Science Lesson Plan – Healthy Eating
	Year                 KS1
Class/group    
Class size     
	Duration   1hr     

Start  
End       
	Date


	Science Sc2. 2b That humans and other animals need food and water to stay alive.
2c That taking exercise and eating the right types and amounts of food help humans to keep healthy.
Cross-curricular links

PHSE. 3a How to make simple choices that improve their health and wellbeing.
Numeracy Ma3. 1d Use the correct language and vocabulary for shape, space and measures.

MA2. 2c Understand and use the vocabulary of comparing and ordering these numbers.

Literacy En1. Speaking and listening.

En2. Reading.
Geography. 3e Recognise how places are linked to other places in the world [for example, food from other countries].
	Resources
Foodeeze Class Pack 
Teacher’s Health Benefit Cards 15 Health Benefit Cards
IWB


	Objectives

	To know that there are different kinds of foods.

To understand the benefits of different foods.

	Key vocabulary

Fruit, Vegetable, Meat, Fish, Dairy, Starchy, Fat, Sugar, Protein, Strength, Energy, Eyes, Muscle

	Mental and oral starter (30 Mins)

	10 Mins Listen and Respond - Children sit on the carpet and play Foodeeze in groups of 6. They can read the 4 comments if they are able to (depends on reading ability).

20 Mins Teacher puts the Health Benefits Cards on the IWB and briefly discusses them with the children. The teacher goes through the Foodeeze cards and goes to stick them on a correct or incorrect benefit, children have to respond with thumbs up or thumbs down. Continue and encourage children to participate and discuss.

	Main (20 Mins)

	Children arrange themselves with peer partners. Each pair given Health Benefit Card and a pack of Foodeeze cards and must place the cards in the relevant group.

Teacher and TA circulate and assist where required.

	Plenary (10 Mins)

	Children to use the Foodeeze cards to say the character (E.g. Tommy Tomato) and their partner has to say the health benefit on the card. If they get it right, they get a point. Keep score until the end.


