Year 5- Steady hand game

Year 6- Namigating the wonld

Electricals systems/Digital uorld
Skills Desigry -Designing o steady hand, game - - Whiting o desigr brie} Jrom information
identifying and, naming the components submitted, by a client.
required: -Dereloping design criterias to- Julfil, the
-Drawing a, desigr from three different client’s request:
perspectires. - Considering and, suggesting additional
discussion -Denmeloping o product idea throughy
-Modelhngmdea&thmghprotob&pe& annotated; sketches.
Und@r\standmg/t}wpw\poseqflprodud:& -Placing and manoeumning 3D objects;
mdudmg/uhabwmmbbg;ﬂtbf,of\ using/CAD.
one or more 3D objects; using CAD.
Make, -Consburhrg@sfabl&base}ovazgmw -Consideringmafeﬂal&andﬂwip
a net. amsusi‘mnublband/r\eog,dabl@(ﬁor\
-Decorating the base of the game to- a high~ | example; cork and, bamboo).
-Making/andff,shng/a/dmm H\@g;u)ej\edwsema&pm\to}a/p:oduct
- Incorporating o circuit info- o base: concepl
_PPOQI‘(JIWWCUUN, E. S W cardinal
compass:
Evaluate Teshn.g;oumand;oﬂw&!ﬂmshed/game& - Explaining howr muy progran lits the
sug;g,eshon&}or\unpr\ovenwnb as part of a namigation tool
- Gathering images and, information about -Denmeloping an awareness of sustainable
existing childrervs toys: desigru
- Analysing o selection of existing childrervs | - Identifying key industries that utilise 3D
toys. CAD modelling and, explaining whiy.
-Describing hour the product concept fits
the client's request; and, hour it will, benefit
the customens.




-Explaining the key funchions irv my
programy including any additions.

-Explaining hour my programy [its the
design criterias ands howr it would, be usefuls
as part of a namigation tool
-Explaining the key functions and,
as part of a product concept pitch.
-Demonstrating o Junctional program as
parto!ﬁa;p:oduotcom‘,epbpxtdm
Knowledge Technical - To knour that batteries contairy acid; whichs | - To- know that accelerometers can detect
- To knour the names of the: components inva; | - To understand, that sensors carv be useful,
ba&omwwbmdudmga/bum uwprodmﬂ:sa&ﬂwg;nmvthepxodud;m
Additional - To knour that formy means the shape and - To know that designers write desigrv
appearance of arv object: briefs and denelop design criteria to
- To know the difference between formy and, | enable them to- Julfil o client's request:
Jlun:ixor\/ -Toknowﬂwﬂmulh}und‘ionoﬂmmn&m
-Tounder\sfﬂndﬂwab;ﬁ{b}or\punposémmn& obéed:/oppr\odud&hﬂ&mmﬂ'\monb
that & produch works howr ity should, and, is funchion
easy to use: -Toknowﬂwbmagnd‘omdﬂ\samdmm&

- To know that, form over purpose means that
azpl‘odudalooksg,ood‘bubdoe&notwor%ve;y
well
-Tohww%@mmojb}om}oum»s
de&gnedp:vnm\lg/mt}uﬂ\@}w\ohomwmmd

-Tounder\sband/ﬂ\ed*agx\onnpenspedumw
topvww 'side wiewr and back.




