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Year 5 Year 6

Doodlers New! Steady hand game

Skills

Design

• Identifying factors that could be changed on existing products and 
explaining how these would alter the form and function of the product.
• Developing design criteria based on findings from investigating existing 
products.
• Developing design criteria that clarifies the target user.

• Designing a steady hand game - identifying and naming the components required. 
• Drawing a design from three different perspectives. 
• Generating ideas through sketching and discussion. 
• Modelling ideas through prototypes. 
• Understanding the purpose of products (toys), including what is meant by ‘fit for 
purpose’ and ‘form over function’.

Make

• Altering a product’s form and function by tinkering with its configuration.
• Making a functional series circuit, incorporating a motor.
• Constructing a product with consideration for the design criteria. 
• Breaking down the construction process into steps so that others can make 
the product.

• Constructing a stable base for a game. 
• Accurately cutting, folding and assembling a net. 
• Decorating the base of the game to a high quality finish. 
• Making and testing a circuit. 
• Incorporating a circuit into a base.

Evaluate

• Carry out a product analysis to look at the purpose of a product along with 
its strengths and weaknesses.
• Determining which parts of a product affect its function and which parts 
affect its form.
• Analysing whether changes in configuration positively or negatively affect 
an existing product.
• Peer evaluating a set of instructions to build a product.

• Testing own and others finished games, identifying what went well and making 
suggestions for improvement.
• Gathering images and information about existing children’s toys.
• Analysing a selection of existing children’s toys.

Knowledge

Technical

• To know that series circuits only have one direction for the electricity to 
flow.
• To know when there is a break in a series circuit, all components turn off.
• To know that an electric motor converts electrical energy into rotational 
movement, causing the motor’s axle to spin.
•  To know a motorised product is one which uses a motor to function.

• To know that batteries contain acid, which can be dangerous if they leak. 
• To know the names of the components in a basic series circuit, including a buzzer.

Additional

• To know that product analysis is critiquing the strengths and weaknesses of a 
product.
• To know that ‘configuration’ means how the parts of a product are arranged.

•To know that ‘form’ means the shape and appearance of an object.
•To know the difference between 'form' and 'function'.
•To understand that 'fit for purpose' means that a product works how it should and 
is easy to use.
• To know that form over purpose means that a product looks good but does not 
work very well.
• To know the importance of ‘form follows function’ when designing: the product 
must be designed primarily with the function in mind.
• To understand the diagram perspectives 'top view', 'side view' and 'back'.
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