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A Micro:bit Too Greedy WSRI D

with Micro:bit and MakeCode

Here are some screenshots of sample solutions for the resource “A Micro:bit Too Greedy”

CODE FOR BASIC 6-SIDED DIE (SHOWING NUMBERS):

show number pick random o to e

set Dice + to pick random o 4] o

show number Dice =

*This code produces the same results as the one above it, but it introduces a variable, which will be helpful
when attempting the extensions listed below!
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SCIENCE
A Micro:bit Too Greedy with Micro:bit and MakeCode WizRLD

CODE FOR BASIC 6-SIDED DIE (SHOWING SYMBOLS):

ast dice * to pick randem o ta o

if dics + |I=i o then

show leds

else iF dice =

Show léeds

else if dice «

show leds

else iF dice *

dhow Lléds

else iF dice =

Show léeds
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SCIENCE
A Micro:bit Too Greedy with Micro:bit and MakeCode WizZRLD

CODE FOR CHANGING THE PROBABILITY OF CERTAIN ROLLS:

dice v to pick random o to °

if
show number o
else

show number dice ¥

®

*This code assigns a probability of 3/8 to rolling the number 6, and a 1/8 probability for each of the numbers
1,2,3,4,5. (ie. A random number between 1 and 8 is chosen. If it's a 6, 7, or 8, it will display a 6 as the roll,
otherwise it will display the number chosen)

CODE FOR KEEPING SCORE IN THE GAME:

T E0ET on button A * pressed

set score v to o i Sy

show number score v

on shake ¥

set dice v to pick random o to e

show number dice *

if dice » =w o then
set score v +to o

else

change score ¥ by dice v
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