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Unit 1 – Write, compile, upload and save locally a project 

 

Plug your Micro:Bit into the USB port – it will take a few minutes to find the correct drivers. During this time you can 

start to write your code using block editor. 

Write and compile 

 

 

 

 

 

 

Click on the ‘New 

Project’ link. 

TIP: You can set out any 

sequence of lights in 

these blocks. 

Once you have written a 

project, click on 

‘compile’ to create code 

your Micro:Bit can run. 

Click on ‘Show in folder’ 



Uploading 

 

Eject the Micro:Bit from the USB port and connect the battery pack. Test your project is working. 

Going further 

• Have a go at editing the screen and adding more complex LED patterns; 

• Investigate changing the timing and which button operates the display; 

• Think about using some of the other block functions. 

Saving locally 

 

 

 

 

  

Drag this file into your 

Micro:Bit icon. 

TIP: you may need to 

click on ‘Computer’ to 

seethe icon 

Click on ‘My Projects’ 

Click here on ‘Save’ 

Click on ‘Show in folder’ and 

drag to your documents 

Change the filename to 

something you will 

remember 



Unit 2 – Import, edit and reload a project 

Once you open the Micro:Bit website, click on ‘New Project’ link: 

 

 

 

 

 

To reload a project, repeat the steps from task one. Remember to change the display setting on your script to 

change and edit your code. You might want to RENAME your edited project when you come to save. 

 

Click on ‘my scripts’ 

You can then import 

your code from your 

network space. 

TIP: this might be a good time to think 

about creating a Micro:Bit folder in 

your documents to organise your 

projects. 

This is where you can start editing your 

text again. 



Unit 3 – Countdown timer 

In this unit, you will need to create a countdown timer – from 5 to 0 – which will display on the LED screen of the 

Micro:Bit. 

This will involve using some blocks which may need some experimentation. 

One route is to use the ‘show number’ block: 

 

However, you might want a challenge and try making the numbers yourself: 

 

Remember that you will also need to use the timer blocks to accurately countdown from 5. 

Going further 

• Think about how use the ‘scroll’ blocks to make the numbers fall from the screen; 

• Consider creating a ‘button A’ and ‘button B’ option – could one count up and one count down?; 

• Look at the input variables and try to add a ‘shake’ function to your script. 

 

TIP: look back at the previous tasks to see how to compile, run and save your project – make sure that you 

organise your files logically. 

Unit 4 – Game counter 

In this unit, you will need to create a game counter – from 1 to 9 – which will display on the LED screen of the 

Micro:Bit everytime you press button A (or B). 

 

TIP: make sure that you save this file in your Micro:Bit folder. 



Unit 5 – Guess the number 

In this unit, you will need to create a random number generator. 

When you press button A (or shake) the Micro:Bit, a number between 1 and 9 will appear on the screen. 

This will be PART of the script. 

You need to think about how to write the missing section. 

 

Going further 

• Create a script which will clear the screen if button B is pressed. 

 

Unit 6 – Digital die 

In this unit, you will create a digital dice. 

Below is a screenshot of part of the solution. 

See if you can create the complete solution. 

 

Going further 

• Make a 1-9 die; 

• Think about how the die can be considered fair – what can you do to test how ‘random’ it actually is? 

TIP: You need to set the 

numbers to be random 

from 0-5 not 1-6. 



Unit 7 – Glowing Pendulum 

In this unit, you will construct a pendulum that glows using acceleration. 

 

 

 

 

In a dark room, this is what the Micro:Bit will look like! 

 

 

Going further 

• Replace ‘y’ with ‘x’ or ‘z’; 

• Investigate what happens to the brightness of the LEDs. 

This gives a number 

between 0 and 1024. 

The acceleration 

number has to be 

divided by 4 as the 

range (set brightness) 

accepts is between 0 

and 256. 

All LEDs will be on, but 

at a different brightness 

according to the 

acceleration of the 

Micro:Bit. 


