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Spring term – Electrical systems: steady hand game
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	Key vocabulary

	assemble
battery
battery pack
benefit
bulb
bulb holder
	buzzer
circuit
circuit symbol
component
conductor
copper
	design
design criteria
evaluation
fine motor skills
fit for purpose
form
	function
gross motor skills
insulator
LED
user

	Lesson 1
	Lesson 2
	Lesson 3
	[bookmark: _GoBack]Lesson 4

	 Lesson 1: Developing through play
	 Lesson 2: Game plan
	 Lesson 3: Base building
	 Lesson 4: Electronics and assembly

	To research and analyse a range of children's toys
	To design a steady hand game
	To construct a stable base
	To assemble electronics and complete an electronic game
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Intended outcome of the unit

Pupils who are secure will be able to:

 Explain simply what is meant by ‘form’ (the shape of a product) and ‘function’ (how a product works).
« State what they like or dislike about an existing children’s toy and why.

« Learn about skills developed through play and apply this knowledge in a survey of one or more children’s toys.

« Identify the components of a steady hand game.

 Design a steady hand game of their own according to their design criteria, using four different perspective drawings.
« Create a secure base for their game, with neat edges, that relates to their design.

« Make and test a functioning circuit and assemble it within a case.





