Year 6

LA E - Steady hand game
Knowledge Organiser

Learning Ohjectives

L.O. ,todwﬂ an electronic steady hand game,
referring to design criteria;

Key Facts .and Lnformation

Operation, one of the most famous steady hand
,gﬁffn%, ety Aty Hashro. The

made Hasbro $40 million buying i}w%
from John Spinello for $500.

L.O. To select from and use a range of tools and
materials i 1 ICT to imake an electronic steady

LO: To make .and evaluate a proto , then wse this
information to inform the design of my final
product.

A steady hand irw.olves trying to a metal
rod Lrom one side of a w.owvy wire to the other
without the tw.o touching.

L.O. To evaluate finished product against
specification ,a,rLd.l}rtgw it,oa,nﬁgj,mpr,owzd

The game w.orks because it is made from .an
inco. electric circuit. When the rod touches the
wire, it completes the circuit and a buzzer sounds.

L.O. To evaluate finished product against
specification, /s,tatule% i its ,g,ut%o,r purpose

Key Questions

What .makes a co crcuit?

What games uld be .appealing to tar.
audience? e i ¥
How can you make the game .more difficult?
What ,cou,go prevent your game from heing
successful?

Vio.cahulary
Series A circuit where all components are
Circuit connected end-to-end, forming .a
single path for current Llow
Lncomplete A circuit where the has heen
electrical interrupted or ‘opened at some
clrouwit point 50 that the current will ot
flow
Component one of several s o0f which
A0, ing is nﬁz z.,g.g hbulhb,
buwzzer, wire
A test model .of a product grom
which improvements and
changing something to improve .or
Lix it
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