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Introduction

This catalogue contains details about the Finance, business and enterprise digital curriculum
resources available from The Le@rning Federation (TLF) to all schools in Australia and New
Zealand. The content supports and enhances studentséknowledge, understanding, skills and
values in Financial, business and enterprise contexts in the Pi 12 years.

Some content focuses on financial calculations as skills practice, other content on application
of mathematical skills in authentic financial contexts. Some content requires students to be
innovative, creative and entrepreneurial and to make decisions weighing up the effect they
might have on self, others, the community and the environment.

The digital resources include:
e interactive learning and assessment objects
e images and film clips.

Learning and assessment objects
Learning objects are generally published in series and some are also aggri&;ted into single,

larger learning objects. Aggregated learning objects are identified with the symbol.

An asterisk (*) on the series title indicates that not all the learning objects in that series have
been released. The remaining learning objects will be released progressively.

Some learning objects contain non-TLF content. See the acknowledgements and conditions of
use in the learning objects for details.

Digital resources
A range of digitised items licensed from leading Australian and New Zealand cultural and
scientific institutions is also available. The items are identified by the following symbols:

% clips from documentaries, newsreels, television programs and feature films

photographs, line drawings and documents.

With each item, TLF supplies an Educational value statement comprising a description and
contextual information that enriches the value of the asset for the teacher.

Accessing and viewing the content

Government and non-government education authorities in each Australian state and territory
and in New Zealand have responsibility for facilitating access to the pool of digital content. Full
details about how to access the content, including the necessary technical and software
requirements for viewing it, can be foundon TLF6 s websi t e.

www.thelearningfederation.edu.au



Learning objects

Financial calculations

These interactive learning objects involve students in a range of numerical and algebraic
calculations involving money.

lefy (Years 31 9)
Students practise subtraction to find the differences between a series of numbers.

Features include:

e Dynamic generation of starting numbers supports repeated use

¢ Includes an option for students to specify starting numbers

e Provides a range of number types for students to practise finding differences.

Students:
e calculate the difference between numbers.

. .
S T Diffy

L415971 Years 31 9

Students choose a number type to practise subtraction:
positive whole numbers, fractions, integers, decimals or
money then work out the differences between four
starting numbers. For example, start by finding the
difference between a group of currency values.

Newrroblem | | Creataprobiem | ciear |
 Wnole Numbers © Integers  Fractions ~ Decimals ©~ Money

These materials are licensed to Education Services Australia Ltd. Copyright retained by National Library of Virtual Manipulatives.

Party time : assessment (vears 5ig)

Students are assessed on their ability to fulfil a shopping list for a class party within a set
budget.

Features include:

e a practical situation to assess studentsdcalculation skills

e a mechanism for the student and teacher to comment on the student® learning progress

e a printable report showing the student® selection of party goods, the correct selection of
party goods for the cheapest total cost, as well as the student® reflection on future
improvement areas.

Students:

e are given a shopping list of three items (lemonade, cupcakes and party hats) to purchase
for their class party

e calculate the cheapest unit price for the three items and the quantity of each item
required, taking into account the special discounts available as well as the total cost of
the party goods.

Party time: assessment
L8491 1 Years 51 8

Students are assessed on their ability to fulfil a
shopping list, within budget, for a class party.

These materials are licensed to Education Services Australia Ltd. Copyright retained by Educational Measurement Solutions Pty Ltd.



FINANCIAL CALCULATIONS

School canteen series

LEARNING OBJECTS

(Years 519)

Students are responsible for purchasing stock online for the school canteen. The focus is on
the mathematical skills and calculations associated with shopping, including purchase of
goods in multiples of fixed units and determining best buys to minimise total costs.

Features include:

e calculations that require recognition and use of ratio, factors, and multiples of whole
numbers and measures, and recall of multiplication and division facts
encouragement to use efficient multiplicative strategies to solve arithmetic problems
two levels of objects that reflect two different levels of difficulty in the calculations
randomised quantities and costs that support repeated use.

Students:

e use halving and doubling, thirding and trebling strategies in multiplicative situations
¢ solve problems by selecting and applying efficient multiplicative strategies

e solve problems using or involving ratios and rates
[ ]

solve problems in a shopping context.

MARCH 2010

School canteen: restock: level 1
L1927 1 Years 51 9

Students choose how to order school canteen items
available in a range of packaging sizes. In these
examples, the unit price of the item remains the same
regardless of the quantity purchased.

Strategies are displayed at the end of each order.

School canteen: restock : level 2
L1931 71 Years 71 9

The range of numbers is greater and the packaging
size varies from level 1 but the unit price remains the
same.

Strategies are displayed at the end of each order.

School canteen: best buy: level 1
L1928 7 Years 519

Students need to calculate the unit prices for each
different pack size to find the lowest price. There are
up to four pack sizes for each item.

Strategies are displayed at the end of each order.

School canteen: best buy: level 2
L19327 Years 7i 9

The calculations for level 2 are more difficult than those
required for level 1.
Strategies are displayed at the end of each order.

© Education Services Australia Ltd 2010 5



FINANCIAL CALCULATIONS

LEARNING OBJECTS

School canteen: two traders: level 1
L192971 Years 51 9

For each item, students must calculate the total price
from two traders. The package sizes and package
sizes vary.

School canteen: two traders: level 2
L1933 71 Years 71 9

The calculations for level 2 are more difficult than those
required for level 1.

School canteen: estimate and check: level 1
L19307 Years 519

Students check the prices and package sizes from the
price catalogues of two traders. They identify the
lowest price per item then estimate which trader will
supply all the goods for the lowest total cost.

Students then test their estimates by calculating the
total cost of the items from each trader.

School canteen: estimate and check: level 2
L1934 71 Years 71 9

The calculations for level 2 are more difficult than those
required for level 1.

MARCH 2010 © Education Services Australia Ltd 2010 6



Exploring linear equations  (vears 6i9)

Students watch a video showing animals feeding at a zoo and see how linear equations are
used to calculate daily feeding costs.

Features include:
e avideo illustrating how linear equations can be used to calculate costs of feeding zoo

animals.

Students:
e understand linear equations through a real context
e see how linear equations are used in calculations involving fixed and variable costs.

SHBI08 U6 YreDing I Dot Ao Squstins by Exploring linear equations

Shvepdrdpbpendme ki ks L65p53 i 3ears 6i 9q

Total Cost = (cost/kg) x (# of kgs) «

Squion 12 SqUaTion 2 Students see how linear equations are used to
calculate daily feeding costs. For example, daily costs
of meat for tigers is ($9.90 per kg x 36kg) + $10 delivery
= $366.40.
- - “
TCu{1.000(1)+(1.00) YCm(1,00)%(1)+(1.00)
TC»$2.00 TCs$2.00

These materials are licensed to Education Services Australia Ltd. Copyright retained by Alberta Education, Canada (www.learnalberta.ca).

Exploring Algebra series  (vears 6i9)

Students explore and practise a range of concepts and operations relating to algebra to
calculate the profit/loss for a small business.

Features include:

e structured equations to help students find relationships between variables

e a sequential approach to solving algebraic problems

e randomly generates variables for use in calculations of profit and loss to encourage
repeated use.

Students:
e use variables and equations to express, summarise and apply numerical relationships
e evaluate expressions arising from concrete financial models.

T 20 i H
Povuais; R dols: o o roprioanind Exploring algebra
by the formula R=5n, where m is the L6552 1 Years 619
number of records soid. Determing the

by coe g the

— Calculate a disc jockey® profit or loss when he sells

s n . . .
so———— R= (] v records. Use algebraic notation to represent variables.

o For example, T =56 + 3n (where T is total expenses
and n is the number of records produced). Calculate
revenue and expenses then work out the profit or loss.

These materials are licensed to Education Services Australia Ltd. Copyright retained by Alberta Education, Canada (www.learnalberta.ca).



FINANCIAL CALCULATIONS LEARNING OBJECTS

Mobile phone plans series  (vears 8i9)

Students explore the mathematical concepts of cost estimates, data analysis, cost time
graphs, line graphs and tables.

Features include:
e A progressive increase in the number of options and alternatives available in each
learning object.

Students:

¢ use line graphs to analyse the costs associated with some different mobile phone plans

e interpret patterns to make predictions and comparisons between different plans using
graphs to analyse and compare the costs associated with different plans

e recommend the cheapest plan for each user profiled.

Mobile phone plans: find the best deal 1
L7621 Years 8 9

Students compare monthly costs of a current prepaid
plan (covering calls and texts) for 3 different users with
costs from a new phone company.

Mobile phone plans: find the best deal 2
L7631 Years 8 9

Students compare monthly prepaid plans (covering
calls, photos and texts) offered by three companies for
a range of users with different calling patterns.

Mobile phone plans: find the best deal 3
L1107 71 Years 8 9

Students compare monthly prepaid plans (covering 6
options) offered by three companies for a range of
users with different calling patterns. The plans include
discounted rates for calls to subscribers of the same
company.

Mobile phone plans: peak and off-peak
L1108 71 Years 8i 9

Students compare monthly costs on two different
calling plans (peak and off-peak) for a range of users
with different calling patterns.

MARCH 2010 © Education Services Australia Ltd 2010 8



FINANCIAL CALCULATIONS LEARNING OBJECTS

Moble phane pians. toe COMPaTy

Mobile phone plans: one company
L110971 Years 8i 9

Students compare monthly costs on three different
calling plans for a range of users with different calling
patterns offered by a company.

Modde phone pians seversl companies

Mobile phone plans: several companies
L11107 Years 8i9

Students compare monthly costs for a range of users
using three similar plans offered by three different
companies.

Maths and the car: loan calculator  (vears9i12)

This is a short activity where students use a calculator to estimate loan repayments needed
to buy a car.

Features include:
e An online loan calculator, using set compound interest rates (no early repayments).

Students:
e calculate loan payment schedules
e use a calculator to work out loan repayments and total interest.

Maths and the car: loan calculator

Maths & the Car L1449 7 Years 9i 12

Looks at variables such as price, compound interest
rate, term of loan and payment frequency.
Calculates the total interest to be paid by the borrower.

This series contains non-TLF content. See Acknowledgements in the learning objects. Reproduced with permission of The Crown in Right of Tasmania.

MARCH 2010 © Education Services Australia Ltd 2010 9



BUSINESS, CONSUMER AWARENESS AND ENTERPRISE LEARNING OBJECTS

Business, consumer awareness and enterprise

These interactive learning objects enable students to be immersed in a range of business
situations both as an entrepreneur and as a consumer.

Island life series (vears Pie)

Students distinguish between needs and wants when selecting six items that will ensure their
survival on a tropical island.

Features include:

challenges for students to choose items needed for survival on a tropical island
careful distinctions between needs and wants

animated feedback to demonstrate the consequences of decisions made

a colourful setting and bright calypso music.

Students:

¢ distinguish between needs and wants when planning to live on a tropical island

e observe the social, environmental and personal consequences of selecting needs or
wants.

Island life: needs and wants
L1008 1 Years P12

Island life prompts students to distinguish between
needs and wants in an engaging, fun manner. To
survive on a tropical island, students choose six items
to take with them. When they arrive on the island the
consequences of their choices become apparent. If
they have chosen unwisely people get sick, the water
becomes polluted, rubbish accumulates, trees
disappear and buildings fall into disrepair. Students are
prompted to revise their selections on subsequent
visits to the mainland.

Island life: smart choices
L1034 7 Years 314

Students continue to distinguish between needs and
wants, but at more sophisticated levels. Choices are
less black and white and require greater consideration.
For example, students must decide whether a fishing
rod is more important than a surfboard, or a packet of
seeds is of greater worth than a packet of lollies.

Island life: life choices
L103571 Years 5i 6

Students continue to distinguish between needs and
wants, but at more sophisticated levels. Choices are
less black and white and require greater consideration.
For example, students must decide whether a fishing
rod is more important than a surfboard, or a packet of
seeds is of greater worth than a packet of lollies.

This series contains non-TLF content. See Acknowledgements in the learning objects.

MARCH 2010 © Education Services Australia Ltd 2010 10



BUSINESS, ENTERPRISE AND CONSUMERS LEARNING OBJECTS

Buds (Years Pi 8)
Students are encouraged to discover opportunities to sell and innovate on their product to
win an award for finding business opportunities.

Features include:
¢ introduction to concepts such as the global market place, sustainable business practice
and triple bottom line business practices.

Students:

o take risks, explore opportunities and, in an immersive multimedia experience, engage in
entrepreneurial pursuits

e identify, respond to and create opportunities within a goods and services industry

e implement business ideas by interacting with retail and business customers

e investin equipment to take advantage of new business opportunities.

Buds: level 1
L9021 Years Pi 2

Level 1 introduces the concept with the discovery of
opportunities necessary to win the business award.

Buds: level 1 [includes audio prompts]
L9057 Years P12

This version includes audio prompts to provide hints
and strategies to assist students in the discovery of
various opportunities.

Buds: level 2
L9037 Years 314

Level 2 is a development on the complexity and
number of opportunities students need to discover to
win the award.

Buds: level 3
L9041 Years 51 8

Level 3 further develops the type of opportunities
including charity, reputation, stock and resource
management, and sustainability.

MARCH 2010 © Education Services Australia Ltd 2010 11



BUSINESS, CONSUMER AWARENESS AND ENTERPRISE LEARNING OBJECTS

Community enter prise series (vears3is)

Trying to make decisions that benefit the economy, society and the environment can be a
challenge. Students research, present and justify a recommendation that meets the
requirements of the driple bottom lined

Features include:

e opportunities to investigate the social, economic and environmental consequences of
proposed land uses

e tools to help compare, sort and analyse a range of opinions on the development of an
unused site in a local community
an interactive notebook for recording and analysing information
a series pitched at three different levels, with increasing language and complexity
a printable report in the form of a letter recommending action an summarizing reasons.

Students:

¢ investigate the environmental, social and economic consequences of redeveloping an
unused factory site

e recommend a course of action that will maximise the environmental, social and economic
benefits of redevelopment to a local community.

Community enterprise: pools, parks and toys
L1026 7 Years 314

Students enter their findings in a notebook, then
conduct an analysis to determine which option will
provide the best outcomes for the environment and the
community, while remaining economically viable. The
students then forward their recommendation to the
mayor.

Community enterprise: pools, parks and toys (ESL)
L10436171 Years 3i 4

) —rm
Select peaple b the shoooing mal
siov{.ﬂ" -

S0

Students help a local council investigate proposals for
redeveloping an old factory site. They compare the
benefits of building a swimming pool, toy factory or
park. Students rate the economic, social and
environmental effects of each proposal and write a
letter to the mayor recommending a course of action.

Community enterprise: making a choice
L10257 Years 5i 6

Students enter their findings in a notebook, then
conduct an analysis to determine which option will
provide the best outcomes for the environment and the
community, while remaining economically viable. The
students then forward their recommendation to the
mayor.

Community enterprise: people, economy and the
environment
L10027T Years 7i 8

Students compare the environmental, social and
economic consequences of developing new
enterprises in a small community. Students seek the
opinions of a range of community members and gather
information regarding the costs, environmental impacts
and employment benefits of the different enterprises.

MARCH 2010 © Education Services Australia Ltd 2010 12



BUSINESS, ENTERPRISE AND CONSUMERS LEARNING OBJECTS

Fish market (vears3i9)

The Fish market series uses game-play format to assist students to explore the complexities
of a trading market.

Features include:

experiential learning opportunities, independent learning, problem solving and visual
learning experiences

dynamically changing information about the trading history of each type of fish

trader biographies providing information about the motivations and interests of the various
traders offer clues to help students reach the goal of finding and purchasing the d-izzer
fisho

introductory information budgeting; commerce; decision-making; enterprises (business);
markets; price elasticity of demand; pricing; risk management and supply and demand

Students:

make profits and gain status points that give them access to even more markets and thus
more opportunities to buy and sell a wider variety of fish at a wider variety of prices

use a range of skills in this series, such as analysing and synthesising information,
experimenting with various options and decision making.

Fish market: explore trading
L2574 7 Years 3i 5

d-ish market: explore tradingbintroduces the concept of
trading to a younger audience in a simplified format.
Differences include simplification of language and
concepts, larger text, the removal of the trader
biographies, and making the Fizzer fish easier to find.

Fish market
L7681 Years 619

The studentsdgoal is to find and purchase the highly
prized and expensive d-izzerdfish. To achieve this, they
must explore various markets, buying and selling
different types of fish and gaining information on how
the market works.

MARCH 2010 © Education Services Australia Ltd 2010 13



BUSINESS, CONSUMER AWARENESS AND ENTERPRISE LEARNING OBJECTS

Biz whiz unleashed (Years 5i 8)

The Biz whiz unleashed series gives students the opportunity to take the role of a young
entrepreneur, running a dog walking business in their spare time.

Features include:

¢ a @eal lifebcommunity and commercial environment

e a simulation format to enable students to operate in a competitive environment to achieve
their own business goals

e arange of opportunities and decisions are generated during use to encourage repeated
engagement.

Students:

e operate their own business and assess opportunities to introduce innovations to promote
sustainability and profitability.

identify innovative opportunities to service potential customer needs

identify and capitalise on business strengths

explore a range of approaches for expanding a venture

recognise and respond to competition.

Biz whiz unleashed: compete for customers
L13117 Years 5i 8

Students find opportunities to boost customer numbers
for the business and beat other companies. The aim is
to attract new customers, build a good reputation and

h earn more money than their competitors.
(s

Adzad
]

Biz whiz unleashed: compete for money
L13127 Years 5i 8

The aim is to market the business creatively and
introduce new services, using their resources
efficiently.

Biz whiz unleashed: compete for satisfaction
L24607 Years 5i 8

Students use their resources efficiently to ensure
enough time and resources to service customer needs.

Biz whiz unleashed: compete
L13107 Years 5i 8 &

This is a combination of the three @iz whizblearning
objects.

MARCH 2010 © Education Services Australia Ltd 2010 14



Kangaroo series (vears5is)

Students consider the social, economic, environmental and animal welfare consequences of
harvesting kangaroos, and manipulate popular media to promote their own viewpoint on
whether kangaroos should be killed for human consumption.

Features include:

e arange of media sources for synthesising facts and opinions

e data comparing the social influence of media sources

e tools to enable students to compile an exposition supporting a viewpoint.

Students:

¢ analyse the effectiveness of different media presentations when attempting to influence
the opinions of community members

o decide whether the eating of kangaroos is in the best interests of Australian society,
economy and environment

e prepare a media presentation to convince citizens that eating kangaroos is, or is not, in
the best interests of Australian society, economy and environment.

Kangaroo: communicating a message

Kangarao: suinmiuiizuing 1 thessuge
L1343 71 Years 5i 6

.
By TR i In this version of Kangaroo for younger students, only

the television format is presented for students to
manipulate, and the number of arguments that inform
the studentséviewpoints is reduced.

Kangaroo: communicating messages
L13447 Years 718

Students are presented with arguments in a selection
of media formats regarding the contentious issue of
eating kangaroos. Having considered the issue,
students complete a survey in which they identify the
medium that influenced them most, and state whether
they are for or against eating kangaroos. They then
analyse data from a fictitious survey of the Australian
population and are prompted to prepare a television or
newspaper advertisement promoting their viewpoint.
Students are prompted to reconsider their selections if
their advertisements appear to contradict their stand on
the issue.

This series contains non-TLF content. See Acknowledgements in the learning objects.




















































































