Curriculum Improvement Cycle
Collaboration Group Workshop - Initial Summaries 4th June 2025

Educators from across Scotland recently came together to discuss the future direction of the Technologies curriculum. The day was filled with meaningful conversations, professional reflection, and collaborative energy.  Subject level summaries are at the end of this document
Initial Takeaways from the Meeting from Feeback Boards
This meeting highlighted the strong appetite for change, the value of professional dialogue, and the need for inclusive, well-structured collaboration to ensure the Technologies curriculum meets the evolving needs of learners across Scotland.
“Think about what technology actually is and how it will evolve.”
What Next? 
Participants felt inspired by the early conversations and agreed that the next step must involve refining and developing the “big ideas”. There was a strong desire to move beyond discussion and begin crafting tangible models and frameworks.
“Further refinement of our discussions, developing the big ideas.”
“Would be great to get these ideas in place quickly.”
There was also a consistent call for greater inclusion of primary and ELC voices, particularly as the room was mostly secondary colleagues.
“More primary teachers involved in the day.”
“Have to declutter the curriculum and make it more manageable for primary colleagues.”

How Will We Get There?
A united voice emerged around collaboration—across sectors, subjects, and even industries. Many participants stressed the importance of developing a shared language, clear progression, and a framework that works across the whole learner journey.
“Collaboration and collegiate working. Being prepared to take a risk.”
“We need to work through the information given and start identifying key information and emerging themes.”
There was also a strong push for joined-up thinking and consistency across the country.
“Joined up learning and thinking from all stakeholders.”
“Create agreed vocabulary that can be used throughout to allow learners to see the connections.”


What Worked Well? 
Across the board, participants valued the opportunity to talk—to colleagues from the same subject, from other sectors, and from different stages of education. The day’s structure, alternating between subject-specific and mixed groups, was widely praised.
“Great group of people – lots of high-quality professional discussion.”
“Working across the sectors and making connections.”
The tone was positive and constructive, with many describing the day as energising and future-focused.
“Really appreciated the space and opportunities to discuss with subject-specific colleagues.”
“Coming together with a range of like-minded people. The structure of the day also worked.”

What Could Be Improved? 
Participants appreciated the format but felt a few things could be improved. A recurring point was the need for more primary and ELC input, with suggestions for dedicated discussion spaces for these voices.
“More voices from within the primary and especially ELC. This needs to be heard more clearly.”
Some asked for more structure around the concept of ‘big ideas’, finding it hard to engage without clearer prompts or objectives.
“Big Ideas was a difficult conversation… there are so many PBL and IDL opportunities if we had time to plan and collaborate.”
“Better opportunity to see/learn what other groups were saying during the event.”

Consider for Next Time
Participants offered thoughtful suggestions to help shape future sessions. These included smaller group sizes, more time for discussion, and clearer examples of progression and successful practice.
“Provide examples of core competencies and big ideas to allow a clear picture of how it all fits together.”
“How can we hear the quieter voices?”
There was also strong interest in continuing this work through networks, professional learning communities, and ongoing dialogue with all stakeholders—including learners.
“Can we link with early years colleagues and DYW colleagues?”
“Looking more at the destination for our learners—where we want them to end their learning journey.”



Common Concepts/Themes Across Technologies Subjects
Across Business Education, Craft Design, Engineering and Graphics and Computing Science, common themes include a strong focus on real-world relevance, problem-solving, and the development of practical, transferable skills such as creativity, critical thinking, teamwork, and resilience. All subjects emphasise the importance of Project-Based Learning (PBL) as a way to engage learners in meaningful, hands-on experiences that mirror real-life contexts. There is a shared need for clearer curriculum guidance, better resourcing and infrastructure, and improved teacher confidence and training. Digital skills, sustainability, and ethical awareness also appear as key cross-cutting concepts which have also been previously highlighted as Core Competencies.
The emerging themes and concepts across the Technologies in terms of learner experience are summarised in the table below
	Emerging Concept
	Description

	Problem Solving / Critical Thinking
	All subject areas require learners to identify challenges, analyse them logically, and design solutions or responses.

	Creativity / Innovation
	Learners are encouraged to create original designs, systems, products, or solutions through imaginative thinking and iterative processes.

	Digital Skills
	Proficiency in digital tools, anddata/file management deemed essential across all subjects, though applied in different contexts.

	Design Thinking / Iterative Development
	Learners engage in cycles of planning, creating, testing, and improving – central to practical tasks and innovation.

	Ethics, Responsibility & Sustainability
	Ethical use of resources, environmental awareness, and understanding the societal impact of design and technology are key areas.

	Communication & Collaboration
	Working with others and communicating ideas clearly — using visuals, presentations, written formats, or digital tools — is crucial.

	Enterprise & Real-World Application
	Applying knowledge in real-world or industry-relevant contexts to foster entrepreneurial thinking and problem relevance.

	Data Literacy & Analysis
	Understanding, interpreting, and working with data in meaningful ways was highlighted as shared skill, though it may be called different things.

	Technical Knowledge & Tools
	Each subject requires mastery of subject-specific tools — from physical materials and machines to software and platforms.

	Resilience & Risk-Taking
	Learners are encouraged to try, fail, adapt, and improve — developing persistence in creative and technical problem-solving.





Business Education – Summary of Main Points
Purpose
· Business Education helps learners understand the modern world of work, enterprise, and the economy.
· It develops knowledge of how businesses operate, financial literacy, digital competence, and ethical decision-making.
· It equips learners with practical and transferable skills such as communication, problem-solving, and adaptability.
Ambitions for the Future:
· Raise the profile and relevance of Business Education in the curriculum.
· Ensure consistent and equitable access across all schools.
· Emphasise real-world applications, including enterprise and financial skills.
· Clarify how Business Education connects with other subjects like Computing and Technologies.
Key Knowledge, Skills, and Attributes:
· Financial awareness, economic understanding, and enterprise skills.
· Digital skills, particularly relating to business tools and data.
· Communication, ethical awareness, creativity, and critical thinking.
· Confidence to engage in decision-making, leadership, and collaboration.
Challenges & Opportunities:
· Uneven provision and teacher expertise across schools.
· Limited time in the curriculum and lack of clear progression pathways.
· Opportunities to integrate Business Education through interdisciplinary learning and practical enterprise projects.
· Growing importance due to changing work patterns and the digital economy.
· Enterprise projects highlighted as effective for contextual learning.
· Strong support for real-life business scenarios and simulations to embed financial literacy and strategy.




Craft Design, Engineering and Graphics – Summary of Main Points
Purpose:
· CDEG helps learners understand how things are designed, engineered, and made.
· It develops creative and technical skills, spatial awareness, and problem-solving.
· Encourages learners to think critically about materials, manufacturing, function, aesthetics, and sustainability.
Ambitions for the Future:
· Strengthen CDEG’s status in the curriculum and align it with industry needs.
· Ensure all learners have access to hands-on, practical learning experiences.
· Foster understanding of the design and engineering process from ideation to production.
· Promote sustainability and environmental responsibility through design thinking.
Key Knowledge, Skills, and Attributes:
· Technical drawing, 3D modelling, and digital design tools.
· Understanding of materials, structures, manufacturing methods, and engineering principles.
· Creativity, innovation, collaboration, and critical evaluation.
· Environmental awareness and ethical considerations in design.
Challenges & Opportunities:
· Inconsistent access to equipment, resources, and specialist staff.
· Health and safety requirements and maintenance of facilities.
· Opportunity to inspire learners through real-world design challenges and industry links.
· Need for high-quality CPD and updated curriculum guidance.
· Use of authentic design briefs, engineering problems, and product development cycles.
· Cross-curricular links and engagement through hands-on, challenge-based work.




Computing Science – Summary of Main Points
Purpose:
· Computing Science teaches how computers work and how to solve problems using technology.
· It includes programming, data handling, networks, artificial intelligence, and digital systems.
· Builds computational thinking, logical reasoning, and an understanding of how technology impacts society.
Ambitions for the Future:
· Clearly define the distinction between Computing Science and Digital Literacy.
· Ensure every learner has access to high-quality CS education with support from subject specialists.
· Embed ethics, cybersecurity, environmental sustainability, and social issues throughout.
· Make computing a core subject from early years onwards.
Key Knowledge, Skills, and Attributes:
· Programming, algorithms, data analysis, and problem-solving.
· Creativity, resilience, collaboration, and logical thinking.
· Understanding human-computer interaction and ethical impacts.
· Ability to adapt to emerging technologies and become creators, not just consumers.
Challenges & Opportunities:
· Lack of teachers and inconsistent access across schools.
· Overcrowded timetables and limited resources.
· Rapidly changing technology makes keeping up challenging—but also exciting.
· Opportunities for cross-curricular integration and project-based learning.
· Project-based tasks to consolidate learning and apply knowledge in authentic contexts.
· Collaborative tasks like debugging code, predicting outcomes, designing systems, and problem-solving.
· Exploration of multiple technologies, and promote real-life relevance






