Micro:bit Project Sheet 12

Success Criteria

. Happy face displayed

. Count down 5 seconds

. Fire bullet over radio using button a

. If player hit sad face shown and lock micro bit

C++

B main.cpp %
i nlette

itsandbobs.co.uk

2 or more players within 20ft
for count down
1 it shoot with button A

PR LR CE

#include "MicroBit.h"

MicroBit uB.
//Global v
MicroBitImage
MicroBitImage

/f on receipt of data
void onData (MicroBitEvent e)
{

ManagedString = = uBit.radio.datagram.recv():

if (s == "1")

{

v.print (dead) ;
bit by sticking in an endless loop
g nothing
}
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}

//main program leoop
int main{)

{

/finitalise counter
int counter =
int timeZwait = 0;

/ unt down on Screen
for (counter = 5 ; counter >0 ; counter--

{
uBit.display.print (counter);
uBit.sleep (1000);

}

while(l){
//Display
uBit.displav.print(alive);

llet fired
(uBit.buttond.isFregsed())

{

wBit.init();:
uBit.radio.enable():
uBit.radio.datagram.send("1"):

not fired

Jinic();

.messageBus. listen (MICROBIT_ID RADIO, MICROBIT RADIO EVI DATAGRAM, onData):
.redio.enable();

ffrandomize the time listening 0 to 1.5 seconds to mixup chance of being hit
time2wait = rand({) % 1500;

uBit.sleep (timelwaic);

}
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Testing

Test with 2 MicroBits first

Countdown correct

Both happy face

Press button on A Bit A (might need to shoot more than once) does Bit B show sad face and lock

Reset - press button A on Bit B (might need to shoot more than once) does Bit A show sad face and die

Retest with multiple Micro bits for “volume testing”

Notes—

Code is downloadable from the website

Purrind@valeacademy.org.uk
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