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Cooking – using Phunky Foods scheme

	Engineering Fairy Tales
	Construction
	Textiles
	Mechanisms
(Mechanical and Electrical)

	Year 3

	Healthy Lunch
Design a healthy couscous-based dish.

Pupils will be introduced to the Eatwell guide and gain an understanding of how people’s tastes, beliefs, time, and money affect their dietary choices.

Pupils will also begin to understand seasonality and where our food comes from as well as how it is processed.
	Jack and the Beanstalk 
Construct a device to safely carry a golden egg a specific distance.


	Bridges
Construct a bridge that will cross a specific distance and hold weight.

Pupils will study three bridges designed by Isambard Kingdom Brunel: Clifton Suspension Bridge, Royal Albert Bridge and Maidenhead Bridge. They will then use this as inspiration to design, make and evaluate their own bridge. 
	Egyptian Collar
Design an Egyptian style collar that represents pupils.

Pupils will work with glue and a variety of materials to construct their collar. The collar should represent who the pupil is or aspires to be.


	Catapult
Create a lever that will catapult a load over the longest distance possible.

Pupils should learn about the 6 classic simple machines (levers, wheel and axle, wedge, screw, inclined plane, pulley). 



	Year 4

	Drain Your Drinks
Design and make a fruit and vegetable-based smoothie.

Pupils should gain an understanding of the amount of sugar that is in drinks and the effect that this can have on the human body. Pupils should also know how much liquid a human needs on a daily basis to maintain health.
	Goldilocks and the Three Bears
Design a chair capable of supporting three different sizes/weights of bear. 
	Kite
Build a working kite.

Pupils will research different styles of kites and use this as inspiration to design their own working kite. 

	Seasonal Bunting
Design bunting around a specific theme.

Pupils will learn basic stitches and apply these to create bunting around a theme.

	Elevator
Design and build an elevator using a pulley system.

Pupils will learn in more detail about how a pulley system works and their real-life applications. They will also learn about Elisha Otis and the importance of his safety brake invention.


	Year 5

	Snack Attack
Pupils will design a vegetable crudité and dip snack platter.

Pupils will learn the importance of maintaining a balanced and varied diet and which snacks could be healthier swaps for what they already eat.

	Rapunzel
Design a way of rescuing Rapunzel from a tower.
	Tudor House
Pupils will use their knowledge and skills to construct a model Tudor House.

Pupils will learn how Tudors used wattle and daub (classroom appropriate mixture) to create panels to fill a wooden framed house. They will mimic this structure as closely as possible in their own model.
	Make a Bag
Design a bag around the needs of different users that will carry a specific weight.

Pupils will conduct a survey to find out the needs of another group of pupils. They will use this information to write design criteria that will help them design an appropriate bag.
	Pneumatic Character
Design a character that includes a pneumatic mechanism in its design.

Pupils will use their knowledge of pneumatics to create a character that has a part or moves using a pneumatic system. 


	Year 6
	Eatwell
Design a pizza and slaw that represents a healthy, balanced diet.

Pupils will be able to discuss whether pizzas are healthy or not and use the traffic light system on packaging to identify which elements of a pizza could be changed to help them be healthier.

	The Three Little Pigs 
Design a house capable of withstanding the Big Bad Wolf’s huffing and puffing.

	Windmill
Pupils will use their research to design a windmill for a specific purpose. 

Pupils will learn how windmills work and how they are used. Pupils will build a 3D working windmill.
	Memory Pillow
Design a pillow that represents the pupil’s time at Seaton St Paul’s Junior School.

Pupils will show their sewing knowledge by creating a pillow cover that represents the positive experiences they have had at school.

	Screwball Scramble
Design a game inspired by ‘Screwball Scramble’ that shows pupils understanding of basic mechanisms.

Pupils will use their knowledge of the 6 basic mechanisms to move a marble around an obstacle course. 
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