Reaction

Introduction

You are going to create a 2-player game to see who has the fastest reactions.
The game will work by showing an image after a random amount of time -
whoever presses their button first is the winner.

Step 1: Wait for it!

Let’s start by displaying an image after a random amount of time.

9

(J Goto jumpto.cc/mb-new to start a new project in the Code Kingdoms
editor. Call your new project ‘Reaction’.

C] Before displaying an image, the game should wait for a random amount
of time.

Click the ‘Control’ tab, and drag a ' wait block into the | onstart() event.

Language ¥ Reaction

JavaScript chunks that conbrol your code Add a description

Control Flow A
Threads

* function onStart() {
& wait{ milliseconds )
: wait( milliseconds o ¥

Conditionals

« if ((condition ) {

o else if ( condition ) { A

D Click ‘Library’ and then ‘Random’, and drag the number block inside

O
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http://jumpto.cc/mb-new

your |wait block.

QLI i Reaction

Mix order with chaos Add a description

& number{ MIn |, max )

* function onStart() {

% vait(| 4 Random.number( min o , max o I8

Add Event -+

D Choose a minimum and maximum time that your game should wait.
Remember that 1000ms is 1 second, so 1000 and 5000 will wait
between 1 and 5 seconds.

* function onS3tart() {

: wait( < Random.number( 1@e@ , 5@@@ ) J;

D After waiting, your game should show an image so that players know
when to press their button.

* function onStart() {

: wait( < Random.number( 1@e@ , 50@a ) J;

j microbit.draw{.);
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[:] Click ‘run’ to test your project. You should see your image appear after a
random delay.

Challenge: Choose your own image

Can you change the image that’s displayed?

Step 2: Multiple rounds

So far your players can only play once. Let’s fix that!

& Activity Checklist

C] Click the ‘Control’ tab, and drag a while loop at the start of your code.

Control Flow A
Threads

* function onStart() {
& wait( milliseconds )

Conditionals

«£ if ( condition ) {

of else if ((condition ) {

: wait( < Random.number{ 1@@@ , 5@0@ ) );

8% B EF FF B S O R A FE RN

¥ whila rLeanditian s 1

(] Click ‘condition inside your (while ' loop, and choose (true’ so that your
game repeats forever.
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* function onStart() {

Y while ([Condition 0 ) {

Choose a Boolean

L LI ] L L

[:] Drag your code for waiting and displaying an image inside your while
loop.

* function onStart() {

Oy while (o true ) {

: wait{ «f Random.number{ 1@Aaa , 5088 ) J;

ﬁﬁ? microbit.draw [.};
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D Add code at the end of your while loop to display your image for 1
second and then clear the display.
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* function onStart() {

£y while ( \( true 3 {

t wait({ « Random.number( 188 , 5808 ) J;

p‘j’ microbit. draw{.} .

: wait{ 1008 );
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.i? microbit.clear(};
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[:] Test your project. You should see your image appear randomly and then
disappear.

Challenge: Choose your own delay

Change the numbers in your[fEiEud block. You can speed
up your game to make it harder, or slow it down to add
suspense!

Step 3: Waiting for a winner

Let’'s add code to wait until a button is pressed.

& Activity Checklist

D After displaying an image, you’ll need to wait until someone presses
their button.

Another way of saying this is that you'll need to wait as long as button button A
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and button B have not been pressed.

To do this, add awhile loop from the ‘Control’ section. The while loop should be
added in just after the [draw block.

'. MUL LY W SN S Y, Uy L1 IL T R

555’ microbit.draw {.};

—_— ]
O while ( test (9 ) 1
el

: wait{ 1888 );
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_L"" microbit.clear(};

(] Click the arrow inside your (while | loop and choose [left 8& right . (&&
means ‘and’).

j microbit.draw (-},-

O while ((EESENETIN)

Choose a Boolean

=

1 value

wait{| i

1ll

—

t

—a

microbl Ef_f & righ

left || right
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D Click the arrow inside the 'left part of your while loop and | !value (!
means not).
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Choose a Boolean

left & right
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left || right
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((J  Click on the main code section, and drag abuttonAPressed block into on
top of the 'value part of your while loop.

5.,.-" L] wry L.Uld'ﬂ\_-/'_,
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¥ wait( 1eea :

O Repeat the 2 steps above to add | !'button B into the 'right side of your
while loop.

;7 microbit.draw [-};

v while { | @@ microbit.buttonAPressed &

! @ microbit.buttonBPressed

® # 8 #FF 4 F FF FEF FE N
#E BB BE B8 EF FE BE W

¥ waitr 10088 0
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C] You can then add a very short (20ms) delay, so that your while loop
waits as long as a button hasn’t been pressed.

& mlcro:uu.ara-ﬁ;-),-

% while { | @@ microbit.buttonAPressed && | @@ microbit.buttonBPressed ) {

— )
: wait(f 28 );
[ ]
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TR RE EE O EE FE OEE BE RN

W waitrlaaan .

C] Test your project. Your game should now display an image and then
wait as long as buttons A and B have not been pressed.

Step 4: Who is the fastest?

Let’s find out who pressed their button first.

D If button A was pressed, we want to point to player A. To do this, add an
if block after your while loop, and replace test with buttonAPressed .

.é/ HILAL] WAL L A d“\-)',

% while { | @ microbit.buttonAPressed && ! @ microbit.buttonBPressed ) {

L=
X wait( 28 )

.e if { @ microbit.buttonAPressed ) {

—

® wnitrliana -
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C] You can then use the draw block to show an arrow pointing to player A.
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.g‘: if { ¢ microbit.buttondPressed ) {

ﬂ? mir:robit.draw[.)j

((J  You should also do the same for button B.

« if { @ microbit.buttonAPressed ) {

Challenge: Keep score

Can you use 2 variables called [fE'GY and to keep
track of both player’s score?

You'll need to set both scores to 0 at the start of the game,
and add 1 to whichever player wins each round.
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