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Dog's Challenge Game ¢60Tém M 2 (H6U ME (G G6UITLD.

<+ @hH Game @6V 6(H LED WleT@LOID Dog( [BITUI) 6T6oTmILD,
M55 LED et ilLhl6b Bone( (oL &ievor(h) 2_LD.

¢ @MmE Micro bit board 8 &HWMTFLMTET HenFsH S
DTMHMICISHET PEVID BIemW LVGM HensFsHEnsE
@&meoor(hl  Q&F6eLEL  (LPIQeUmMSLI GuUmew (L (hevoTem L
QMHLCUTE HeuT 1 SH &Ifl&EGLD.

< (W&606L on start block epéetTemM drag QF UG G &TETS.

< Game STNGGWLEUTE  countdown ER60TE0M
2 (HUMTHGSGMD. ASDHHTEH  LleTeu@®Omm  code
2 (HEUMH &S S.

on start

start countdown (ms) Wil

< [BTW WmmIb WL Slevor(  display UUSHDS
LNedTeu(BLOMMI code 2 (HEUMTSHSEHELD.

o (LZ6L Dog LOMMID Bone ereor Variable @) yevor(h
2 (HEUTHHE Q&TETS.
SMBLIMEI set Dog to block eeTemm drag GQ&FWS
Q& M6,
1 @& Game &eflev @UHSHGID create sprite block
6TemM CFIHSH QS ITETS.
S|H60T x WMMID y @M Math &Herflel @H&HESLID pick
random block epetTemm CFI&HSIH Q& TETS.
SMHELIMS Game &Ho6rfley @H&HEGLD set brightness to block
66060 M drag QFWGI Q&HITETS.
3| SH60T GQILIMILDTEOTLD 188 6T60TLl QUIMMIS QS T(H&HS.




e HMELIMGI variable &erflel @MHEHGLD set Bone to block &
drag QF W& Q&MeTsH. 1 @M@ Game &efleL @ H&H G LD
create sprite at block 6etTemm drag QF LS Q&HTETS.

e GG GMILLILLIUL(eTeTeumm code 2 (HEUMTE 5.

set Dog * to create sprite at x: pick random o to o y: pick random o to °

Dog »* set brightness v to
set Bone * to create sprite at x: o y: o

& BMW WL geor®h STHWEUTE LeTefl Go@md
(LPEDMEMULI 2_(H6U & &G ML

W &6016L Loops &e6rfléL @) (H& @ LD while do block epeTemM
set Bone to block @M& HCL CFIHHIGH Q& TETH.
SSHMGS6ET Logic &erflel @& GLD if then block epeiTemM
drag Q&FWIG Q& T6TS.

If then block @6y true @ME& Game &aflev @HSHGLD is
touching block epedTemm drag QFUISI Q& TETS.

SIH60T is @)60r (pedTeormev Dog — eTeomeld touching
(LDEOTEDTITEL Bone 6T60TEYLD 2 (HeUMSHEE Q& eSS,

If then block @ME6T Game SHerflev @ (HE&ELD set to block
G\ oevor(h) drag QF WIS Q& TETS.

LYeoTLy Game &erflev @HE&GLD Change score by code block
Q60Ten M drag QFUIG Q&HTETS.

365 code &3 LNeTaUHLOMO) 2 (HeUTHREH C&HM6Ts.
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while true =

do
if is Dog » touching Bone w

Dog *+ set x+ to pick random o ] °
v set yw to pick random o to °

% BT WL SleotemL Q&MTHID GUMSE 100ms GeUs&H 6V

(WL gieooTenIL Ceuml @)L LD eR60TMIE G B&HTUEHME code
2 (HEUMTEHEGG6UITLD.

e Logic &erflév @ H& G LD if code block e edTemM (LOEDTLY
GF&S if code block @& FCL GCFIHSIG
Q& TaTS.

o IGHT true @M Logic &eafle @UHEHGLD
FLOLOMTeoT L]6iTerfllLeoTmenr code block & CFI& S
Q& TETS.

o gnwnmeor LeTerfleE LuSevrs Quiflu Lsirerflemw
Qs fley Q&UIs.




0 @MhEe udens input  Hafld @EHHEGLD
acceleration (mg) code block 6petTemm drag GI&FUISI
Q& TETE. G606 X 6TeoT G5 fley QFLlss.
SMHCUMSI Game S6rfledT @) [HEEGLD Bone change by
block spetTem¥m drag QFUISI Q& T6IT.

2FHM& HCLD Basic Herflev @ @H&H@GLD pause(ms)100
block epetTemm drag Q&FWISI Q& T6ITS.
LletTeumLOMMI code 2 (HOUTEH S Q& TETSH.

o Weor(hlD 2IB& code & Duplicate GQFUISI
LNereupLOMMI code £ LDMMMISH Q&HTETS.

acceleration (mg) x + <w o
Bone * change x * by o

o SeooT(HLD 9I6& code & Duplicate QFUISI x @D&S
USHeums  y LweTU®h&S  LedTeusLomm
SHEUVEHMET LDMMMI&H G & MeTss.




e 9IS code LD Duplicate Q&FUISI LIl60TeU (HLOMM)
S&HEUVGHEMET LNMMMI & G M6Ts.

acceleration (mg) y +*




