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So how  

will we  

get there? 

How will we 

know if they  

got it? 

What do we 
want them  
to learn? 

the ‘what’ – curriculum 

The ‘how’ –  

pedagogy 

based on McTighe and Wiggins work  -  Understanding by Design 
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Year 7/8 

 History 

Design and Technologies 

Visual Arts 



What is the intended learning and why is it important? 

Year 7 

Key Inquiry Questions 

Year Level Description 



Year 7 

Knowledge and Understanding 
Depth Study: The Mediterranean/Asian World   

Historical Skills 

What is the intended learning and why is it important? 



Year 7/8 

Band Level Description 

What is the intended learning and why is it important? 



Year 7/8 

Knowledge and Understanding  

What is the intended learning and why is it important? 

Processes and Production Skills 



Year 7/8 
Band Level Description 

What is the intended learning and why is it important? 



Year 7/8 

Knowledge and Skills 

What is the intended learning and why is it important? 



Level 4 

What is the intended learning and why is it important? 



What is the intended learning and why is it important? 

1. What roles did key groups play in an ancient society (Roman, Greek, Egyptian, 
Chinese or Indian)? 
 

2. How do artistic styles and symbols represent the beliefs, values and practices of an 
ancient society? 
 

3. In what ways does the game of chess help us understand ancient societies? 
 

4. How can we best design chess pieces that represent the social roles of key groups 
and the artistic style of an ancient society?  



What is the intended learning and why is it important? 

1. What roles did key groups play in an ancient society (Roman, Greek, Egyptian, 
Chinese or Indian)? 
 

2. How do artistic styles and symbols represent the beliefs, values and practices of an 
ancient society? 
 

3. In what ways does the game of chess help us understand ancient societies? 
 

4. How can we best design chess pieces that represent the social roles of key groups 
and the artistic style of an ancient society?  

How would our lives be different without this skill, knowledge, 
understanding? What could we not do? 
 
Where do we see this learning demonstrated in our  
everyday lives? 



What is the intended learning and why is it important? 

How would our lives be different 
without this skill, knowledge, 
understanding? What could we not 
do? 
 
Where do we see this learning 
demonstrated in our  
everyday lives? 

For example: 
Awareness that we are all part of a 
global society influenced by the 
legacies of the ancient past. 
 
Understanding that we all have a role 
in the societies we belong to that come 
with roles and responsibilities. 
 
Challenging stereotypes about roles in 
contemporary society. 
 
Having a strong sense of identity and 
belonging within society.  
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What do the learners bring? 

Prior knowledge 
Learner dispositions  

Interests/experiences  

Misconceptions 

Ancient societies 
Artistic symbols and styles 
Design principles  

Chess game 
Strategy games 
Ancient history movies 
Design apps 

Collaborative group work 
Creative thinking 
Conceptual understandings  

Eg. Chess was invented just 
as a fun game 
Ancient art was just for 
decoration 

Skills 
Values 
Attitudes  



What do the learners bring? 
How can we find out? 

In what ways does the game of chess help us to understand 

ancient societies?  What do you think? 

Nothing…it’s 
only a game! 

It’s like a miniature 
version of an 
ancient society. 

 ? It’s a game of strategy 
and tactics, I think 
ancient armies used it 
to help them win wars. 

Kings were powerful in 
ancient times.  The 
game shows how 
everyone had to 
protect the king. 
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What could the intended learning look like at this level? 



What could the intended learning look like at this level? 



What could the intended learning look like at this level? 
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What evidence will enable us to assess the intended learning? 

Formative Assessment  

Two examples of how to use Peer Assessment to provide feedback to cause thinking and 
move learning forward during the learning process: 
 

Pre-Flight Checklist – Group of 6 research on an ancient society 
 

Yes/No 
 

All six pieces of the chess pieces have been placed in order of importance  
 

The importance of each key group in the ancient society have been     
placed in a social hierarchy with an explanation of their position 

The artistic symbols and style of the ancient society are listed with 
accompanying images 
 



What evidence will enable us to assess the intended learning? 

Formative Assessment  

Two Stars and a Wish 
 
 
 
 
 
 
 
 
 
 
 
 
 

Design a model of their 
chess piece in the artistic 
style of their Ancient 
civilization 
 
Peers provide feedback on 
two positives about the 
chess piece and something 
that would make it even 
better. 



What evidence will enable us to assess the intended learning? 

Portfolio 

Students collect evidence along the way to include in the group portfolio for 
group as well as individual assessment. 

Portfolio: 
• Documented research on the relative importance of the difference chess pieces, the 

roles of key groups in an ancient society and the artistic symbols and styles of that 
society 

• Pre-flight Checklist 
• Labelled diagrams of the chess designs explaining the social role and artistic style of the 

design 
• Two Stars and a Wish 
•  The accompanying 3D print of the chess pieces 
• Accompanying instructions and explanations of the chess set (names and photographs 

of the pieces and how they can move) 
• Feedback from peers after they have tested the game and any changes made as a 

result. 
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How will we engage, challenge and support their learning? 

Explore the Makers Empire App 

What can you discover? 
 
What do you think is possible? 
 
What surprises you? 
 
What can you create? 
 
What is the most amazing 
 thing you can create? 
 



How will we engage, challenge and support their learning? 

Two students set up chess boards ready to play.  
What advice would you give each student? 



How will we engage, challenge and support their learning? 

How will we make sure that everyone in the class can play chess? 
How can we use the students who already know how to play as a resource? 
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Design the teaching and learning plan 

Student Tasks How can TfEL build on this? 

Lesson 1   

Students are introduced to the activity Use strategies to find out what students already know , can do and understand in 
order to build on learners’ current understandings. (TfEL 4.1) 
For example: A Concept Cartoon process can be used to find out what students 
already know and understand about the history of chess. 

Students are organised into groups Students are asked to organise their own groups and agree on roles and 
responsibilities within their groups to the support the development of democratic 
relationships. (TfEL 2.2) 
For example: Groups need to nominate : 
A leader to keep the group focussed on the task and ensure all members have 
opportunities to participate. 
A recorder to keep a record of the group’s activities. 
A team manager to manage time, materials and resources 
A connector to prompt the group to consider how new ideas connect with 
previous thinking 
A traveller to visit other groups or the teacher to ask questions and share ideas 
that can be brought back to the group 
A reporter to give oral responses to the class about the group’s activities and 
thinking  

Students are introduced to the game of chess 
and its history 

Students are given opportunities to make connections about the game of chess to 
their own lives (TfEL 4.2). 
For example: A student who is an avid video gamer might compare and contrast 
the game of chess to their favourite video game or a student who has travelled 
overseas might make connections to old castles they visited. 

Students are given 30 minutes to play chess so 
they are familiar with the game 

 The whole class assumes responsibility for getting all class members up to speed 
with the game of chess to work towards building a community of learners (TfEL 
2.2). 
For example: Students who already know how to play chess work together to plan 
how they can support the rest of the class. 



Design the teaching and learning plan 
Student Tasks How can TfEL build on this? 

Lesson 2   

As a class students revise chess 
pieces and their moves 

Students identify what they need to revise and practice in order to develop deep 
understanding and skilful action (TfEL 3.2). 
For example: students are responsible for making sure they have the skills and 
understandings they need to be able to play chess with others successfully . They 
are expected to seek the support they need to achieve this. 

Software Demonstration: 
Students are lead as a class 
through the Makers Empire 
Blockers and Shaper tutorials 

Students are introduced to key information and ideas they need to start using the 
app and are then given time to engage with and explore the Makers Empire 
program themselves, using an inquiry scaffold to teach students how to learn 
(TfEL 3.1) 
For example: Explicit skills are modelled by the teacher and then students are 
given time to investigate questions such as: 
What can you discover? 
What do you think is possible? 
What surprises you? 
What can you create? 
What is the most amazing thing you can create? 
 

Students are asked to design 
conventional chess pieces in 3D 
using the Makers Empire 
software so they become 
familiar with the capabilities of 
the program 

Students show what they have learned about chess pieces while they are 
becoming familiar with the capabilities  of the Makers Empire program  so that 
they are communicating their learning in multiple modes (TfEL 4.4) 
For example: Students need to clarify their understanding of the features of 
particular chess pieces and use this to experiment  with how to represent this 
using the Makers Empire program. 



Design the teaching and learning plan 
Student Tasks How can TfEL build on this? 

Lesson 3   

In groups of 6 (organised as three pairs) students research: 
 Relative importance of the various chess pieces (Pair 

1) 
 The relative importance (social hierarchy) of key 

groups in the ancient society being studied (pair 2) 
 Artistic symbols and styles of the ancient society being 

studied (pair 3) 
  

 Students share the responsibility for completing the group task to develop a 
community of learners (TfEL 2.2). 
For example: Students work in pairs to research a specific aspect of the task and 
are responsible for  making sure that other members of the group are able to 
use and understand the information for the purpose of achieving the group 
goals. 

In their group of 6, students match a key group to a chess 
piece based on their importance using their research. 
For example- Ancient Rome: 
King: Emperor 
Queen: Empress 
Rook: Senator 
Bishop: Noble 
Knight: Equite 
Pawn: Soldier 
(There is no one correct selection except that the choices 
should reflect social structure) 
Students then assign responsibility to design each piece to a 
group member (six pieces-six students) 

 Students bring the groups’ research  together with their shared understanding 
of traditional chess pieces to make connections and think creatively about how 
the ancient civilisation they have researched could be represented as a chess 
set. Rather than seeking the ‘right answer’ the group finds a solution that works 
for them and addresses the criteria as they negotiate their learning  within this 
task (TfEL 2.3). 

Working individually students synthesise their research (on 
social structure and artistic style) and create their chess 
piece design. 

Students work between a number of contexts and criteria as they design their 
chess piece. They synthesise research about social structure and artistic styles in 
order to connect and apply this understanding  and construct knowledge within 
the new context of the chess piece they are designing (TfEL 3.3)  
For example: In designing their chess pieces, students compare, contrast, 
generate and test possible solutions against two sets of information (chess 
pieces and roles within the ancient civilisation they have researched) in order to 
reach a new representation of their knowledge. 
 



Design the teaching and learning plan 

Student Tasks How can TfEL build on this? 
Lesson 4   

Design: Students use Makers Empire Blocker and Shaper 
modules to design a model of their chess piece in the 
artistic style of the ancient civilisation being studied 
As students are making their model, visit to see what 
kinds of problems they are encountering and the different 
designs. 

Challenge students to achieve high standards by providing 
challenging tasks with clear criteria that needs to be met in 
order to be successful (TfEL2.4) and then provide 
appropriate support for students to successfully complete 
the task at a high standard. 
For example: Negotiate criteria for success with students. 
What features will the model need to include to meet the 
criteria? Consider setting up a skills register where students 
can seek help from each other with particular aspects of 
the Makers Empire software.  

Observe 3D printer 
Example design is sent to the printer. 
Students come up in groups for 3-5 minutes each to get a 
closer look at the printer in action. Other designs are 
printed when the time permits. 

Embed the use of the 3D printer as an authentic part of the 
task , enabling students to demonstrate their learning using 
multiple modes (TfEL 3.4). 
Students share their observations of the printer in action 
with their group. After observing the printed example 
design, students may wish to make changes to their own 
model in response to what they observed. 



Design the teaching and learning plan 

Student Tasks How can TfEL build on this? 

Lesson 5   

Finishing off: 
 Prepare a group portfolio(digital or paper) for 

group assessment containing the research 
information and design ideas 

 Ensure the individual chess piece designs are 
saved (for individual assessment) 

 Make a card to go with the group chess set 
explaining the chess piece designs (and which 
conventional chess piece they represent) 

 Once printed paint the pieces (black and white) 
and set up on the printed laminated chess board 
along with the explanation card. 

Incorporate opportunities for students to apply and 
evaluate their learning in authentic contexts (TfEL 4.3) by 
using peer assessment, individual and group assessment 
and opportunities for reflection and responding to 
feedback. 
For example: Have another group set up the chess board 
by making decisions about which pieces belong in each 
position (without using the explanation card). This group 
checks their board set-up against the original group’s 
explanation card and provides feedback about how well 
the chess pieces reflect the social positions and artistic 
styles of the ancient civilisation. 
Have groups each other’s chess games and provide 
feedback against the original criteria for success. 
Groups reflect on and respond to the feedback. 


