
RCDC IT vs ADST (Applied Design, Skills, and Technologies from BC’s New Curriculum) 

RCDC 
Correlation 

ADST Content ADST Elaboration 

 Computational Thinking 

K1a 
K2a 

simple algorithms that reflect computational 
thinking 

for sorting, searching, sequence, selection, and 
repetition; specific statements to complete a simple 
task; cryptography and code breaking (e.g., cyphers)  

D1f 
F2c 
K2b 

visual representations of problems and data graphs, charts, network diagrams, info graphics, 
flow charts, lists, tables, or arrays 

A6 
evolution of programming languages 

 
historical perspectives, evolution (e.g., Ada 
Lovelace, punch cards, Hollerith, Grace Hopper, Alan 
Turing, Enigma, cyphers)  

K1b visual programming for example, Kodu, Scratch  

 Computers and Communications Devices 

A1-6 
computer system architecture, including hardware and software, network infrastructure (local), 
intranet/Internet, and personal communication devices 

B9 strategies for identifying and troubleshooting simple hardware and software problems 

B3 
function of input and output devices, including 3D printing and adaptive technologies for those with 
special needs 

 ergonomics in use of computers and computing devices 

C1-6 effective and efficient keyboarding techniques 

 Digital Literacy 

M1-5 
N1-2 
O1-3 

Internet safety 

 
including privacy and security (secured connections, 
passwords, personal information), digital footprint 
and dossier, cyberbullying, online scams, and 
cybercrimes  

P1-4 
Q1-5 
R1-4 

digital self-image, citizenship, relationships, 
and communication 

 

S1-2 
legal and ethical considerations, including 
creative credit and copyright, and 
cyberbullying 

 

V1-2 
methods for personal media management 

 
for example, personalization and organization, 
bookmarks, content management  

U1-4 
search techniques, how search results are 
selected and ranked, and criteria for 
evaluating search results 

accuracy, timeliness, appropriateness, credibility, 
and bias  

W1-3 
strategies to identify personal learning 
networks 

personalized digital instructional tools to enhance 
learning and engagement (apps, websites, videos, 
tutorials, games) 

 Media Arts 

H1-3 
V1-4 
J1-3 

digital and non-digital media, and their 
distinguishing characteristics and uses 
 

for example, video production, layout and design, 
graphics and images, photography (digital and 
traditional), emerging media processes 
(performance art, collaborative work, sound art) 

H1-3 
techniques for using images, sounds, and text 
to communicate information, settings, ideas, 
and story structure 

for example, crop, print, record/capture, sequence  
 

I1-4 
X1-2 

media technologies and techniques to 
capture, edit, and manipulate images, 
sounds, and text for specific purposes 

 

R2-5 
 

influences of digital media for the purpose of 
communication and self-expression 

 

Source for ADST Curriculum is https://curriculum.gov.bc.ca/curriculum/adst/7 


