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Curriculum Overview  Circuit Symbols 

Pupils learn to explain simply the difference 
between a product’s form (its shape and its 
function) how it works. They evaluate existing 
children’s toys, stating what they like or dislike and 
giving reasons for their opinions. Building on this, 
pupils explore the skills developed through play 
and apply this understanding when surveying one 
or more toys. They then identify the key 
components of a steady hand game and use their 
design criteria to create their own concept, 
presented through four different perspective 
drawings. Pupils construct a secure, neatly 
finished base that reflects their design, make and 
test a functioning circuit, and assemble it safely 
within a case to complete their steady hand game. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

●​ The circuit should be a full working 
circuit that contains the components of:  
a battery, wires, a switch and either a 
buzzer or a bulb. 

●​ When the handle of the game touches 
the wire, this closes the circuit and 
causes the buzzer or bulb to sound/light. 

Design Criteria Key Vocabulary  

●​ Who is the game for? 
●​ What theme will your 

design be (Bear in 
mind the target 
audience)? 

●​ Will it have a full 
working circuit? 

●​ What shape will your 
wire be? 

●​ How will you design 
the backboard? 

●​ Will you design a box 
at home or use one of the cuboid nets to make your 

own 

base? 
 
 
 
 
 

 



 
 
 


