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Overarching Theme: Sustainability and Enterprise (First Level)
	Project Challenge
	Project Outcome
	Possible hook/Provocation/Stimulus

	How can encourage people to give toys a second life?


	Encourage people to reuse, repair, recycle or rethink unwanted toys

Learners may choose to:
· Organise and run a Toy Swap Shop
· Create an advertising campaign promoting toy reuse
· Design posters, leaflets or digital adverts
· Create a toy repair guide
· Design and make a toy using recycled materials
· Produce a presentation, video or podcast
· Conduct consumer research and share findings
· Create a proposal to reduce toy waste in our school/community
· Develop a new toy from recycled or repurposed materials
· Create an information book or guide about giving toys a second life

	A collection of unwanted toys in the classroom with labels saying "Bin Me" and "Save Me

Mystery box challenge containing worn, broken and unwanted toys. Can they be reused, repaired or repurposed?

Video message from a fictional recycling company asking pupils to help reduce toy waste in the community

Clip from Toy Story- Andy’s toys 



Intentional Planning
Selected Experiences and Outcomes identify intended learning. Additional Es and Os may be addressed through responsive planning.
	Experiences & Outcomes
	Benchmarks / Assessment Evidence
	Meta Skills (Highlight/Circle)
Observed throughout Enquiry

	Explore how technologies can be used to solve problems and meet people's needs (TCH 1-06a)

Use skills in design and making to develop practical solutions (TCH 1-09a)

Develop an awareness of enterprise and how people make choices about resources and spending (SOC 1-20a)

Use money and simple budgeting skills in real-life contexts (MNU 1-09a)

Create texts for different purposes and audiences (LIT 1-26a)

Organise and communicate information effectively (LIT 1-29a)





	Learners can:
· Investigate why reusing and recycling materials is important
· Explain how giving toys a second life can reduce waste
· Identify needs and wants when making decisions about toys
· Use simple budgeting and money skills in a real-life context
· Gather, organise and present information from different sources
· Work collaboratively to plan and run a Toy Swap Shop
· Create persuasive materials to encourage sustainable choices
· Design, adapt or repurpose toys for a new purpose
· Present learning to an audience

Possible evidence:
· Toy investigations and surveys 
· Toy designs and prototypes 
· Recycled toy creations 
· Advertising and promotional materials 
· Toy Swap Shop planning and evaluation 
· Digital presentations
· Consumer research findings 
· Learning conversations
· Floor books 
· Peer and self-assessments
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Learning Experiences
	Possible Learning Experiences / Provocations (may be linked to zones)
	Resources

	Teacher-Led

	Generate and record enquiry questions which guide the project and are revisited throughout the enquiry

· Investigate toys from the past and present
· Explore how toys are designed and manufactured
· Investigate materials used to make toys
· Explore recycling, reusing and sustainability
· Discuss needs, wants and consumer choices
· Develop budgeting and money-management skills
· Explore how advertising influences choices
· Investigate quality control and product safety
· Discuss ways to reduce waste within our community

	Teacher-Initiated/Child-Led (Provocations in Zones)- adapted throughout the Enquiry and opportunities for product refinement and peer feedback


	Discovery
Research toys through time
Investigate materials used to make toys 
Explore how toys work through a tinker station
Compare old and modern toys
Investigate where unwanted toys go
Explore recycling and reuse facts
Toy repair investigation station

Social
Planning meetings for the Toy Swap Shop
Customer surveys
Discussions about needs and wants
Peer/customer feedback on advertising materials
Role-play buying, selling and swapping toys- Toy Shop, Charity Shop
Interviews with family members about toys from their childhood
Collect and sort donated toys

Creative
Repurpose unwanted toys 
Design posters and leaflets
Create Toy Swap Shop branding
Design toys using recycled materials
Create toy prototypes
Produce advertisements and promotional campaigns

Outdoor
Explore outdoor toys
Pop up Toy Shop Event
Community toy collection drive


	Toys through time
Some examples of technology through time
Different materials to explore
Children bring in their own toys
Digital devices


Responsive Planning: Reflecting, Responding and Extending
	Emerging Pupil Questions / Challenges
	Next Steps

	What would toys in the future look like?

What happens to unwanted toys?

How can we encourage more people to reuse toys?


	Design future toys using new technologies

Investigate recycling and landfill

Explore advertising and awareness campaigns





Planner adapted from STEM Nation STEM Context Planners
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