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DEEP LEARNING DESIGN: CHRISTMAS ENTERPRISE FAYRE 2024
CLASS: P7A

PROPOSED START DATE: 
     STAFF: Mrs McLachlan / Mr English
	Starting Off / Assess
	 Justification:
	The annual Christmas Fayre is a school tradition that encourages students to develop entrepreneurial skills and creativity. Each class contributes by creating unique products to sell, with all proceeds supporting the school fund.

	
	Introduce:
	Introduce the project to students by explaining the goal: to design, create, and sell a product and game that will attract customers at the Christmas Fayre. Emphasise teamwork, creativity, and profitability. Discuss various product ideas and brainstorm as a class to generate excitement and ownership over the project.

	
	Potential Curricular Links
	Curricular Areas
	Strands

	
	
	Numeracy
Expressive Arts

Technologies

Social Studies
Literacy & English

	Number, Money Measure
Consider the impact on profit when buying materials from different sources and in different quantities.

Calculate profit and loss and the breakeven point.

Art

Respond to a design challenge and present work to a high standard.
Food and Textile Technology

Design and then improve a product, potentially with a food or textile focus.
People in Society, Economy and Business

Collaborate in the setting up and running of a business and recognise the different roles and responsibilities involved.

Listening and Talking

Contribute to decision making, giving and challenging ideas respectfully.

	
	Outcome / Success Criteria

	Outcomes:
· To understand the process of running a business and making a profit
Success Criteria:
Before the fayre:

· Explain why this product has been chosen (giving reference to materials, production and profitability)
· Calculate the potential profit that could be made, referencing terms such as: materials, cost, customer, production, price, profit and quantity of units.
After:

· Be able to calculate the actual profit/loss by deducting the cost of the materials from the money earned from sales.

· Be able to reflect on decisions made and discuss how changes in the process may have resulted in more profit

	
	Deep Learning Competences
	Character
	x
	Communication
	x

	
	
	Citizenship
	x
	Creativity
	x

	
	
	Collaboration
	x
	Critical Thinking
	x


	Design
	Overview of proposed learning design: 
	1. Introduce Key Concepts: Present the project, discussing business terms such as finance, profit, loss, sales, production, unit, manufacture, consumer, customer, materials, cost, price, and marketing.

2. Brainstorm Product Ideas: Identify potential items or games that would appeal to customers at a Christmas Fayre and could generate profit for the school. Narrow down the list based on material costs, ease of production, and suitability.

3. Evaluate and Select Products: From a shortlist of two or three options, calculate the production costs for each. Compare prices for materials from various suppliers (e.g., 24 pegs for £4.99 vs. 50 pegs for £7.99) and estimate the potential profit for each product. Use this information to make a final selection.

4. Set a Selling Price: Decide on a price for each product by considering production costs, difficulty to manufacture, and product quality.

5. Design and Create Products: Begin production, focusing on quality control at each stage.

6. Plan Marketing Strategy: Determine the best methods to promote the products at the Fayre and put the marketing plan into action.

7. Sell Products at the Christmas Fayre: Engage with customers and manage sales at the event.

8. Calculate Profit or Loss: After the Fayre, calculate the total profit or loss from the sales.

9. Reflect on the Experience: Evaluate the project by discussing what went well and what could be improved for future projects.

	
	Four Elements of Learning Design
	Pedagogical Practices
	Learning Partnerships

	
	
	Problem Solving
Project based learning

Collaborative work
	Whole school, ensuring no overlapping items/games.

Parents/carers – those who attend the fayre

	
	
	Learning Environments
	Leveraging Digital

	
	
	On-line shops

Open areas/classrooms as production lines
Christmas Fayre – in hall


	Internet to cost items
Spreadsheets to create profit and loss


	Implementing
	Adaptions, observations, and in-sights as you go

	
	


	Measure, Reflect, and Change
	Measure: What assessments will you use?

	
	What is being assessed?
	Assessment Tool / style
	Completed (c) / Adapted (a)

	
	Numeracy & mathematics: 

Does the pupil understand the terms profit and loss and use information to calculate this?
Critical Thinking

Can the pupil reflect deeply on the decisions made by themselves and the group, recognising where changes may have resulted in a better outcome?

	Problem solving – with the figures given at the end of the project, can the pupil calculate the profit or loss made?
Self-evaluation pro-forma

	

	
	Reflect and change: Assessing Learning

How well does the collection of evidence meet the intended learning outcome? 

	
	

	
	Reflect and change: Assessing Learning Design

What parts of the learning design worked well and what can be improved?

	
	


