
 
Steady Hand Game Unit for “Makerspace 101” 
By Kim Fogarty (LearnAtLaunchpad) 
 
Skills: 
Basic electronics 
3D design and printing 
Laser cutting basics 
Vinyl cutting basics 
Cardboard construction 
Tool use:  Needle nose pliers, wire strippers, mallet, glue gun, soldering iron 
Properties of materials:  wire, plastic, cardboard, vinyl 
 
Process: 
As a teacher, there is nothing more exciting and gratifying than student interest taking on a 
life of its own! This is what happened this term in my afterschool course, “Makerspace 101”. 
Being a student-centered teacher is essential in nurturing students for the 21st century. 
This is one example of how it can look.  
 
Here is how it unfolded:  I consider basic electronics a must learn skill in the makerspace. 
This term, I had several talented students so I added a class to extend circuits and taught 
this Steady Hand Game via Instructables.  (I try to introduce Instructables to all my students 
too!)  They loved it.  I had shown them photos of commercial steady hand games that were 
for sale and as we were engaged in this lesson, a student asked if they could make a box 
for their game. (Of course!)  Immediately, someone else asked if they could 3D print a base. 
(Why yes! - if you design it in Tinkercad!) Could we use a buzzer instead of a light? (Hmm - 
how could you? What would your circuit look like??? Try it!).  Should we pursue this?? YES! 
 
The next class we prototyped an actual game with a buzzer using a thick foam base, wires, 
battery packs and a buzzer.  Students began to think about what their design could look 
like.  I also explained “work hardening” for metal components using a mallet and bench 
block.  
 
The next class students determined minimum dimensions of a base to encompass the 
battery pack and speaker (this group wanted a buzzer instead of a light), as well as what 
shape and other design considerations needed to be taken into consideration (such as 
holes for speaker sound to escape and holes for the wire design to extend.  With an 
introduction to Tinkercad, students were off and running.  They measured wire with digital 
calipers to determine the size of the holes. Some designs were round, others boxy.  Such 
great solution diversity!  There was iteration and reprints.  Lots of lessons learned. 
 



Next, students assembled their unit.  Students used wire strippers, electrical tape and I 
demonstrated soldering. Students were able to give it a supervised try if interested. Other 
students connected their components with twisted wires and electrical tape.  
 
Once functioning, students designed packaging for their game. We learned about properties 
of cardboard, measuring, scoring and cutting safely.  I provided clear plastic for their boxes 
as a see-through option (these were inexpensive page protectors from the dollar store). And 
students had to measure and design an opening to be laser cut into their box.  
 
During our next class, students designed a logo and/or lettering for their boxes using our 
vinyl cutters to make stickers for their boxes.  I recently purchased small desktop Cricut 
machines, which are very student friendly for this process.  The software and machines are 
both easy to use. 
 
Finally -- and here is where my story catches up to the action -- the students have begun 
painting/decorating their boxes.  The only requirement is that students include a paragraph 
on their box that explains the “secret” behind how the game works (aka how the circuit 
works and how the wand is a switch that completes the circuit and sets off the buzzer). 
What a great assessment, and opportunity, to explore again with students who didn’t grasp 
it the first time around. 
 
I will post a photo of a final project when all is done this month!!  
 
 
 
 
 
 
 


