’t 
placed near each 
other 

some use of proximity; a 
few related items are 
placed near each other 

proximity is effectively 
used; related items are 
placed together 

creative and innovative use of 
proximity adds clarity and 
visual excitement 
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Internet Skills Rubric  

Learning Outcome 
Does not Meet 
Expectations 

Minimally Meets 
Expectations 

Meets  
Expectations 

Exceeds 
Expectations 

Demonstrate competency using the internet for research by: 

a)  identifying parts of a URL, 
including domain name and 
extension 

cannot identify the 
URL in a browser 

can identify the URL in a 
browser 

can identify URL, 
provide examples, 
differentiate between 
URL and address bar 

identifies parts of a URL, 
including, domain and 
extension or page; knows 
meaning of acronym 
(uniform resource locator) 

b)  differentiating between a 
web browser and a search 
engine 

cannot identify a 
browser or a search 
engine 

can identify a browser 
and a search engine 

can describe the 
function of browser 
and a search engine 

can describe the function 
of browser and a search 
engine, and provide 
multiple examples of 
each 

c)  identifying and following 
hyperlinks 

does not recognize 
hyperlinks 

clicks on hyperlinks to 
find where they lead 

assesses relevance of 
hyperlinks before 
clicking 

assesses relevance of 
hyperlinks by hovering 
over link to read URL and 
reads contextual 
information on searches 

d)  using keyword search 
strategies 

may use irrelevant 
and non-specific 
terms, misspell 
terms, or type full 
sentences or 
questions 

uses specific terms, may 
not connect phrases 
with quotation marks 

uses precise terms, 
connects phrases with 
quotation marks, 
assesses live search 
suggestions 

uses precise terms; 
avoids articles, pronouns 
and prepositions; may 
use Boolean commands 
(AND,OR, and NOT) 

e)  copying text and graphic 
content from online sources 

cannot copy text or 
graphics 

copies/pastes text 
inefficiently or 
incompletely 

copies/pastes text and 
graphics using toolbar, 
browser menu, 
context menu or 
keyboard shortcuts 

can copy/paste text and 
graphics efficiently using 
multiple methods 
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Appendix AA: List of Learning Activities  
Below is a complete list of all the learning activities included in this document. 

 Learning Activities to Teach Essential Knowledge and Skills (EK) 

 Learning Activities to Teach Digital Citizenship (DC) 

 Learning Activities to Teach Research and Information Literacy (IL) 

 Learning Activities to Teach Critical Thinking, Problem Solving, and Decision Making (CT) 

 Learning Activities to Teach Creativity and Innovation (CI) 

 Learning Activities to Teach Online Collaboration and Communication (OCC) 

Many of the learning outcomes can be met through single lessons or deliberate and consistent 
exposure to technology. Suggested lesson ideas are included in the appendices. Where possible, 
learning activities are linked to online lesson plans. Many of the lesson ideas found in these 
appendices, along with other valuable resources relating to media literacy and digital citizenship can be 
found at mediasmarts.ca, commonsensemedia.org, and gcflearnfree.org.  

Learning Activities to Teach Essential Knowledge (EK) 

EK1 Geocaching – More Info 

Grade: K-12 
Geocaching is a real-world, outdoor treasure hunting game using GPS-enabled devices. Participants 
navigate to a specific set of GPS coordinates and then attempt to find the geocache (container) hidden 
at that location. Geocaching can be assigned as homework or completed as a whole-class activity on a 
field trip. More information and a map of geocaches can be found at geocaching.com.  

EK2 Digital Show & Tell  

Grade: K-7 
Invite students to bring in a digital device they use at home and show the class how it is used and what 
they use it for. Suggested devices may include a tablet, laptop, media player, or handheld gaming 
device. Invite students to try some of these devices. Discuss how students self-monitor their digital 
media habits and how use of technology can affect spiritual, mental, and physical health in both positive 
and negative ways. 

EK3 Digital Media Journal 

Grade: K-12 
Have students track and record their use of digital media over the course of week. Students should 
include what types of devices they used, what they used the device for (eg work, entertainment, etc…), 
and how long they used the device. Have students create two personal goals: 1) to improve digital 
competence, such as improving typing speed, gaining familiarity with a word processing program, or 
developing more effective ways to find information online, and 2) to limit digital distractions, such as 
setting specific times of day aside for work or entertainment, limiting IT entertainment time, or 
reorganizing the desktop or internet browser home page and shortcuts bar to reduce visual distractions. 

EK4 Live Streaming Events 

Grade: K-12 
Church functions, graduations, funerals, community events, memorials, cenotaphs, parades, press 
conferences, and animal webcams are often livestreamed and are easily accessible. Explain that this 
information is available online, often publicly. Discuss how privacy can be compromised by public access 
to live streaming. Discuss the reasons why people use passwords to protect private information, 
including access to some livestreamed events.  

http://www.mediasmarts.ca/
https://www.commonsensemedia.org/
http://www.gcflearnfree.org/
http://www.geocaching.com/
http://www.geocaching.com/


RCDC Information Technology Curriculum -- July 2016   Page 103 of 125 

 

EK5 Take a Computer Apart 

Grade: 4-12 
Ask a community member to donate a used computer or buy one at a local thrift store. Take the 
computer apart with your class. Have the students identify the Central Processing Unit (CPU), hard drive, 
system and CPU fans, memory (RAM/ROM), power supply, motherboard, video card, ports (video, usb, 
audio, etc). Discuss the purpose of each piece of hardware and how each interacts with the CPU via the 
motherboard.  

EK6 Computer Hardware 

Grade: 4-12 
Have students identify the computer, monitor/screen, mouse, keyboard, speakers, microphone, and 
other external devices connected to the computer. Compare and contrast a traditional desktop to a 
laptop or tablet. Compare various port connectivity options (eg Network, USB, micro-USB, VGA/DVI, 
HDMI, etc)  

EK7 IT Tour 

Grade: 11-12 
Take your class on a tour of the school’s network facilities. Demonstrate how computers connect to the 
server, printers, wireless access points, and other devices. Show where the computers connect to the 
server, where data is stored, and where the wireless access point and extenders are.  

EK8 History of Computers 

Grade: 8-12 
The following links provide lesson plans on the history of the computer and the Internet.  

http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history 
http://www.learnthenet.com/lesson-plans/internet-history-and-future/ 

Many videos detailing the history of computers and the internet are available. Below are some that may 
be applicable to your lesson and age level. Preview the video before watching with your class. 

Ancient Computer. DVD from PBS 
Silicon Valley: Where the Future was Born. DVD from PBS 
Steve Jobs: The Lost Interview. DVD from Magnolia Home Entertainment 
The Creation of the Computer. DVD from History Channel 
Download: The True Story of the Internet. DVD from Science/Discovery Channel 

Students can also complete a web-based research project about computer and internet inventors (eg 
Charles Babbage, Alan Turing, Vinton Cerf, Robert Kahn, Tim Berners-Lee, Steve Jobs, Bill Gates, Mark 
Zuckerberg, Larry Page, Sergey Brin, etc) and early computing devices: (Antikythera mechanism, 
astrolabe, difference engine, Z3, Colossus, ENIAC, etc).  

EK9 Comparing Operating Systems 

Grade: 11-12 
Instruct students to follow a set of steps on two or more different operating systems. For example, have 
students take a photo with a digital device and transfer it to two computers with different operating 
systems, crop the photo in photo editing software, copy it to a word processing program, add text, and 
print. Have students discuss the differences between the operating systems in each step. As a student 
gains familiarity with multiple operating systems, discuss which may be a more effective tool based on 
the student’s digital uses. Have students do a research project comparing iOS (Apple), OSX, Android 
(Google), Chrome OS, Linux, or Windows.  

EK10 Virtual Art Tours – More Info 

Grade: 4-12 
Using a video editing software, a word processor, and the internet, students create a virtual art gallery 
showcasing Canadian artists. Ask students to provide an analysis of the artwork and critique why each 

http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history
http://www.learnthenet.com/lesson-plans/internet-history-and-future/
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskart6tour
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artist’s particular work is a good example of Canadian art.  They should include a brief biography of the 
artist and a description of the type of style of art and the artist's use of certain techniques such as color, 
line and movement. 

EK11 Statistical Accuracy and Reliability – More Info 

Grade: 8-12 
With access to spreadsheet, presentation software, web authoring tools, and the Internet, students 
assess the strengths, weaknesses, and biases of samples and data collection methods. Students are to 
select misleading graphs from electronic resources and represent the data more accurately in two other 
graphic formats. Students should explain how they would collect, analyze and present information 
reliably. They should create an electronic presentation designed to enhance understanding of how data 
can be represented in misleading and reliable ways. 

EK12 Earthquakes and Volcanoes – More Info 

Grade:  8-12 
Students study whether B.C. is “long overdue” for a major earthquake. They collect and organize 
information using a variety of resources. After researching, students must choose a presentation format 
to show their work. Students should be given an outline that includes information on indicators of past 
earthquakes, geographic factors that cause earthquakes, and how earthquakes and volcanoes impact 
the environment. 

EK13 A Walk Through the Past – More Info 

Grade: 4-12 
After examining ancient cultures in Social Studies, students consider how ideas and artifacts from a past 
culture impact modern society. Using mind-mapping software, students brainstorm ideas and artifacts 
from ancient cultures. They could consider writing, daily life, government, irrigation, the wheel, 
astronomy, geography, writing, math, laws, society: social structure, human rights (slaves) etc. After 
completing their webs, students create a digital presentation where they choose an artifact from a past 
culture and discuss how that artifact impacts modern society. 

EK14 The Privacy Dilemma: Lesson Plan for Senior Classrooms – More Info 

Grade: 8-12 
Students consider and discuss the trade-offs we all make on a daily basis between maintaining our 
privacy, and gaining access to information services. The lesson begins with a series of guided questions 
to help students assess their own perceptions of privacy and determine their comfort levels with giving 
out personal information. This is followed by a series of exercises and case studies that encourage them 
to delve deeper into privacy issues. As a summative activity, students produce short video essays that 
reflect those privacy issues they consider to be important. 

EK15 Stay on the Path – More Info 

Grade: 4-10 
This four-lesson unit on search skills and critical thinking teaches students how to target and specify 
their online searches to avoid unwanted results, how to judge whether a link, search result or website is 
legitimate or phony and how to find legitimate sources online for media works such as music, videos and 
movies. 

EK16   Microsoft Office Tutorial – More Info  

Grade: 4-12 
This site offers online tutorials for learning the different products from Microsoft Office. This site has 
tutorials for the different versions of Microsoft Office, from Office 2000 to 2016. They are reviewed and 
updated on a regular basis.  

EK17  Google Apps – More Info 

Grade: 4-12  
This is an online tutorial about using Google Apps. Using video and guided instructions, the reader is 

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://www.gcflearnfree.org/topics/office/
http://www.gcflearnfree.org/topics/usingthecloud/
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guided in creating Google Docs, Sheets and Slides.  

EK18 Email – More Info 

Grade: 4-12 
This is an online tutorial about how to effectively use email and its connected contacts and Calendars. 
There is also a more dedicated tutorial specific to Gmail. 

EK19  Primary Activities 

At the elementary level, practice with graphic editing can be done on easy-to-use and readily available 
programs such as Microsoft Paint, Paint.net, and TuxPaint. Intermediate students can learn graphic 
editing using the well-developed units available from TechnoKids. 

EK20  ICT Databases - More Info 

Grade: 4-10 
Basic introduction to databases with worksheet.  

EK21  Introducing Databases using 2Investigate Online - More Info 

Grade: 4-10 
A good basic introduction to databases with worksheet. Would require another database tool since 
2Investigate Online is not free. 

EK22  TechnoCelebrate - More Info 

Grade: 4-7 
Students explore traditions and celebrations from around the world using a simple Microsoft Access 
database. Cost is $40.  

EK23  TechnoMission - More Info 

Grade: 8-10 
Students learn about databases as they prepare for a space mission. This lesson includes organizing 
data, creating tables, forms, and reports. Cost is $40.  

EK24  TechnoPlanner - More Info 

Grade: 11-12 
Students become event planners and organize event data using Microsoft Access tables, forms, queries, 
and reports. Cost is $40.  

 

Learning Activities to Teach Digital Citizenship (DC) 

DC1 Cyberbullying – More Info 

Grade: 4-10 
This series of lessons is intended to give students a better understanding of the ethical and legal 
implications of cyberbullying and to promote positive Internet use. 

DC2 That’s Not Cool: Healthy and Respectful Relationships Online – More Info 

Grade: 4-10 
Students begin by considering one of five scenarios that illustrate unhealthy relationship behaviours 
relating to digital media: pressuring others to share private content, cyberstalking, harassment and 
abuse of trust. Students then relate the scenarios to their own experience by brainstorming other 
examples of these behaviours and voting on which they feel are most relevant to their lives. The teacher 
then leads a guided discussion on the reasons why unhealthy behaviours may be more common when 
we communicate through digital media and ways in which they can be avoided or mitigated. Finally, 
students act out their own scenario in which they portray young people successfully dealing with one of 
the unhealthy relationship behaviours. 

http://www.gcflearnfree.org/topics/emailbasics/
http://www.getpaint.net/index.html
http://www.tuxpaint.org/
http://www.technokids.com/
http://www.teachingideas.co.uk/databases/databases
http://www.simonhaughton.co.uk/2011/01/introducing-databases-using-2investigate-online.html
http://www.technokids.com/Store/Primary-School/TechnoCelebrate/traditions-and-celebrations.aspx
http://www.technokids.com/Store/Middle-School/TechnoMission/database-lessons-for-beginners.aspx
http://www.technokids.com/Store/High-School/TechnoPlanner/access-lesson-plans.aspx
http://mediasmarts.ca/lessonplan/classroom-resources-counter-cyberbullying-portal-page
http://mediasmarts.ca/lessonplan/classroom-resources-counter-cyberbullying-portal-page
http://mediasmarts.ca/teacher-resources/thats-not-cool-healthy-respectful-relationships-online
http://mediasmarts.ca/teacher-resources/thats-not-cool-healthy-respectful-relationships-online
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DC3 So Many Choices – More Info 

Grade: K-3 
This lesson introduces the students to the first steps in finding information on the Internet. Specifically, 
this lesson helps students understand the basic good practices of searching for something online: be 
accompanied by a trusted adult, start with a safe site and understand the use and power of using good 
links and keywords to find what they are looking for and to avoid bad results. 

DC4 Rules of the Game – More Info 

Grade: K-3 
Students consider the importance of the written and unwritten rules that make it possible to learn and 
play together, online and offline. 

DC5 Winning the Cyber Security Game – More Info 

Grade: 4-10 
Students discuss their online experiences and learn how to minimize the potential risks that may be 
associated with them. Using the Cyber Security Tip Sheet, students explore the many tools and strategies 
that can be used to mitigate or prevent negative online experiences. Once they have reviewed these 
strategies and resources, students will extend and test their knowledge by playing a game in which they 
compete against other students to match a series of technological “Tools” to the “Risks” they can help 
to prevent. 

DC6 Live Streaming Events 

Grade: K-12 
Church functions, graduations, funerals, community events, memorials, cenotaphs, parades, press 
conferences, and animal webcams are often livestreamed and are easily accessible. Explain that this 
information is available online, often publicly. Discuss how privacy can be compromised by public access 
to live streaming. Discuss the reasons why people use passwords to protect private information, 
including access to some livestreamed events. 

DC7 Online Marketing to Kids: Protect Your Privacy – More Info 

Grade: 4-10 
This lesson introduces students to the ways in which commercial websites collect personal information 
from kids and to the issues surrounding children and privacy on the Internet. It begins with a guided 
discussion on what type of information is valuable to marketers, and the methods that they use to 
collect this information online. Students also compare Canadian voluntary guidelines to American 
legislation for the protection of children’s privacy online. Activities include a survey of privacy practices 
on popular children’s websites; a letter-writing activity to voice concerns about online privacy; and an 
exercise where students learn to recognize ‘smoke and mirrors’ in privacy policies for children’s we sites. 

DC8 Online Marketing to Kids: Strategies and Techniques – More Info 

Grade: 4-10 
This lesson introduces students to the online marketing techniques that are used to target children on 
the Internet. It begins with a guided discussion about the similarities and differences between 
traditional marketing methods and online advertising and why the Internet is such a desirable medium 
for advertisers to reach young people. Student activities include a survey of the marketing techniques 
used on several commercial websites for children; the creation of a commercial website for kids that 
incorporates common marketing strategies; and an analysis of case studies about online marketing to 
young people. 

DC9 Pay for Play – More Info 

Grade: 4-7 
Students discuss their experiences playing free online games and then learn the costs of these “free” 
games in the form of paying with money, sharing personal information or providing attention to 
advertising or branded content. Students then learn a variety of techniques for mitigating the risks and 
drawbacks of online games and communicate their learning by describing one of these techniques in 

http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/rules-game
http://mediasmarts.ca/teacher-resources/rules-game
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://mediasmarts.ca/lessonplan/winning-cyber-security-game
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_online_marketing_kids_protecting_privacy.pdf
http://mediasmarts.ca/sites/mediasmarts/files/lesson-plans/lesson_online_marketing_kids_protecting_privacy.pdf
http://mediasmarts.ca/lessonplan/online-marketing-kids-strategies-and-techniques-lesson
http://mediasmarts.ca/lessonplan/online-marketing-kids-strategies-and-techniques-lesson
http://mediasmarts.ca/teacher-resources/pay-play
http://mediasmarts.ca/teacher-resources/pay-play
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video-game terms. 

DC10 The Privacy Dilemma: Lesson Plan for Senior Classrooms – More Info 

Grade: 8-12 
Students consider and discuss the trade-offs we all make on a daily basis between maintaining our 
privacy, and gaining access to information services. The lesson begins with a series of guided questions 
to help students assess their own perceptions of privacy and determine their comfort levels with giving 
out personal information. This is followed by a series of exercises and case studies that encourage them 
to delve deeper into privacy issues. As a summative activity, students produce short video essays that 
reflect those privacy issues they consider to be important. 

DC11 Promoting Ethical Behaviour Online – My Virtual Life – More Info 

Grade: 4-10 
Students learn about ways to manage their privacy and reputation online by exploring their digital 
presence and to make good choices about sharing other people’s content online. Students explore how 
they are portrayed online through their own content and content posted or shared by others, and 
research tools for controlling access to their online content. Finally, students explore moral dilemmas 
relating to posting and sharing personal material. 

DC12 Who Knows? Your Privacy in the Information Age – More Info 

Grade: 8-10 
Students explore issues relating to privacy through a series of activities, surveys and quizzes. The unit 
begins with a quiz about access to personal information. Students then complete an opinion survey 
about privacy and compare their answers to classmates and Canadians in general. In “Who Knows What 
About Me?” students assess how much personal information has been collected about them, and in 
small groups, they assume the roles of various organizations in order to determine what information is 
necessary to collect, and where collection of personal information becomes invasive. In a privacy round 
table, students invite experts from the community to participate in a discussion about privacy issues, 
and in “It Could Happen to You” students write endings to stories that feature privacy related scenarios. 

DC13 Privacy and Internet Life – More Info 

Grade: 4-10 
This lesson makes students aware of online privacy issues, primarily those relating to giving out personal 
information on social networking sites such as Facebook. Students will learn to assess the various types 
of information they provide in Facebook profiles, along with the different levels of access. They will 
examine the potential risks and consequences of posting personal information on the Internet, and 
become more aware of how to protect their privacy. 

DC14 Behaving Ethically Online: Ethics and Empathy – More Info 

Grade: 4-7 
Students are introduced to the idea that “hot” emotional states such as anger or excitement can make it 
harder for them to control how they act. They also discuss the concept of empathy and look at the ways 
in which digital communication can make it harder to feel empathy for other people. Students then read 
scenarios that portray two sides of an online conflict and consider how to resolve them, using their 
discussion to build a list of tools for emotional management and conflict resolution online. Finally, 
students create a media product that explains and reminds them of one of those tools. 

DC15 Behaving Ethically Online: Ethics and Values – More Info 

Grade: 4-10 
Students consider how we come to hold values and how they affect our behaviour, especially online. 
They begin by comparing their assumptions about how common positive and negative online behaviours 
are with accurate statistics, and then consider how believing that something is more or less common 
than it really is can affect whether or not we think it’s acceptable. The teacher then uses a fable to 
introduce students to the ways that values can be communicated both overtly and implicitly and 
students discuss the ways in which their values have been communicated to them. They then turn 

http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/lessonplan/privacy-dilemma-lesson-plan-senior-classrooms
http://mediasmarts.ca/lessonplan/promoting-ethical-behaviour-online-our-values-and-ethics-lesson
http://mediasmarts.ca/lessonplan/promoting-ethical-behaviour-online-our-values-and-ethics-lesson
http://mediasmarts.ca/lessonplan/who-knows-your-privacy-information-age-lesson
http://mediasmarts.ca/lessonplan/who-knows-your-privacy-information-age-lesson
http://mediasmarts.ca/lessonplan/privacy-and-internet-life-lesson-plan-intermediate-classrooms
http://mediasmarts.ca/lessonplan/privacy-and-internet-life-lesson-plan-intermediate-classrooms
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-empathy
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-empathy
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-values
http://mediasmarts.ca/teacher-resources/behaving-ethically-online-ethics-values
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specifically to the online context and consider what values they have learned about online behaviour 
and how they learned them. Finally, students consider scenarios that examine ethical questions online 
and role-play ways of resolving them 

DC16 Introduction to Cyberbullying: Avatars and Identity – More Info 

Grade: 4-7 
Because of the ways that digital media leave out many of the cues that prompt us to feel empathy, it is 
easy for young people to sometimes forget that real people – with real feelings – are at the heart of 
online conversations. In this lesson, students are provided with opportunities to explore this concept 
and discuss the importance of using empathy and common sense when talking to others online. 

DC17 Your Digital Footprint – More Info 

Grade: K-7 
This lesson helps students learn about the similarities of staying safe in the real world and when visiting 
websites. Students will also learn that the information they put online leaves a digital footprint or “trail.” 
This trail can be big or small, helpful or hurtful, depending on how they manage it. 

DC18 Trillion-Dollar Footprint – More Info 

Grade: 4-10 
Students learn that they have a digital footprint, which can be searched, shared, and seen by a large, 
invisible audience. Students then learn that they can take some control over their digital footprint based 
on what they post online. 

DC19 Digital Show & Tell 

Grade: K-7 
Invite students to bring in a digital device they use at home and show the class how it is used and what 
they use it for. Suggested devices may include a tablet, laptop, media player, or handheld gaming 
device. Invite students to try some of these devices. Discuss how students self-monitor their digital 
media habits and how use of technology can affect spiritual, mental, and physical health in both positive 
and negative ways. 

DC20 Advertising and Male Violence – More Info 

Grade: 11-12 
This lesson is intended to make students aware of the ways in which male violence is used and 
promoted in advertising. 

DC21 Mirror Image – More Info 

Grade: 4-10 
Students analyze their own body image and consider what they wish they could change. They discuss 
how smoking relates to body image, particularly for young women, and learn about the link between 
beauty and smoking. 

DC22 Put Your Best Face Forward – More Info 

Grade: 4-10 
Students start by discussing the phenomenon of “selfies” and serve as experts in advising the teacher on 
the standards by which the “best” selfies are judged. They then discuss a number of statements taken 
from interviews with youth that highlight issues of self-representation, body image and gender 
standards, and learn about “photoshopping” images. Finally, students apply what they have learned by 
modifying an image that is at least 50 years old to meet “selfie” standards. 

DC23 Representing Ourselves Online – More Info 

Grade: K-3 
Students talk about dressing up and taking on identities that are similar to or different from them. They 
are then introduced to the idea of avatars as a kind of “dressing up” inside video games and consider the 
ways in which the technical, generic and aesthetic limitations on avatar creation and customization 

http://mediasmarts.ca/lessonplan/introduction-cyberbullying-avatars-and-identity-lesson
http://mediasmarts.ca/lessonplan/introduction-cyberbullying-avatars-and-identity-lesson
https://code.org/curriculum/course2/18/Teacher
https://code.org/curriculum/course2/18/Teacher
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/advertising-and-male-violence-lesson
http://mediasmarts.ca/lessonplan/advertising-and-male-violence-lesson
http://mediasmarts.ca/lessonplan/mirror-image-lesson
http://mediasmarts.ca/lessonplan/mirror-image-lesson
http://mediasmarts.ca/teacher-resources/put-your-best-face-forward
http://mediasmarts.ca/teacher-resources/put-your-best-face-forward
http://mediasmarts.ca/teacher-resources/representing-ourselves-online
http://mediasmarts.ca/teacher-resources/representing-ourselves-online
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affect their choices and their ability to represent themselves online. 

DC24 The Anatomy of Cool – More Info 

Grade: 4-7 
This lesson helps students become more aware of the media’s role in determining what, and who, are 
perceived as being cool. Through class discussion and activities, students explore the differences 
between superficial and real “coolness,” how marketers use cool to sell products, and how their own 
attitudes and perceptions are affected by media messages that reinforce specific messages about what 
coolness is. 

DC25 Up, Up, and Away™ – More Info 

Grade: 4-10 
Students encounter the key concepts of intellectual property, learning the difference between copyright 
and trademark and coming to understand how these affect how media products are created and sold. 
The lesson uses the legal decision regarding the rights to the comic book hero Superman to help 
students understand the different ways in which intellectual properties can be owned, leased and sold. 
It begins with a discussion that examines students’ understanding of intellectual property principles and 
then looks closely at the Superman case to introduce key topics and questions. This is followed by a 
series of activities that ask students to explore the key ideas they’ve learned and consider how 
intellectual property issues are relevant to them. As a summative activity, students hold a debate on 
intellectual property issues. 

DC26 Stay on the Path – More Info 

Grade: 4-10 
This four-lesson unit on search skills and critical thinking teaches students how to target and specify 
their online searches to avoid unwanted results, how to judge whether a link, search result or website is 
legitimate or phony and how to find legitimate sources online for media works such as music, videos and 
movies. 

DC27 Copyright and Fair Use (Basic) – More Info 

Grade: 8-10 
This series of lesson plans designed for middle school explains copyright, fair use, copyright confusion, 
and alternative licensing strategies. 

DC28 Digital Media Journal  

Grade: K-12 
Have students track and record their use of digital media over the course of week. Students should 
include what types of devices they used, what they used the device for (eg work, entertainment, etc…), 
and how long they used the device. Have students create two personal goals: 1) to improve digital 
competence, such as improving typing speed, gaining familiarity with a word processing program, or 
developing more effective ways to find information online, and 2) to limit digital distractions, such as 
setting specific times of day aside for work or entertainment, limiting IT entertainment time, or 
reorganizing the desktop or internet browser home page and shortcuts bar to reduce visual distractions. 

DC29 Video Games  – More Info 

Grade: 4-10 
Students are introduced to the ways video games may impact their mental and physical health. Students 
start with a reflection on their use of video games, specifically the amount of time they play and the role 
of games in their lives. This is followed by a class activity based on several key questions relating to the 
positive and/or negative effects video games may have on our health. Finally, students will be given an 
opportunity to debate key claims on the health effects of video games. 

DC30 Finding Balance in Our Digital Lives – More Info 

Grade: K-3 
Students look at the different ways in which we spend our free time and learn to find balance between 

http://mediasmarts.ca/lessonplan/anatomy-cool-lesson
http://mediasmarts.ca/lessonplan/anatomy-cool-lesson
http://mediasmarts.ca/lessonplan/up-and-away
http://mediasmarts.ca/lessonplan/up-and-away
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediaeducationlab.com/copyright-and-fair-use-lesson-plans-high-school-college-and-graduate-education
http://www.gcflearnfree.org/useinformationcorrectly/copyright-and-fair-use/2/
http://mediasmarts.ca/lessonplan/video-games-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/video-games-lesson
http://mediasmarts.ca/teacher-resources/finding-balance-our-digital-lives
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/teacher-resources/finding-balance-our-digital-lives
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active, learning and media activities. They begin by distinguishing between Active, Learning and Screen 
time, learn how activities can fall into more than one category; and reflect on their lives to see how well 
screen time is balanced by other types of activities. Finally, students consider how they might improve 
how their time is balanced. 

DC31 Game Time – More Info 

Grade: 4-7 
Students consider the positive aspects of video games as well as the ways in which games may take time 
away from other activities they enjoy. Students are introduced to the idea of balancing game and screen 
time with other parts of their lives and learn about the reasons why they may be tempted to spend 
more time playing games or find it difficult to stop playing. They then keep a diary of their game play (or 
another screen activity if they do not play video games) that prompts them to reflect on their gaming 
habits. Partway through that process, they are introduced to techniques that will help them moderate 
their game play and deal with the difficulties they may feel reducing game time. Finally, students reflect 
on the experience and develop a plan to make their game play more mindful. 

DC32 Internet Safety for Kids – More Info  

Grade: 4-10 
Practicing safety is a must with anyone who goes online, but with kids it is especially important. This 
tutorial will discuss the threats your kids may encounter while online, and it will show you how protect 
them and talk to them about being safe and responsible. 

DC33 Jo Cool or Jo Fool – More Info 

Grade: 4-10 
This online lesson in Web literacy for students in Grades 6 to 8 is comprised of two flash animation 
modules: the Jo Cool/Jo Fool CyberTour and the Jo Cool/Jo Fool CyberQuiz. In the CyberTour, students 
accompany Josie and Joseph Cool (our two “Jos”) as they visit twelve of their favourite Web sites. At 
each site, students must decide whether the Jos are making the right decisions. (Each scenario 
represents specific issues and challenges faced by kids when they surf the World Wide Web.) These 
situations are intended as springboards to help kids surf wisely and begin to think critically about online 
privacy, online marketing, responsible Internet use, authenticating online resources and Internet safety. 

DC34 You've Won a Prize! – More Info 

Grade: 4-7 
Students learn what spam is, the forms it takes, and then identify strategies for dealing with it. Students 
compare junk mail to spam, learn tips for handling spam safely, and then use those tips to answer 
questions on the Is It True? Student Handout about a boy who receives spam. Students finish by making 
their own songs about how to deal with spam, using tips from the Is It True? Student Handout. 

DC35 Scams and Schemes – More Info 

Grade: 4-10 
Students learn strategies for guarding against identity theft and scams that try to access their private 
information online. Students learn what identity theft is, what kinds of information identity thieves 
want, and what can be done with that information. Students then analyze phony emails and identify 
tricks that identity thieves use online. Finally, they create a phishing email that includes the features 
that they have learned about, and see if classmates can identify the scams. 

DC36 Ethical Online Behaviour Tip-sheet – More Info 

Grade: 8-10 
This tip-sheet acts as a foundation to teach students how to behave ethically and respectfully online. It 
focuses specifically on three broad categories: respecting people’s privacy, respecting people’s feelings, 
and respecting people’s property.  

DC37 Respecting Yourself and Others Online Workshop – More Info 

Grade: 8-12 

http://mediasmarts.ca/teacher-resources/game-time
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/teacher-resources/game-time
http://www.gcflearnfree.org/internetsafetyforkids/
http://mediasmarts.ca/game/jo-cool-or-jo-fool/teachers
http://mediasmarts.ca/game/jo-cool-or-jo-fool/teachers
https://www.commonsensemedia.org/educators/lesson/youve-won-prize-4-5
https://www.commonsensemedia.org/educators/lesson/youve-won-prize-4-5
https://www.commonsensemedia.org/educators/lesson/scams-and-schemes-6-8
https://www.commonsensemedia.org/educators/lesson/scams-and-schemes-6-8
http://mediasmarts.ca/sites/mediasmarts/files/pdfs/tipsheet/TipSheet_%20Ethical_Online_Behaviour.pdf
http://mediasmarts.ca/digital-media-literacy/e-tutorials/respecting-yourself-others-online-workshop
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This workshop was created to provide tweens and young teens with strategies and knowledge that will 
help them respect themselves, respect others and respect the space when using social media. Through a 
series of activities and presentations, participants will develop critical thinking skills and strategies, 
grounded in the best practices of digital citizenship and digital literacy, to minimize the risk of negative 
experiences and to maximize the positive opportunities of social media. The workshop also gives teens 
an opportunity to be leaders through peer-led activities. 
This resource includes a ready-made PowerPoint presentation as well as a leader’s guide. 

DC38 Assessing Digital Discipleship 

Grade: 8-12 
Students will create a digital technology log for the purpose of assessing their level of ethical and 
responsible use of digital technologies. Students will record all of their activities and communication in 
email, social media, browsing and other internet use over several days. Each student will assess self-
assess the ethical and moral level of each activity or statement/communication using a 3, 4 or 5 point 
scale. Teachers may wish to have students keep their log private. Students will write a reflective essay 
based on their self-assessment, indicating the degree to which they use digital technologies in the 
service of God and their neighbour, including strategies for improvement. They should also answer 
questions like: Did you avoid some activities and statements because you knew you would have to 
record and rate them? How did this activity change your behaviour? How did your activity and 
communication advance the kingdom of God or demonstrate discipleship of Christ?  

DC39 Sexual Exploitation Info and Resources – More Info 

Grade: 8-12 
This section of the MediaSmarts websites includes a collection of information and resources surrounding 
the topic of internet safety particularly in regards to online sexual exploitation. The information is 
organized in an easy to read format that could be adapted into a presentation and there is a large 
number of linked resources to things such as this short, powerful video on how private information can 
spread like wildfire online, as well as useful and attractive tip-sheets such as this one, which can be 
printed and shared with students. 

DC40 Technology: Conveniences and Consequences – More Info 

Grade: 8-12 
Students will consider both the benefits and the hazards of technology in today’s world through the lens 
of the environment. Students will realize that, while human inventions have made our lives infinitely 
more healthy, convenient and enjoyable, they have also introduced new threats, such as toxic pollution, 
that affect both human health and the health of our environment. The challenge confronting our society 
– and our students – is identifying the proper use of technology to improve our lives while still 
protecting the quality of the natural world.  

DC41 Strong Passwords – More Info 

Grade: 4-7 
Students learn how to create secure passwords in order to protect their private information and 
accounts online. Students learn tips for creating safe passwords. They explore scenarios in which two 
characters choose passwords, and they use the tips they have learned to create secure new ones for 
those characters. They then create posters to communicate password tips to their families and other 
students. 

DC42 True Cost of Cool – More Info 

Grade: 8-12 
Students analyze media messages that promote consumerism, and learn about environmental costs of 
our consumption. In this lesson, students will: 

 Explore the impact advertisements have in promoting consumerism 

 Learn about hidden environmental costs in things we buy 

 Analyze advertisements in popular teen magazines 

 Watch video about mass consumerism, its impact on nature, and how teens can make informed 

http://mediasmarts.ca/sexual-exploitation/sexual-exploitation-overview
https://www.youtube.com/watch?v=Avm7nr1kZhg
http://mediasmarts.ca/sites/mediasmarts/files/tip-sheet/tipsheet_online_exploitation.pdf
http://www-tc.pbs.org/wgbh/americanexperience/media/uploads/earthdays_tg_technology.pdf
https://www.commonsensemedia.org/educators/lesson/strong-passwords-3-5
https://www.commonsensemedia.org/educators/lesson/strong-passwords-3-5
http://sfenvironmentkids.org/teacher/lesson_plans/True_Cost_of_Cool_6-12.pdf
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consumer choices that help protect the environment. 
YouTube link to documentary referenced in lesson.  

DC43 Copyright and Fair Use (Advanced) – More Info 

Grade: 11-12 
This series of lesson plans designed for high school seniors explains copyright, fair use, copyright 
confusion, and alternative licensing strategies. 

 

Learning Activities to Teach Research and Information Literacy (IL) 

IL1 Finding and Authenticating Online Information on Global Development Issues – More Info 

Grade: 4-12 
In this two-day unit, students learn strategies for using the Internet effectively to research global 
development issues. 

IL2 Hoax? Scholarly Research? Personal Opinion? You Decide! – More Info 

Grade: 8-12 
This lesson is designed to help students determine the validity of information that is presented to them 
on the Internet. 

IL3 Stay on the Path – More Info 

Grade: 4-10 
This four-lesson unit on search skills and critical thinking teaches students how to target and specify 
their online searches to avoid unwanted results, how to judge whether a link, search result or website is 
legitimate or phony and how to find legitimate sources online for media works such as music, videos and 
movies. 

IL4 Taming the Wild Wiki – More Info 

Grade: 4-10 
Students are introduced to Wikipedia, the user-edited online encyclopedia, and given an overview of its 
strengths and weaknesses as a research source. They are taught how to evaluate the reliability of a 
Wikipedia article and then attempt to improve an existing article. 

IL5 So Many Choices – More Info 

Grade: 4-7 
This lesson introduces the students to the first steps in finding information on the Internet. Specifically, 
this lesson helps students understand the basic good practices of searching for something online: be 
accompanied by a trusted adult, start with a safe site and understand the use and power of using good 
links and keywords to find what they are looking for and to avoid bad results. 

IL6 Deconstructing Web Pages – More Info 

Grade: 4-10 
Students apply the “5Ws of Cyberspace” to sources of information they find online. Assuming the role of 
a student researching a science project, students must authenticate the information in an online article 
about the artificial sweetener, aspartame. 

IL7 Statistical Accuracy and Reliability – More Info 

Grade: 8-12 
With access to spreadsheet, presentation software, web authoring tools, and the Internet, students 
assess the strengths, weaknesses, and biases of samples and data collection methods. Students are to 
select misleading graphs from electronic resources and represent the data more accurately in two other 
graphic formats. Students should explain how they would collect, analyze and present information 
reliably. They should create an electronic presentation designed to enhance understanding of how data 

https://www.youtube.com/watch?v=7ZzEfHe6vY8&list=PLCDC83CF3DEB537A8&index=1
http://mediaeducationlab.com/copyright-and-fair-use-lesson-plans-high-school-college-and-graduate-education
http://mediaeducationlab.com/copyright-and-fair-use-lesson-plans-high-school-college-and-graduate-education
http://mediasmarts.ca/lessonplan/finding-and-authenticating-online-information-global-development-issues-lesson
http://mediasmarts.ca/lessonplan/finding-and-authenticating-online-information-global-development-issues-lesson
http://mediasmarts.ca/lessonplan/hoax-scholarly-research-personal-opinion-you-decide-lesson
http://mediasmarts.ca/lessonplan/hoax-scholarly-research-personal-opinion-you-decide-lesson
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/stay-path-teaching-kids-be-safe-and-ethical-online-portal-page
http://mediasmarts.ca/lessonplan/taming-wild-wiki-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/taming-wild-wiki-lesson
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/teacher-resources/so-many-choices
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskstats10
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can be represented in misleading and reliable ways. 

IL8 Earthquakes and Volcanoes – More Info 

Grade: 8-12 
Students study whether B.C. is “long overdue” for a major earthquake. They collect and organize 
information using a variety of resources. After researching, students must choose a presentation format 
to show their work. Students should be given an outline that includes information on indicators of past 
earthquakes, geographic factors that cause earthquakes, and how earthquakes and volcanoes impact 
the environment. 

IL9 Use Information Correctly – More Info 

Grade: 4-10 
Plagiarism and copyright abuse have increased greatly as more and more people are producing content 
online. Learn how to use information correctly to create quality content while protecting the intellectual 
property of others. 

IL10  Introduction to EBSCO: Science Reference Centre – More Info 

Grade: 4-12 
As an educator, you can ensure your students are successful researchers for years to come by teaching 
them how to properly use library databases. Before the first research project is assigned, take some 
time to familiarize your students with the database’s features and functionality. As students proceed 
through school, they will become more independent in their learning, inquiry, research and discovery. 
This lesson plan includes activities to engage your students in database research and establish best 
practices. (This lesson requires access to the EBSCOhost reference system) 

 

Learning Activities to Teach Critical Thinking,  

Problem Solving, and Decision Making (CT) 

CT1 A Walk Through the Past – More Info 

Grade: 4-12 
After examining ancient cultures in Social Studies, students consider how ideas and artifacts from a past 
culture impact modern society. Using mind-mapping software, students brainstorm ideas and artifacts 
from ancient cultures. They could consider writing, daily life, government, irrigation, the wheel, 
astronomy, geography, writing, math, laws, society: social structure, human rights (slaves) etc. After 
completing their webs, students create a PowerPoint presentation where they choose an artifact from a 
past culture and discuss how that artifact impacts modern society. 

CT2 Wolfram|Alpha Lessons Collection – More Info 

Grade: 4-12 (various grade level lessons) 
Wolfram|Alpha for Educators is a collection of free lesson plans, examples of, and ideas for using 
Wolfram|Alpha in the classroom. The lesson plans are currently arranged in three categories; 
mathematics, science, and humanities. All of the lesson plans are available as free pdf downloads. The 
lesson plans are labeled according to grade level, but you cannot see the grade level label until you 
download the lesson plan. 

CT3 Teaching App Development with Swift – More Info 

Grade: 8-12 
This is a collection of course materials for educators to teach computer science concepts through Swift 
and iOS app development. Lead learners through experiential learning, using a customizable suite of 
lesson plans, presentations, and Xcode projects. Engage students with a project-based curriculum, and 
guide students in creating iOS apps. Adopt projects and lesson plans to fit your course and different 
learning styles. Create real apps that teach students Swift, the iOS SDK, and the Apple developer toolset. 

http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=tasksc10earthquakes
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.gcflearnfree.org/useinformationcorrectly/putting-info-together/1/
http://support.ebsco.com/knowledge_base/detail.php?id=7598
https://www.ebscohost.com/
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.wolframalpha.com/educators/lessonplans.html
https://swifteducation.github.io/teaching_app_development_with_swift/
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CT4 Code Academy Teaching Resources – More Info 

Grade: 8-12 
Code Academy provides high school programming material. Students learn how to code in different 
languages (HTML, CSS, JAVAScript, PHP, Python, Ruby and SQL). It is more advanced and is well suited to 
self-directed learning. The program also has Curriculum for Schools with a teacher dashboard where 
student progress can be tracked. 

CT5  Introduction to EBSCO: Science Reference Centre – More Info 

Grade: 4-12 
As an educator, you can ensure your students are successful researchers for years to come by teaching 
them how to properly use library databases. Before the first research project is assigned, take some 
time to familiarize your students with the database’s features and functionality. As students proceed 
through school, they will become more independent in their learning, inquiry, research and discovery. 
This lesson plan includes activities to engage your students in database research and establish best 
practices. (This lesson requires access to the EBSCOhost reference system) 

 

Learning Activities to Teach Creativity and Innovation (CI) 

CI1  A Walk Through the Past – More Info 

Grade: 4-12 
After examining ancient cultures in Social Studies, students consider how ideas and artifacts from a past 
culture impact modern society. Using mind-mapping software, students brainstorm ideas and artifacts 
from ancient cultures. They could consider writing, daily life, government, irrigation, the wheel, 
astronomy, geography, writing, math, laws, society, social structure, human rights (slaves), etc. After 
completing their webs, students create a PowerPoint presentation where they choose an artifact from a 
past culture and discuss how that artifact impacts modern society. 

CI2  History of Computers 

Grade: 8-12 
The following links provide lesson plans on the history of the computer and the Internet.  

http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history 

http://www.learnthenet.com/lesson-plans/internet-history-and-future/ 

Many videos detailing the history of computers and the internet are available. Below are some that may 
be applicable to your lesson and age level. Preview the video before watching with your class. 

Ancient Computer. DVD from PBS 
Silicon Valley: Where the Future was Born. DVD from PBS 
Steve Jobs: The Lost Interview. DVD from Magnolia Home Entertainment 
The Creation of the Computer. DVD from History Channel 
Download: The True Story of the Internet. DVD from Science/Discovery Channel 

Students can also complete a web-based research project about computer and internet inventors (eg 
Charles Babbage, Alan Turing, Vinton Cerf, Robert Kahn, Tim Berners-Lee, Steve Jobs, Bill Gates, Mark 
Zuckerberg, Larry Page, Sergey Brin, etc) and early computing devices: (Antikythera mechanism, 
astrolabe, difference engine, Z3, Colossus, ENIAC, etc). 

CI3 Use Information Correctly – More Info 

Grade: 4-10. Learn how to use existing information correctly to create quality content while protecting 
the intellectual property of others. 

CI4 Creating Info Graphics – More Info 

Grade: 10-12.  

https://www.codecademy.com/schools/curriculum
http://support.ebsco.com/knowledge_base/detail.php?id=7598
https://www.ebscohost.com/
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://www.bced.gov.bc.ca/perf_stands/icti/content.php?page=taskss7walk
http://educators.brainpop.com/lesson-plan/the-origins-of-computers/?bp-topic=computer-history
http://www.learnthenet.com/lesson-plans/internet-history-and-future/
http://mediasmarts.ca/lessonplan/deconstructing-web-pages-lesson
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
https://www.commonsensemedia.org/educators/lesson/trillion-dollar-footprint-6-8
http://www.gcflearnfree.org/useinformationcorrectly/putting-info-together/1/
http://www.creativebloq.com/infographic/tools-2131971
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Learn how to use existing information to produce infographics. Infographics are graphic visual 
representations of information, data or knowledge intended to present complex information quickly and 
clearly. In other words, an infographic collects data, organizes it, and turns this information into an easy 
to understand visual, such as a chart or map. 

CI5 Promoting a Business – More Info 

Grade: 8-12.  
This outline is from a lesson from Technokids. Students will promote an imaginary amusement park. 
Design posters in Word, surveys in Excel, ads in PowerPoint, and Publisher. The lesson is for purchase, 
but can be adapted for a different task. 
Session 1: Create an Amusement Park 
Promote amusement park rides, exhibits, and shows with a poster in Word. 
Session 2: Research an Animal Exhibit 
Research animal facts and create placards, in Word, that will inform visitors. 
Session 3: Survey a New Attraction 
Conduct a survey to increase visitor traffic. Graph and analyze results in Excel. 
Session 4: Advertise a New Attraction 
Create an electronic bulletin board. Publicize a new attraction using PowerPoint. 
Session 5: Invite Guests to an Event 
Use Publisher to create an invitation to an exclusive event. 
Session 6: Analyze Amusement Park Data 
Use Access to make corporate decisions about rides, exhibits, and events. 
 

Learning Activities to Teach Online Communication and Collaboration (OCC) 

OCC1 Creator’s Rights – More Info 

Grade: 8-12 
Students are introduced to copyright, fair use, and the rights they have as creators. Students first watch 
a video of young writer who talks about posting and protecting her original work online. Students then 
learn key vocabulary terms that will help them conceptualize issues surrounding creative work and 
copyright. Finally, students explore the copyright history of the “Happy Birthday” song and create an 
original happy birthday song of their own. 

OCC2 Collective Intelligence – More Info 

Grade: 8-12 
What are the benefits and drawbacks of people working together to create information online? 
Students analyze the statement, “The whole is better than the sum of its parts,” to understand the 
concepts of synergy and collective intelligence. Students consider both the benefits and drawbacks of 
using collective intelligence in different contexts. Students work in groups to develop materials for a 
website about their school, and then compare their experiences. 

OCC3 Beyond Email – More Info 

Grade: 4-12 
Chat, Skype, text, like, tweet, blog, and comment! If you want to communicate in the 21st century, you'll 
need to go beyond email. In this tutorial, we'll show you the ways you can talk and share online in 
today's world. 

  

http://www.technokids.com/Store/High-School/TechnoWonderland/computer-class-activities.aspx
https://www.commonsensemedia.org/educators/lesson/creators-rights-6-8
https://www.commonsensemedia.org/educators/lesson/collective-intelligence-9-12
http://www.gcflearnfree.org/beyondemail/
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Appendix AB: Article Resources 
Listed below are articles related to technology; many by Christian authors. 

 

General Technology 

Understanding the origins of technology from scripture. 

http://www.christiancourier.ca/columns-op-ed/entry/the-meaning-of-technology 

How to use technology well as a Christian. 

http://www.challies.com/articles/parenting-well-in-a-digital-world 

Disciplined and limited use of laptops is required for success within the classroom. 

http://www.christiancourier.ca/columns-op-ed/entry/laptops-and-learning 

10 tips for how teens can use technology to God’s glory. 

http://fervr.net/entertainment/top-10-technology-tips-for-christian-teens 

Why I love and hate Wikipedia. 

http://www.reformedperspective.ca/resources/50-internet/148-why-i-love-and-hate-wikipedia 

 

Smartphones 

Christian wisdom to teens about their new smartphone. 

http://www.desiringgod.org/articles/letter-to-a-teen-unboxing-their-first-smartphone 

Developing a mobile phone contract with your daughter.  

http://www.joshbyers.com/blog/2015/1/a-mobile-phone-contract-for-our-daughter 

How our phones are changing us. 

http://www.desiringgod.org/articles/six-ways-your-phone-is-changing-you 

Are your smartphone habits healthy? 

http://www.desiringgod.org/articles/ten-questions-to-diagnose-your-smartphone-usage 

The lies that tie us to our phone. 

http://www.desiringgod.org/articles/home-alone 

Christian perspective on texting and driving. 

http://www.desiringgod.org/articles/texting-and-driving-is-stupid 

Six wrong reasons to check your phone in the morning and a better way forward. 

http://www.desiringgod.org/articles/six-wrong-reasons-to-check-your-phone-in-the-morning 

Retreat from your cell phone. 

http://www.challies.com/christian-living/retreat 

http://www.christiancourier.ca/columns-op-ed/entry/the-meaning-of-technology
http://www.challies.com/articles/parenting-well-in-a-digital-world
http://www.christiancourier.ca/columns-op-ed/entry/laptops-and-learning
http://fervr.net/entertainment/top-10-technology-tips-for-christian-teens
http://www.reformedperspective.ca/resources/50-internet/148-why-i-love-and-hate-wikipedia
http://www.desiringgod.org/articles/letter-to-a-teen-unboxing-their-first-smartphone
http://www.joshbyers.com/blog/2015/1/a-mobile-phone-contract-for-our-daughter
http://www.desiringgod.org/articles/six-ways-your-phone-is-changing-you
http://www.desiringgod.org/articles/ten-questions-to-diagnose-your-smartphone-usage
http://www.desiringgod.org/articles/home-alone
http://www.desiringgod.org/articles/texting-and-driving-is-stupid
http://www.desiringgod.org/articles/six-wrong-reasons-to-check-your-phone-in-the-morning
http://www.challies.com/christian-living/retreat
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Do you text people who are sitting right next to you? 

http://fervr.net/entertainment/do-you-text-people-who-are-sitting-right-next-to-you 

 

Social Media 

The need for face-to-face contact. 

http://www.desiringgod.org/articles/we-always-need-a-brother 

The unsocial nature of technology. 

http://www.desiringgod.org/articles/unsocial-media 

How Facebook and Twitter change us. 

http://www.desiringgod.org/interviews/how-facebook-and-twitter-change-us 

We live in a world of false realities. Twitter, Facebook, Instagram, and Pinterest all offer an alternate 

view of who we are as individuals. 

http://www.desiringgod.org/articles/the-false-reality-of-social-media 

The addiction of Facebook and the issue of boredom. 

http://www.desiringgod.org/articles/facebook-obsession-and-the-anguish-of-boredom 

A practical way to check our hearts when using social media. 

http://www.desiringgod.org/articles/a-social-media-heart-check 

Five social media guidelines for teens. 

http://fervr.net/entertainment/five-social-media-guidelines-for-christian-teens 

Facebooking before God’s face. 

http://www.christianstudylibrary.org/files/pub/20130316%20-%20Holtvl%C3%BCwer%20P%20-

%20Facebooking%20before%20God.pdf 

Facebook and the 7th Commandment. 

http://www.reformedperspective.ca/resources/50-internet/263-facebook-and-the-seventh 

The never-ending pursuit to be entertained has turned us into slaves. Our love for this new master is 

subtly causing contempt towards God and reticence in our duty to delight in him… 

http://www.desiringgod.org/articles/you-cant-serve-god-and-entertainment 

“For the health of our soul, we must learn to get alone undistracted.” 

http://www.desiringgod.org/articles/get-alone-undistracted 

Our true intimacy is found by surrendering ourselves to the sovereign hands of our God. 

http://www.desiringgod.org/articles/selfies-and-polaroids-of-intimacy 

 

http://fervr.net/entertainment/do-you-text-people-who-are-sitting-right-next-to-you
http://www.desiringgod.org/articles/we-always-need-a-brother
http://www.desiringgod.org/articles/unsocial-media
http://www.desiringgod.org/interviews/how-facebook-and-twitter-change-us
http://www.desiringgod.org/articles/the-false-reality-of-social-media
http://www.desiringgod.org/articles/facebook-obsession-and-the-anguish-of-boredom
http://www.desiringgod.org/articles/a-social-media-heart-check
http://fervr.net/entertainment/five-social-media-guidelines-for-christian-teens
http://www.christianstudylibrary.org/files/pub/20130316%20-%20Holtvl%C3%BCwer%20P%20-%20Facebooking%20before%20God.pdf
http://www.christianstudylibrary.org/files/pub/20130316%20-%20Holtvl%C3%BCwer%20P%20-%20Facebooking%20before%20God.pdf
http://www.reformedperspective.ca/resources/50-internet/263-facebook-and-the-seventh
http://www.desiringgod.org/articles/you-cant-serve-god-and-entertainment
http://www.desiringgod.org/articles/get-alone-undistracted
http://www.desiringgod.org/articles/selfies-and-polaroids-of-intimacy
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We are selfish selfies… 

http://www.challies.com/sponsored/love-thy-neighbor-as-thy-selfie 

Help to resist Satan’s temptations. 

http://www.challies.com/reading-classics-together/10-ways-to-resist-the-devil 

How to find digital health and balance in a world without digital brakes. 

http://www.desiringgod.org/articles/know-when-to-walk-away 

 

Pornography 

The need to discuss the issues of Privacy, Bullying, and Pornography. 

http://www.challies.com/articles/before-the-birds-and-the-bees 

The challenges we face due to the widespread use of porn in our culture. 

http://www.challies.com/articles/a-pornified-culture 

Infographic of teens and porn. 

http://takeyourvitaminz.blogspot.ca/2012/01/teens-and-porn-10-stats-you-need-to.html 

The connection between the rise of pornography and mobile devices. 

http://www.challies.com/articles/mobility-privacy-pornography 

How our children turn to Google to ask the questions they don’t dare ask anyone else. 

http://www.challies.com/articles/the-safe-place-for-our-kids-shameful-questions 

 

Privacy 

How big business is watching you. 

http://theweek.com/articles/448696/yes-are-under-surveillance 

An explanation of net neutrality is a good illustration as to why this technology is not neutral. 

http://www.christiancourier.ca/columns-op-ed/entry/internet-politics-the-net-is-not-neutral 

 

  

http://www.challies.com/sponsored/love-thy-neighbor-as-thy-selfie
http://www.challies.com/reading-classics-together/10-ways-to-resist-the-devil
http://www.desiringgod.org/articles/know-when-to-walk-away
http://www.challies.com/articles/before-the-birds-and-the-bees
http://www.challies.com/articles/a-pornified-culture
http://takeyourvitaminz.blogspot.ca/2012/01/teens-and-porn-10-stats-you-need-to.html
http://www.challies.com/articles/mobility-privacy-pornography
http://www.challies.com/articles/the-safe-place-for-our-kids-shameful-questions
http://theweek.com/articles/448696/yes-are-under-surveillance
http://www.christiancourier.ca/columns-op-ed/entry/internet-politics-the-net-is-not-neutral
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Appendix AC: Book Recommendations 
Listed below are books related to technology; many by Christian authors. 

 

 

Raising Responsible Teens in a Digital World  
by Brian Housman 
Brian Housman helps parents become a greater influence in their teen's 
world, revealing which values motivate teens and offering practical ideas 
on how families can engage the world through service and love. 
 

  

 

Do More Better: A Practical Guide to Productivity 

by Tim Challies 

A short, fast-paced, practical guide to productivity to share what I have 

learned about getting things done in today’s digital world. Whether you 

are a student or a professional, a work-from-home dad or a stay-at-home 

mom, it will help you learn to structure your life to do the most good to 

the glory of God. 
 

 

 

 

Faker: How to Live for Real When You’re Tempted to Fake it 
by Nicholas McDonald 
Have you ever felt like a faker? Facebook, Twitter and Instagram allow us 
to paint beautiful pictures of our lives. But many of us feel like fakers. If 
people really knew who we were, what would they think? Would they still 
care?  
 
Book Review by Tim Challies 

 

 

  

The Next Story: Faith Friends, Family, and the 
Digital World  
by Tim Challies 
Providing the reader with a framework they can 
apply to any technology, Tim Challies explains how 
and why our society has become reliant on digital 
technology, what it means for our lives, and how it 
impacts the Christian faith. 
 

http://www.challies.com/book-reviews/faker
https://www.amazon.ca/Raising-Responsible-Teens-Digital-World/dp/0800788184/ref=sr_1_1?s=books&ie=UTF8&qid=1467664336&sr=1-1&keywords=raising+responsible+teens
https://www.amazon.ca/Do-More-Better-Practical-Productivity-ebook/dp/B018OMDHUU/ref=sr_1_1?s=books&ie=UTF8&qid=1467664315&sr=1-1&keywords=do+more+better
https://www.amazon.ca/Faker-live-real-youre-tempted/dp/1909919438/ref=sr_1_1?s=books&ie=UTF8&qid=1467664298&sr=1-1&keywords=faker
https://www.amazon.ca/Next-Story-Friends-Family-Digital/dp/031051505X/ref=sr_1_1?s=books&ie=UTF8&qid=1467664354&sr=1-1&keywords=the+next+story
https://www.amazon.ca/Next-Story-Friends-Family-Digital/dp/031051505X/ref=sr_1_1?s=books&ie=UTF8&qid=1467664354&sr=1-1&keywords=the+next+story
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Shaping a Digital World: Faith, Culture and Computer Technology  
by Derek Schuurman 
Building on the work of Jacques Ellul and Neil Postman, as well as a wide 
range of Reformed thinkers, Derek Schuurman provides a brief theology 
of technology rooted in the Reformed tradition and oriented around the 
grand themes of creation, fall, redemption and new creation. 

  

 

You, Your Family and the Internet  
by David Clark 
How may Christians better understand the dangers and opportunities 
offered by the Internet? This book resource, written by an expert in the 
field, explains and illustrates what the technologies are and guides 
readers to draw on biblical principles (such as self-control and 
accountability) to help them to apply these to the dangers at hand. It also 
encourages believers to make the best use of opportunities that arise 
from judicious use of the World Wide Web. 

  

 

Through the Screen: Internet Safety and Tips for Everyone 
by Martin VanWoudenberg 
This book is a guide for the entire family, and divided into sections based 
on age and online experience. There is something here for every age 
level, and this book provides an excellent starting point for family Internet 
rules and guidelines. No child, or family, should plunge into the online 
world without good, solid understandings of its dangers, legal guidelines 
and ramifications, scams, traps, and hidden secrets. This is your guide. 

  

 

Your Brain at Work: Strategies for Overcoming Distraction, Regaining 
Focus, and Working Smarter All Day Long  
by David Rock 
Not by a Christian author, but it helps us to understand the science of 
what we are doing to our brains with our current work practices, and 
guides us to manage our limited mental resources in a healthier and 
happier way. The author follows a totally stressed-out couple as they try 
to cope with the digital deluge in their work settings. He analyzes their 
failings and then suggests alternative scenarios that would help them to 
work more efficiently and enjoyably. He also shows how knowing how our 
brains work and respond to pressure enables us to understand others 
better, resulting in better communication, collaboration, and long-term 
change. 
 

  

https://www.amazon.ca/Shaping-Digital-World-Computer-Technology/dp/0830827137
https://www.amazon.ca/Your-Family-Internet-David-Clark-ebook/dp/B007UOATZU/ref=sr_1_1?s=books&ie=UTF8&qid=1467664420&sr=1-1&keywords=your+family+and+the+internet
https://www.amazon.ca/Your-Brain-Work-Strategies-Distraction/dp/0061771295/ref=sr_1_1?s=books&ie=UTF8&qid=1467664444&sr=1-1&keywords=your+brain+at+work
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Bit Literacy: Productivity in the Age of Information and E-mail Overload  
by Mark Hurst 
A good place to start if you want to pick up numerous tips on how to 
change bad the digital habits most of us have acquired into good habits 
that will improve our work and lives. If you want to learn how to better 
manage all the “bits” that swirl around your life – email, to-do lists, 
photos, files, etc., – begin here. 

  

 

From the Garden to the City:  
The Redeeming and Corrupting Power of Technology  
by John Dyer 
A biblical theology of technology and how it interacts with us and our 
culture by a reliable Christian author. Good companion volume to The 
Next Story. 

  

 

Digital Leader: 5 Simple Keys to Success and Influence  

by Erik Qualman 

"Digital Leader" explains how to take full advantage of everything the 

digital age has to offer, while avoiding common pitfalls that can damage 

your "digital legacy." 
 

  

 

Alone Together: Why We Expect MORE from 
Technology and LESS from Each Other  
by Sherry Turkle 
Written by an MIT science professor, this book 
majors on the dangers and downsides of 
technology. Makes a compelling scientific case for 
much greater discernment in our choice and use 
of technology. Similar in approach, outlook, and 
tone to the best-selling book, The Shallows: What 
the Internet Is Doing to Our Brains by Nicholas 
Carr. Alone Together focuses more on the social 
impact, and The Shallows more on the intellectual 
impact. 

  

http://www.amazon.com/gp/product/B003R7L90I/ref=as_li_tl?ie=UTF8&camp=1789&creative=390957&creativeASIN=B003R7L90I&linkCode=as2&tag=headhearthand-20&linkId=SMOI4PCV5TFKVXFO
http://www.amazon.com/gp/product/B003R7L90I/ref=as_li_tl?ie=UTF8&camp=1789&creative=390957&creativeASIN=B003R7L90I&linkCode=as2&tag=headhearthand-20&linkId=SMOI4PCV5TFKVXFO
https://www.amazon.ca/Bit-Literacy-Productivity-Information-Overload-ebook/dp/B001CLFPMY/ref=sr_1_1?s=books&ie=UTF8&qid=1467664464&sr=1-1&keywords=bit+literacy
https://www.amazon.ca/Garden-City-Redeeming-Corrupting-Technology/dp/0825426685/ref=sr_1_1?s=books&ie=UTF8&qid=1467664511&sr=1-1&keywords=from+the+garden+to+the+city
https://www.amazon.ca/Digital-Leader-Simple-Success-Influence/dp/0071792422/ref=sr_1_1?s=books&ie=UTF8&qid=1467664531&sr=1-1&keywords=digital+leader
https://www.amazon.ca/Alone-Together-Expect-Technology-Other/dp/0465031463/ref=sr_1_1?ie=UTF8&qid=1467664722&sr=8-1&keywords=alone+together
https://www.amazon.ca/Shallows-What-Internet-Doing-Brains/dp/0393339750
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iGods: How Technology Shapes Our Spiritual and Social Lives  
by Craig Detweiler 
Traces the history of modern technologies, takes a balanced look at their 
present impact, and looks into the future to predict where this is all going. 

  

 

The Digital Invasion:  
How Technology is Shaping You and Your Relationships  
by Archibald Hart 
The Digital Invasion uncovers the ways digital technology is changing us 
from within, physically, mentally, and especially spiritually. Backed by the 
latest research, it offers therapeutic and biblical strategies to become 
good stewards of our digital lives. 

  

 

iPod, YouTube, WiiPlay: Theological Engagements with Entertainment 
by Brent Laytham 
Should Christians weep or wail about the scope and power of modern 
entertainment? Maybe both. But first, Christians should think 
theologically about our human passion to be entertained as it relates to 
the popular culture that entertains us. Avoiding the one-size-fits-all 
celebrations and condemnations that characterize the current fad of pop 
culture analyses, this book engages entertainments case by case, 
uncovering the imaginative patterns and shaping power of our 
amusements. Individual chapters weave together analyses of 
entertainment forms, formats, technologies, trends, contents, and 
audiences to display entertainment as a multifaceted formational 
ecology.  

  

 

Amusing Ourselves to Death  
by Neil Postman 
Originally published in 1985, Neil Postman’s groundbreaking polemic 
about the corrosive effects of television on our politics and public 
discourse has been hailed as a twenty-first-century book published in the 
twentieth century. Now, with television joined by more sophisticated 
electronic media—from the Internet to cell phones to DVDs—it has taken 
on even greater significance. Amusing Ourselves to Death is a prophetic 
look at what happens when politics, journalism, education, and even 
religion become subject to the demands of entertainment. It is also a 
blueprint for regaining control of our media, so that they can serve our 
highest goals. 

https://www.amazon.ca/iGods-Technology-Shapes-Spiritualand-Social/dp/1587433443/ref=sr_1_2?s=books&ie=UTF8&qid=1467740386&sr=1-2&keywords=igods
https://www.amazon.ca/Digital-Invasion-Technology-Shaping-Relationships/dp/0801015294/ref=sr_1_1?s=books&ie=UTF8&qid=1467740431&sr=1-1&keywords=digital+invasion
https://www.amazon.ca/iPod-YouTube-Play-Brent-Laytham/dp/1556355092/ref=sr_1_fkmr0_1?s=books&ie=UTF8&qid=1467740460&sr=1-1-fkmr0&keywords=ipod+youtube+wiiplay
https://www.amazon.ca/Amusing-Ourselves-Death-Discourse-Business/dp/014303653X/ref=sr_1_1?s=books&ie=UTF8&qid=1467740502&sr=1-1&keywords=amusing+ourselves+to+death
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 Appendix AD: 10 Digital Commandments 
These are 10 digital commandments as compiled by David Murray from Erik Qualman’s book, Digital Leader.  

1. Thou shalt repeat every day: “Nothing is confidential” 
Digital footprints are the information we post about ourselves online, while digital shadows are what others 
upload about us. Collectively, these two items have changed the world forever, and as current or aspiring 
leaders it is necessary to adapt to this new reality. With the advent of radical and accessible technology, each 
one of us, for the first time in history, is creating an influential mark forever—we are all mini-digital celebrities 
and heroes to someone. The fact that what we do today will be recorded for eternity is new to most of us and it 
can be downright overwhelming. Rather than becoming an expert on privacy policies, the best approach is to 
assume that everything you do digitally will be found out by the person you least want to find out. Taking that 
one step further, everything that you do offline will be digitally discoverable as well. 

2. Thou shalt not multitask 
A study at The British Institute of Psychiatry showed that checking your email while performing another creative 
task decreases your IQ in the moment by 10 points. This decrease is the equivalent of the effects from not 
sleeping for 36 hours—and exhibits more than twice the impact of smoking marijuana. In a study of 1,000 of its 
employees, Basex, an information-technology research firm, found striking data showcasing inefficiency. It was 
determined that 2.1 hours per day is lost to interruptions. This figure indicates over 26 percent of the average 
workday is wasted due to multitasking and unwanted interruptions. Jordan Grafman, chief of the cognitive 
neuroscience section at the National Institute of Neurological Disorders and Stroke, explains, “There’s 
substantial literature on how the brain handles multitasking. And basically, it doesn’t …what’s really going on is a 
rapid toggling among tasks rather than simultaneous processing”. Multitasking is junk food for the brain. 

3. Thou shalt be optimistic 
Offline complaints will permeate your digital communication, opening a doorway to a seemingly infinite 
audience. To be a leader in the changing modern world, it is imperative to break this habit. Across all 
conversations there is a ratio of 1 to 6 in terms of encouragement to criticism. So for every one “good job” there 
are six “why can’t you be more like your brother?” “he doesn’t listen,” “when you do that it gets on my nerves,” 
“you never,” “they don’t get it,” or “you can’t” type statements. For the next week pay close attention to who in 
your life is constantly harping. As a baseline, the average person complains 15-30 times per day. The best way to 
improve other people’s lives around you is to ensure that you are happy—your positivity will influence 
others. We don’t want a trail littered with complaints and negative comments. If you habitually complain you 
will either a) have your followers leave you since people like to follow individuals that inspire hope, or b) have a 
legion of chronic complainers. Neither of these resulting scenarios will benefit you and you will cease being an 
effective digital leader. 

4. Thou shalt distinguish between reputation and integrity 
Integrity is what you do when no one is watching; it’s doing the right thing all the time, even when it may work to 
your disadvantage. Integrity is keeping your word. Integrity is that internal compass and rudder that directs you 
to where you know you should go when everything around you is pulling you in a different direction. Some 
people think reputation is the same thing as integrity, but they are different. Your reputation is the public 
perception of your integrity. Because it’s other people’s opinions of you, it may or may not be accurate. Others 
determine your reputation, but only you determine your integrity. Integrity does not come in degrees—low, 
medium, or high. You either have integrity or you do not. The best way to handle this new digital age in regards 
to your reputation is to maintain your integrity and treat everyone you engage both online and offline as if he is 
the last person you might ever to speak to. People will, in return, influence your leadership capabilities and 
legacy. 

5. Thou shalt simplify your life 
Almost everyone has too much to handle in this complex, digital age. The average person receives 41.5 texts per 
day and sends/receives 141 email messages per day. However, complexity is often caused by us! This situation is 

http://www.amazon.com/gp/product/B006BXRE7W/ref=as_li_tl?ie=UTF8&camp=1789&creative=390957&creativeASIN=B006BXRE7W&linkCode=as2&tag=headhearthand-20&linkId=ARRUFWBDQKIZ4DHI
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great, though, because it means complexity can be easily removed by us as well. If you simplify, you will be able 
to stand out from the crowd, influence others, and reduce stress. 

6. Thou shalt say “NO” 
Embrace the powerful habit of saying or typing “no thanks.” Often our ultimate success is determined by what 
we decide NOT to do, as much as by what we decide to do. Get in the practice of initially saying no. If an 
opportunity does not inspire an immediate “I have to do this!” reaction, it will not be missed. By saying yes to 
everyone, you say no to everyone. Trying to help everyone often results in helping no one. We get more and 
more requests digitally since it’s much easier to ask people for a favor via the safety of a keyboard than looking 
them eye-to-eye. Hence, the ability to say no, strongly and politely, becomes more and more important in the 
future. By all means, you should help people; that is really why we are all on this planet. However, we suggest 
going “long and deep” rather than “fast and vast.” Try answering all digital items in two sentences or less. 

7. Thou shalt be personal 
Personal is powerful. For many of us, the thought of having others know more about our passions and personal 
lives can be daunting, especially in the digital, online realm. If you become comfortable with this form of sharing, 
however, it can be powerful for anything you are trying to accomplish. Remember that personal isn’t about 
revealing that you have a tattoo on your left shoulder, it’s about letting people know about the passions and 
principles in your life that you stand by. When they know this information about you, personal becomes 
powerful. 

8. Thou shalt have a technology Sabbath 
Starting now, pick one day during the week when you will completely unplug from technology. That’s right, no 
email, mobile phone, texting, tweets, etc. If this seems impossible, then you need this even more! If you can’t go 
cold turkey, even for a day per week, start slow by selecting one day per month. 

9. Thou shalt have a digital mentor 
Determine a leader you admire. Spend at least 20 minutes a day watching his or her activity. Pay attention to: 
Who is he conversing with? On what topics does she post and in what tone? Why does he post? When does she 
post? Where does he post and what tools or sites does he use? The best digital mentor is generally someone 
that is in your industry or shares similar interests—someone that you find intriguing. Learn from these mentors 
and practice what they are doing. 

10. Thou shalt share information 
With the digital revolution, you actually gain more influence as a leader when you share information. Remember 
that influence has surpassed information in terms of importance because information is cheap and easily 
accessible. If you were to take only one thing from this chapter it is simply this: you will attract more followers 
digitally in two days than you will in two months if you show interest in them versus trying to get them 
interested in you. 
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 Appendix AE: Digital Dictionary 
The new vocabulary of the digital realm as compiled by David Murray, from Erik Qualman’s book, Digital 

Leader.  

 Digital footprints: the information we post about ourselves online 

 Digital shadows: what others post about us online 

 Digital legacy: what people will find online when they search for you 100 years from now 

 Digital celebrities: people who become famous for what they are and do online 

 Digital realm: the merged public and private world that means we can no longer have both a 

private and public life—they have become one and the same 

 Digital profile: 81% of children under the age of two have images of them posted online, 25% 

have an online presence before they are even born! 

 Digital tools: whatever technology simplifies life rather than complicates it 

 Digital native: grew up with technology as part of their world (opposite of digital immigrant) 

 Digital mining: collecting of online information about someone 

 Digital bouquets: the passing on of encouragement using technology 

 Digital therapy: counseling given online rather than face-to-face 

 Digital peer pressure: works the same way as the in-the-flesh version 

 Digital deputies: using online videos to catch looters and rioters  

 Digital oysters: the multiple online wealth-making opportunities 

 Digital log: posting online of daily goals to increase accountability and motivation 

 Digital currency: connections (the more friends, followers, etc., you have, the richer you are) 

 Digital drain: the amount of time a company devotes to responding to negative online publicity 

 Digital hugs: responding to customers and connections that post positive feedback and comments 

 Digital voice/tone: what your online communications say about you 

 

http://www.amazon.com/gp/product/B006BXRE7W/ref=as_li_tl?ie=UTF8&camp=1789&creative=390957&creativeASIN=B006BXRE7W&linkCode=as2&tag=headhearthand-20&linkId=ARRUFWBDQKIZ4DHI
http://www.amazon.com/gp/product/B006BXRE7W/ref=as_li_tl?ie=UTF8&camp=1789&creative=390957&creativeASIN=B006BXRE7W&linkCode=as2&tag=headhearthand-20&linkId=ARRUFWBDQKIZ4DHI
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