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Overarching Theme: Enterprise (Second Level)
	Project Challenge
	Project Outcome
	Possible hook/Provocation/Stimulus

	How can we create a business that meets the needs of our customers?
	Launch and promote a successful business idea

Learners may choose to:
· Design and sell a product 
· Develop a service for the school or community 
· Create a business plan 
· Design branding and packaging 
· Produce advertising and marketing campaigns 
· Conduct market research and present findings 
· Develop a website or digital promotion 
· Create a Dragon's Den style business pitch 
· Organise and run an enterprise event 
· Present recommendations to a panel of entrepreneurs
	Dragon's Den
A mystery video message arrives from a local entrepreneur asking pupils to help launch a new product. Pupils take part in a mini Dragon's Den challenge.

Business Starter Pack
Children discover a box containing:
· £20 start-up budget
· receipts
· product prototypes
· customer reviews
· sales records
Challenge- can they make their money grow?

Enterprise Challenge
Reveal that the class has been challenged to raise money for:
· school resources
· a class treat
· a local charity



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

	I can manage money, compare costs from different retailers, and determine what I can afford to buy
(MNU 2-09a)

I understand the costs, benefits and risks of using bank cards to purchase goods or obtain cash and realise that budgeting is important (MNU 2-09b)

I can use the terms profit and loss in buying and selling activities and can make simple calculations for this (MNU 2-09c)

Developing an understanding of how businesses operate and contribute to society and the economy (SOC 2-22a)

Designing and developing products, systems or solutions to meet a need (TCH 2-09c)

Creating texts which persuade, argue or influence others (LIT 2-29a)

Using creativity and design skills to communicate ideas and information (EXA 2-04a)

Contributing effectively in discussions and collaborative learning situations (LIT 2-02a)





	Learners can:
· Research and gather relevant information to support business decisions
· Work collaboratively to plan, develop and refine a product or service
· Create and manage a budget, calculating costs, prices, profit and loss
· Design branding, packaging and promotional materials for a target audience
· Use persuasive techniques to advertise and market a product or service
· Present and justify business ideas using evidence and feedback
· Evaluate the success of an enterprise and suggest improvements

Possible evidence:
· Research notes 
· Market research surveys
· Budget sheets and spreadsheets 
· Product designs and prototypes 
· Branding and logo designs
· Advertising campaigns 
· Business plans 
· Presentations and pitches 
· Digital products 
· 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 what makes a business successful
· Explore different business roles and responsibilities
· Develop budgeting and financial planning skills
· Calculate costs, pricing, profit and loss
· Create a digital survey to gather consumer opinions
· Investigate branding, advertising and marketing strategies
· Explore how businesses identify and meet customer needs
· Develop persuasive communication and presentation skills
· Spreadsheets for calculating profit and loss
· Evaluate the success of products, services and marketing campaigns

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


	Discovery
Investigate famous brands 
Investigate successful businesses/entrepreneurs
Compare successful products- why some more successful than others?
Explore examples of branding, logos and packaging
Research different business roles and responsibilities
Analyse customer reviews and feedback

Social
Presentations
Surveys
Role Play- Dragon Den’s panel
Peer feedback
Customer focus groups
Assign business roles- apply for roles


Creative
Design logos 
Create packaging 
Produce prototypes
Posters 
Advertisements


Outdoor
Product testing
Events
Bring in someone from local community- business entrepreneur (link to DYW)
Virgin Money project (Make Money Grow)
	ICT resources
Materials based on what group are selling
Crafts materials for advertising
Money
Community links


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

	How do businesses decide what to sell?


What makes people buy products?

How much should we charge?

	Investigate market research and customer needs

Investigate advertising and branding

Explore pricing and profit calculations 





Planner adapted from STEM Nation STEM Context Planners
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