
SPORTS ROBOT
ARDUINO PROJECT  

TASK – BUILD THE CIRCUIT

TASK – CODE CREATION

Follow the following wiring diagram to build the circuit. 

In this step you upload (or write) a sketch that enables you to control the 
angle of the servo by turning the potentiometer

The Arduino Student Kit provides an interesting hands-on way to educate students about design, 
technology and making. The English National Curriculum states that students at 11 to 14 years of 
age (key stage 3) should “be taught the knowledge, understanding and skills needed to engage in an 
iterative process of designing and making. They should work in a range of domestic and local contexts, 
and industrial contexts, for example, engineering, manufacturing, and construction.”
UK Curriculum Key stage 3 and Student Kit:

Design and Technology UK curriculum alignment

By using a servo motor, you will be able to create a simple sports robot. 
At the end, the robot should be able to hit, kick or throw a ball. You will also be able 
to experiment and test your robot’s abilities. 

English National Curriculum Student Kit

DESIGN Identify and solve their own design 
problems and understand how to 
reformulate problems given to them. 

Two open-ended projects allow students to design and 
develop their own kind of solution to a given real-world 
example or problem.

While making the project students use a Logbook 
which includes a template to plan and document each 
phase of their project, from ideas, pseudocode to 
demonstration and scoring. Students are encouraged 
to present their projects to others to learn more how 
to communicate their ideas and learn how others have 
solved the same problem in diff erent ways.

Develop and communicate design ideas 
using annotated sketches, detailed 
plans, 3-D and mathematical modelling, 
oral and digital presentations, and 
computer-based tools.

MAKE Select from and use specialist tools, 
techniques, processes, equipment, 
and machinery precisely, including 
computer-aided manufacture.

When building the circuits and creating the programs 
students are using tools, such as Arduino, IDE and 
text-based programming languages that are commonly 
used in industries and possibly in their future careers.

EVALUATE Analyse the work of past and present 
professionals and others to develop 
and broaden their understanding. 

In the Invention Spotlight, students learn about 
diff erent inventions and inventors.  They will get 
a broader view and historical insight and better 
understanding of how technology has evolved over 
time and how diff erent inventions have aff ected how 
we live, communicate or move things in the present 
days.

Understand developments in 
design and technology, its impact 
on individuals, society and the 
environment, and the responsibilities of 
designers, engineers and technologists.

TECHNICAL 
KNOWLEDGE

Understand how more advanced 
electrical and electronic systems can 
be powered and used in their products 
[for example, circuits with heat, light, 
sound and movement as inputs and 
outputs]. 

In the lessons and projects students build circuits 
using common electronic components. They learn 
to program microcontroller boards, sense light and 
temperature using diff erent sensors and based on the 
input control lights, motors and sounds. As well they 
have a multimeter to experiment and measure changes 
in voltage, current and resistance.Apply computing and use electronics 

to embed intelligence in products 
that respond to inputs [for example, 
sensors], and control outputs 
[for example, actuators], using 
programmable components [for 
example, microcontrollers].

IF YOU WANT TO TEST AND MODIFY YOUR SPORTS ROBOT ABILITIES, YOU CAN CHECK OUT
LESSON 6 OF THE ARDUINO STUDENT KIT CONTENT. ENJOY!
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DID YOU KNOW WE ARE 
ARDUINO’S EDUCATION 
PARTNER IN THE UK?
By working together it is the aim of 
Arduino and Rapid to bring integrated 
STEAM solutions to schools. 
Providing rich content and resources, 
we will ensure that teachers have 
everything they need to implement 
STEAM subjects in their school.

see online or contact us for more 
information on the full range

K000007 Starter Kit 
Including Uno Board

AKX00014 Science 
Kit Physics Lab

This starter kit serves as a hands-on 
introduction to the basics of the Arduino 
system. Using the accompanying 
170-page project book and the 
comprehensive kit contents, you will 
learn to build useful, creative projects. 

The kit, based on the Arduino MKR WiFi 
1010, includes a range of sensors to 
measure light, temperature, motion, and 
magnetic fi elds; plus it comes with a set 
of props and full access to online course 
content for teachers and students to 
conduct nine exciting science projects. 

Only

£58.46
Order code

73-4642

Only

£125.00
Order code

73-4865


