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	Lesson 1: Food comes alive!

	Curriculum Links 
	English: En2 - Literature 4c. identify how character and setting are created, and how plot, narrative structure and themes are developed.
English: En3 – Planning and Delivery 2a. plan - note and develop initial ideas.
English En3 - Breadth of Study. 
9a. to imagine and explore feelings and ideas, focusing on creative uses of language and how to interest the reader.

	Related Resources
	PowerPoint 1.
Activity Sheet 1.
Online film trailer: www.bit.ly/cloudymeatballs2

	Learning Objectives
	To use a film clip as a stimulus for writing: www.bit.ly/cloudymeatballs2
To think creatively, using a structure to generate ideas.

	Introduction
	Explain to pupils that they will be starting a sequence of lessons that will end with them writing their own entry to a story writing competition.  You might want to show pupils the prizes available in order to motivate them.
Watch the film trailer with the class. Tell pupils that today’s lesson will focus on the foodimal characters.  Re-watch the trailer asking pupils to record as many foodimals as they can.  Ask pupils to work in ‘Talk Partners’ to list all the foodimals they saw, and suggest what Food and Animal they are made from.
[Trailer introduces the character of Flint Lockwood, an inventor who has created a machine that is now accidentally combining food and animals to make new creatures –foodimals (see PowerPoint for examples) ]
Use PowerPoint slides to look in detail at some of the foodimal characters and how they are created from a food and an animal combined.

	Pupil Activity
	Explain that pupils will create a selection of new foodimal characters 
using the foodimal generator game.  
Print foodimal Generator page from PowerPoint for each pair/group.  
Pupils cut up animal and food cards and select pairs at random.  
They must use each pair to create a new foodimal, and record it 
on Activity Sheet 1.
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	Differentiation
	↓ Use only the first 8 cards in each set, which show more familiar animals and food.
[bookmark: _GoBack]↑ Pupils to think of appropriate names for each character.  Encourage pupils to experiment with a range of combinations in order to find pairs of animals and food that they can join to create plausible creatures.

	Plenary
	Ask a pupil to share one of their foodimal characters.  Challenge the rest of the group to guess which food and animal have been combined.
Pupils peer review their characters and select their favourite of the four, giving reasons for their selection.
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