Lesson 17: Physical Inputs and Buttons
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This code creates a button attached to pin "R1"

1) Use an onBoardEvent () to detect when the buzzButton is released upl
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/This code creates a button attached to pin "AL"

1) Use an onBoardEvent () to detect when the buzzButton is released up’
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LEVEL 4 - Same code as level 3
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a. Color Changer

Create three button variables on pins "A4"™, "A5", and "RA&"
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qz) Use three onBoardEvent() blocks to detect when each of your buttons is “down"]

.3) Update the background color when a button is pressedl

b. Mini Piano

Create three button variables on pins "Al"™, "A5", and "AT7"
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f .2) Use three onBoardkEvent () blocks to detect when each of your buttons is “down“‘



c. Whack-A-Mole Game
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Create three button wvariables on
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d. Conductive Materials
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