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Thank you so much for agreeing to help



We are designing a new range of toy vehicles. These 
will include:

Push along vehicles Racing cars
Car playing 
pieces on a 
board game



Our racing cars will come 
with a track. We want them 
to be able to travel fast on it 
so they are really exciting to 
race.



Our push along vehicles will be used on lots of different surfaces.



Our racing car board 
game will come in travel 
size as well as large. We 
want the car playing 
pieces to stay in place and 
not roll off during play. 
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Your first task for P & L will be to investigate different 
surfaces. We want to know how the surface affects 
the movement of a toy vehicle.  
Here are some questions for you to think about:

• Which surfaces allow toy vehicles to run fast?
• Which surfaces allow vehicles to run slowly?
• Are there any surfaces that stop vehicles moving?



A good way to test how well toy 
vehicles run on different surfaces 
is to make a slope using a short 
plank of wood. Use some blocks 
or books to prop it up at one end. 

You can put different surfaces onto the 
plank and compare how well a toy 
vehicle runs down the slope. 
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There are lots of different surfaces 
you could test.

On which of these surfaces do 
you think a vehicle would run 
down fast?

On which do you think it would 
run down slowly?

On which do you think it would 
not run at all?

Why do you think that?

Discuss your ideas.



You may have different surfaces to test. Before you start, take a 
guess at what you think you will find. This is called your 
prediction.



Your test needs to be scientific so you will need to take measurements 
to compare the way the vehicle travels on the different surfaces.

What could you measure? Discuss your ideas

You might have thought of:

• Measuring the speed the car travels
• Measuring the time it takes to get to the 

bottom
• Measuring the distance it travels along the 

floor after leaving the ramp

Which of these ideas would be easiest to measure accurately? The last one



Once your toy vehicle has stopped moving, you will need to 
measure how far it has travelled from the bottom of the ramp.

How far has this car travelled?

Use a ruler, metre stick or tape measure 
to measure the distance accurately

12cm



Remember scientists are like teachers, because 
they always want their tests to be fair!



To make your test fair you will need to try to keep everything the same except for the 
surface you are testing.

Make a list of all the things you will need to keep the same Here are some of the things 
you might have thought of

Always use the 
same vehicle

Keep the slope 
the same by using 
the same block 
and plank

Keep it on the same 
section of floor

Always start the vehicle 
from the same place on 
the slope. You could 
make a mark on your 
plank to help you



Sometimes scientists find that if they do the same test a few times they get a slightly 
different measurement each time. 

1st try
2nd try

3rd try

If you wanted to be really scientific, you 
could test each surface 3 times and use a tiny 
strip of sticky note to mark where the car got 
to each time. 

Then decide which one is the 
middle one (the median). This is a 
type of average. Measure the 
distance of the median.

Which one of these is the median?



Surface
Distance travelled beyond the ramp 

in cm

Scientists try to be as careful and accurate as they can. They like to record their 
results in a table.



It’s time to get started!


