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U OLECTOAL SYSTENS: STEADY HD GAME

QUESTION: WHAT MAKES A SUCCESSFUL STEADY HAND GAME?

00006

cccccc Practical Des ign

k owledq knowledge spiration @~ Process Electronics
WEEKS LINE THRESHOLD SUBSTANTIVE KNOWLEDGE DISCIPLINARY CURRICULUM ENDPOINT
o 4 CONCEPT KNOWLEDGE

TEACHING ENQUIRY

1 Developing | Take inspiration from | e«  Children’s toys are designed with specific forms e  Evoluate the design of | Evaluate
through play, design throughout (shape, size, materials) and functions (how they, products so as to Pupils should be taught to:

history, are used or what they teach). suggest improvements, | ®  Investigate and analyse o range of existing
e  Existing toys use a vuriety of materials, to the user experience. products.
mechanisms and construction methods to achieve ¢ Understand how key events and
their intended, purpose. individuals in design and technology have
helped shape the world,

Designers make choices ahout appearance,
usahility and safety to- appeal to the target age

group and meet user needs.
2 Game plan Design, make, * A steady hand game is an electrical circuit game. | o Design with the user | Design
evaluate and where the player must avoid touching the wire to in mind, motivated, by, | Pupils should be taught to:
improve — . the service a product ®  Use research to develop design criteria
e Electrical circuits include components such as a simply, for profit). Junctional, appealing products th
hattery, wires, bulb/buzzer, and switch. e Make products mww a
The design of a game must include clear design thrcrughstag/as,oj& *  Generate, develop, model and
criteria to ensure it works as intended and is fun Todpes: g communicate their ideas through
and safe to play. Evaluate
Games can he represented, in different perspectives Pupils should be taught to:
; i i e  Evauluate their ideas and
ordru,\mng,s,(ﬁrcnb, side, top) to communicate the inst, desi tori anp‘f,m consider
design clearly. the views of others to improve their

Materials and construction methods must he work.




chosen carefully to- meet safety, durahility, and
Junctional requirements.

buzzers and motors)
Base building | Design, make, A net is a 2D shape that can he folded to form a Make products through D
evaluate and 3D ohject. stagz&ojlpmtoﬂgpes,, Pupils should he taught to:
improve Accurate cutting and, folding are essential for the making, continual o Model their ideas through prototypes.
roces. to Jit tog i qunmmwm rﬂi&mmww
Tabs are used to join pieces of the net securely, mind, motivated by, the ’ .
and maintain the structure. service o product will ®  Selectfrom and use a wide range of
Alignment of sides and edges is important to offer (rather than, simply tools and equipment to pergorm
ensure the 3D object is stable and, neat. Jor profit). Evaluat ’
Decoration and finishing technigues can enhance Pupils should he taught to:
the appearance and quality of the final product. e Evaluate their ideas and, products
Electronics and | Master practical An electrical circuit is a complete path that allows Ensure products have . | Design
assemhly, skills electricity to flow. high quality finish, using | Pupils should be taught to:
Circuits include components such as batteries, art skills where ®  Model ideas through prototypes.
wires, hulbs, buzzers, and switches, each with a approprate: Make
Create circuits using, Pupils should be taught to:
specific function. electronics kits, that
Circuits can he tested to ensure they work before employ o number of * Z‘iﬁfﬂmmm@mmﬂg@@
heing incorporated into- a product. components (such as WWW
Circuits can be integrated into- a hase or structure LEDs, resistors, proe s s and fi ishis a]m
to create functional products like games or transistors and chips). awwuwg' "
models. Evaluate
Understanding how to connect components safely Pupils should be taught to:
is essential to- making a working, circuit. e Evuluate their ideas and products
Technical
Pupils should he taught to:
®  Understand and use electronics in
their products. [for example, series
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