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Micro: bit B Scratch 3.0 Y1482

1. REFEEEEE?

AR EAIE E SUE ER S R AE ] - B K ERe 7] ~ MIRERR R
FIETERETS] - SRiEIEBRE i LU EARET) > BRI MRS =585 -

2. HEEEH4 (Computational Thinking)
TEdmiEEie T - MR EEREENRE )  SEEETETaREm A > S5 AR
g

2 X 2

4 X2 8
6 X 2 12
8 X2 16



3. RRENI

4

IMPLEMENTATION

THE
SOFTWARE
DEVELOPMENT
CYCLE

e Planning #&E : FH4mIZZESIHAY

e Analysis 43H7 @ BB YA B2 hE A 120 micro: bit x scratch

o Design F&at  HEAAVEGT EAFHVEC &

e Implementation Eii @ #E{TIRIEKEHES

o Testing & Integration JHEEAH & © S22 MG S 4 A AE =R BEARBORS - Hod

2RI
e Maintenance 4EE : ERFREIIER  1EH FERHEHEL > 140 Scratch 2.0
B %4 Scratch 3.0

4. HEFER Micro:bit?

BBC micro: bit 45 T E2 AR E HEITAIE  1E4ERS
FIFEPR A - FRALEIRAYATREME Micro: bit &
— R RS LAY E IRk > BBC
Micro: bit FHEZY 1980 FEARWHNERHE
HYJ BBC {BBEAS/ N % R/ L.

Micro: bit NEH R [EDIAE  EEAIAT DAPTEE(E B
1Y 25 {EALE LED J&- Micro: bit A R {E ] 4wiE
P v] AP SR ECE A aE B i v %= |
FRHYERHR © Micro © bit JRA] DLE SRR IEAE R
HITT1A] > B[ AR B B A i EM s (A A A Bl - [R1Z2 7R m] LUZTEE Micro: bit
UL LUER S 2Rl Micro: bit FVE K ARFSIZER © &2 7% Micro: bit HYZHAY » {K
A LLRIE B % A REME -
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4.1 Micro: bitBEfEEFEE ?

USB connector reset button battery socket

radio & Bluetooth antenna

LED: LED 5448 ¢ i - Micro: bit 45 25 &7 B B45F2AY LED » 7L :@.
BERSUA - B AEl g -

Buttons: Micro: bit (&5 f A F1 B) FiEI A N{EFZEH o R 7] AFERE 2
T o e IR R RAURE S @

Pins: Micro: bit FE4%E e 1A 25 {E/NPEREES - BRFTEEAE &
“SIRI" o KIS R EA AR N L ES A ZE A (BN 2&E) i *
% (Motor) Y

Light Sensor: i< 57 LED FOE(E Ryl A > LED FamefE RAA
YEERES TIE » AT MR TP A - O

Temperature Sensor: Micro: bit N'E REETINEE » 1] DLDAFER SRR
5 B SRR /7
Accelerometer: fIIZEEHHIEMEIRE - EFEIEE - NIEGTEEE ﬁ

L - IR AT DU A B > G078 S RN E %A - ‘

»

Compass: {57 i HIMIERAVILE - SRR Micro: bit BTeRRY 5 [ - /
farAstRSCHEET TR REREH -

Radio: JEAREETHEE e FIRIENAER B LA _ Y Micro: bit 7 i 1T HE4R E)))



BT o (IR EE RN B S5k B A Micro: bit - 1S A\ BFENESE |

Bluetooth: B (BESFRINFE) KERIET Micro: bit SRRANIFEILEE S
(S5 » 2T Micro: bit EAEENE - %ﬁﬂa*ﬂiﬁﬁ%ﬂ«(i_ﬁﬂﬁi_f » AL

A DU Micro: bit 2804 - M AR TR S5 X QS B fRAYEL

i !




5. EFEE Scratch 3.0?

Scratch & —fE{RIEsE = e FtlE
5 0 BT T DA AR e S A
NM—RE4RIER oy Sl - e IENE
% H BhERS - & 7 {M"H Scratch AIIEHS
gl E%E > WETIE > Wk
GEHh R o Scratch FHE T T 22 4L AS
EEENS G4 B/ NARGTRI4EE -

Scratch 3.0 2 #r—1{X Scratch » 57 Scratch #EEE/R ] DLAIEERY =0 > AR
& - THEIET AT  —(E&h e S SR 2RISR - bR T
SEUAEEERE ERS AN o IRE ] DU AR ERS L A Scratch BIEEFIREICE
E o

Scratch 3.0 B ESEHIEEERE (A > SENES ) s T E - DU E R
£l micro: bit R FFHYEE



6. #1{a]3EIE Micro: bit & Scratch 3.0

6.1 BRIV ERS
. i A Scratch 3.0 ###E Micro : bit » RAYEEISE 2 240 fE % & Windows
10 =¢ mac0S 10.13 DL _F - 3 H SR FHEE S 4.0 THEE -

o VREYEERS 5 B N Hi I 2245 Scratch Link ©
Windows : https://downloads.scratch.mit.edu/link/windows.zip

macOS: https://downloads.scratch.mit.edu/link/mac.zip

Requirements

B8 Windows 10+ ¢ macOS 10.13+ $ Bluetooth4.0 8) Scratch Link

. BE) Scratch Link MHECR T IEAEETT > EIEZ AL T EM T -

6.2 BERYREYMicro: bit
. {8 FH USB 2 Micro: bit #HE{F /R B R

2:39 PM

A\ F [ )
D& 7D gemns &

. T #&f Scratch micro:bit f22&
(https://downloads.scratch.mit.edu/microbit/scratch-microbit-1.0.hex.zip)
Z /R Micro: bit
6.3 2 ##Micro: bit EZScratch 3.0
. {55 A USB B ZE 1 5 Micro: bit A£E5
. Hi{E https://scratch.mit.edu/.

. e N ORIERE"
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https://downloads.scratch.mit.edu/link/windows.zip
https://downloads.scratch.mit.edu/link/mac.zip
https://downloads.scratch.mit.edu/microbit/scratch-microbit-1.0.hex.zip
https://downloads.scratch.mit.edu/microbit/scratch-microbit-1.0.hex.zip
https://scratch.mit.edu/
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Cu?‘ml
°
vanattes . _ Sprite | Spritet ex 0 ty o stag
Eﬁs pnm‘mm’ec‘m"m @ Show @ @ Size 100 Direction 90
, QO Backdrops
o = ‘
0 @ ]
U Backpack 0 e
. P micro: bit HEE
. BEFR(RAEEFER Micro: bit - —HE Micro: bit EF BT > Fil4l -

gupaz © YIFRAREF—K{FH Scratch 3.0 4% micro: bit » e —
%5 128 (1) Make sure you have Scratch Link installed and running; (2)
Check that Bluetooth is enabled.

HAAE » FRATLAREA Micro: bit 1 Scratch 3.0 RN H CHIFE -

== when A~ bution pressed

A = bufton pressed?

: o when moved -

display
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YREF Scratch 3.0!

@B @- fe cot ¥ Tworals | Helloscraten

N~ e om|
Hello!
&3,
‘,'.
. displayted @EID)
Sprite | Sprited - oty o Stag

7 g\ o Backdrops
Backpack 0 e

&l - W1k

1 IRFRE(E?

1 x BBC micro:bit
1 x micro USB 43
1x AAA B E
2 x AAA FEH

s EH:

fFH micro: bit RS %0E scratch 3.0 A1 micro: bit » [ {F LED & <5 _ERE~[E
22 o

%

o

2. BEHEE
® (i micro: bit Al Scratch FYFEATIRETERRFH—EFE=
® EB(FH ] micro: bit AV -

HEE: fE55—af > MRS EESR "Hello” J0AE#ETE [ micro: bit EAYZHE
RGN - Bt REBRTRAE LSS T {5 L T BE -
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3. EARYITBE

vl

]

LhRE

Micro: bit

-~ when A~ butfon pressed

B BN ERTE
T micro: bit /Y A $%5HES >
FEARIRE) -

4 display text

Micro: bit B4 LED &5 FEE
TR —RER—EF5F - 4
RreEehas (A—EF
&) AR ERE) -

Looks

say for esecond

FEERMT AT R~ —(ERE R 2

PoiE - £ 2 00M% > BELL T
N
2,

next costume

WRIRHIRE R 2 IR frm]
DU A S (BB T —(E ik

B MR ERBURHYE R — Tk
Be fE FILBURAEA R SR — PRIk

o

pics

4. G
EATHE T AR ARSI Ry N —(ERE

when A«

next costume

D2 TR EERHSMNER L - RIS

button pressed

==
E

Hisit "Hello 1™ < FLL A “say

Hello! for 2 seconds” {F “next costume”#f 1% - A& “next costume”

PR  E JF ARSI NE -

< when A - buiton pressed

next costume

EEVE Hello! B esecc-nd 5

next costume

‘& Scratch SEX T A P EENF » 942 micro: bit (] “display text Hello | ”

PREET “Hello | ™ 3fE -
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« - when A« buiton pressed

next costume

say D or @econss

next costume

. dspiay ot GEID

5. &%
o SERKARIETR o [H A EE SR micro: bit ARIZEHIIEEESY > Scratch FUAERATT -

Hello!

AP ERRIE > IRpla] AEZE Q] 5 micro: bit BERAIZE] scratch 3.0 -
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= Code | # Costum &) Sounds
RSl i GEI or @)seconds

@ :

Lo e

swifch costume fo monkey-a «

1

°
T ¥

:@:0 =0
g
E
L
B
ﬁ.
§
g

g
g
5
£

3

iitch backdrop fobackdrop1 « - when moved v

ftart sound Chee Chee ~

®
Rt backarog
[ ]

glide @) secsto random position «

)
H
g
g

©

set colors efiectto)

El
H
a 2
F s
= 8
: :
Z 2
n)(®)(®
=

P

FER IR

1 RFEEATE?

1 x BBC micro:bit
1 x micro USB 43
1x AAA B &
2 x AAA

EREH © {E micro: bit FAYRZENTHEEMUE Scratch 3.0

2. BHEE

®  (FHF] micro: bit 1 scratch 3.0 AYEEASTHAE.
o HiftnYE S o)

® 7f micro: bit FEEEMEITIRERYEH

BAE: (EE R FME AL E) micro: bit FEE T35 “Chee Chee” HYEEE >
A [EIRF eI AUREE) - B 0 KRB BIRPIRE LSS (6 LR -
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3. (EARYJTHE

3=l 271 IhEE
Micro: bit EaEREANFEE - CRRNEIREE)
micro: bit 1% » F2FEEEELE -
Sound 12 0] DIFBIX Scratch HNBERVEE S » tH]
Dl EEEEGETEH OB -
4, FZEHHER

o R LE—ERBMG  IRTTRE G SIS E RN - It » M EARFIRNINE
BT - BHES FAAUTEEH  #1E “choose a background” - .

Sprite | Sprite1 - X 0 I v 0 Stage

Show | @ @& Size 100 Direction 90
&

o REEREEIER  EEMEE "Forest” (ERFR -

B
Qe - O@OOCOOOCO O

H 2 -
Jungle Winter woods

Forest

o (HPRIFIGHEEE AT —(EHEEE -




Stage

Sprite ~ Sprite1 - x 0 v o

Mgy

Show @ | @ Size 100 Direction 20 ﬁ

E Backdrops
2

Sprite1
r el
-}

o EIE “Monkey" {ERBIIHHAE -

i
Q. Monkey ® i o



Sprite  Monkey - x 65 1y 3

Show ©® @ Size 100 Direction 90
7 () Backdrops
W 5

Monkey

OO0

5. RIEDER
. 7t “micro: bit” JEF]FHEE, “when moved” BE o

© = when moved «

o 4H#& “start sound Chee Chee” fi1 “when moved” ¥f > B[DAfE “sound” #H
FIFFE] “start sound” o

- when moved »

istart sound Chee Chee «

o HEBCEEEE BTEETEEE @ ook FHITHEE nex

costume” o

when moved «

isiart sound Chee Chee «

next costume

. & micro: bit BENEF > Mk TS HEAEE) - EE] “Motion” | “glide

1 secs to random position” °
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== when moved =
Start sound Chee Chee »

next costume

glide a secsio random position =

6. &R
J %’@MB’\] micro: bit o
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m

-» whenfitsd rignt «

g

3 g

<
@

-]
=
2=
| f
)
ES 5
] ]
H g
& 5
2
.
n o
@
-
g
@
El
o %
@
o X
@
&
ER
<
s 2

z
=R |
-4
a &
s | g
1.
L
Fi +
o @

Backpack

1 IRFRE(TE?

1 x BBC micro: bit
1 x micro USB 43
1x AAA B &
2 x AAA EEH

EREH
{eEF micro: bit _FAYERITHRE A HINE B SEAYFLE) - WA micro: bit /Y LED BERGF
EURIEZE -

2. BEEME
®  [fi# micro:bit HNZREETELERIDIAE Z [EIHYREE %
® EANIIE RHITIRE

B AR FMAR N S e = M A8 M /2 BRI A (R} micro: bit
AR EE AR E) -
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3. (EARYJTHE

bl e

TheE

Events

ERAAEARRG- EARIET "%E

et b B RE -

Motion | Py TERRERT x Ry Bl E 3R TR -

A CAPERIRS R BIHYEE > 5 [RIHUAR IER
fH -

Micro:bit

Micro: bit €15 L2 8 B B AL AR E

- whenfilled left » B (“& micro: bit EFESZREHF > x=00y

=0 H z=-1024)- {RA] LLBESE 4 (EFEE) 5
5] R > RIR > AR

I'

- . display = =

FHAAE micro: bit Y LED FREE [ 4a#l &5 -

4. Bt

o 4L BHEE FFEHY “choose a background”

~ e

M M=

Sprite | Name
Show | @ | @ Size

g.

Sprite1

- x| x | I Stage

Direction

O

o MRENFFEEMER  EEHERE "BEX FRhER-
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2 OO0

n -
[ S
Arctic Baseball 1 Baseball 2 Basketball 1 Basketball 2 Beach Malibu Beach Rio Bedroom 2
- |
Bedroom 3 Bench With Blue Sky Boardwalk Canyon Castle 1 Castle 2 Castle 3
Castle 4 Chalkboard Circles City With W. Concert Farm Field At Mit Flowers

o EEFRR  MHEMIIIEENIE -

Sprite |~ Sprite1 - X 3 Ty 5 Stage
Show | @ | @ Size 100 Direction 20

Backdrops

00

o REREEETEBNEIHT AL EIRACHRALAE -

Sprite | Sprited IH x| 14 t y -08 I Stage
Show @ @ Size 100 Direction a0

Backdrops

= ©0




. RETE

7€ “Event” JHBIT L “when flag clicked” BRAFERFRBAIGHRFWIGILIFERRY

AR E - 7€ “Motion” I - & “gotox 'y " BRAEFI4RIGERI o AT
JEZRARAE E— PECERAVE T » FEEIORET » T2 x AR 14 Al y A%

E-108 °

#& “micro: bit” *EB‘JEP?"E, “when tilted left” > “display icon” ¥ > i@iEE
BE et AT HEIRE © 8% 0 7€ “Motion” JRIF i “move -10 steps”
B o I [E R micro: bit ﬂii‘%ﬁéﬂfr a2 i
when filted left »
ok display -
move @ sieps

EEDEE 2> {2 “move -10 steps” F X Fs “move 10 steps” - ZHAEHF micro:
bit [E G ER RS B F A E) -

when filied right =

. - display i
move m sieps
% IRAVEE S ERZ 2 iE k¢

when filled left = = = when filted right =

display -« . . display

move @ sieps move m sieps

g
H
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BB G C I DA BrIAR RS B S B B Ryt o
e

E S E A TER micro: bit o

3 N
MEEE S B /28R E) » micro: bit iREBEIAHIERYATHA ©
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@~ Fle Eat @ Tutorials

Al © ik

1 RFEETE?

1 x BBC micro:bit
1 x micro USB 4§
1x AAA B E
2 x AAA FEH

EA
{iF Scratch 3.0 b AYSEEH I BB R FR (428w > N 4/ NERRYEEHR > K1 micro: bit £
FTREEIE SR T O ) -

2. EEBER

® AL {AI{sE

® fAANAI(E PR R
® [ REANfRI{E AR RN -

HAE:

FiE—EH o FAPRFER G A el (s B S 8 S AR (R ) IR BE RS ERS B ~FAE SR A B > Bl
AEIEAR S RARE 2 587 NER g > Fic & R AV AN DR8> 1L FH micro: bit B2 Scratch
T E ) -
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3. EARYJTSR

Vil

]

ThE

Variable

set my variable v to o

HFESEE “my variable” {H B 0 o

Control

S AL (EAIE R OE - QR &
“if...then” PR ERIERFE HET T LU N HURR
e MRATTERIFRIEETT “else” AHY
Eav

Operation

S LR RCE - SR A AR -

My block

18l

block name

BILEHCHEE > B8 - FHE
A THRAEIEAN » A7 75 by B
H - B EERIRER -

define block name

TETRESEAIIE AR BN -

Y A T L R A OE SR
PO -

Event

broadcast apple =

&% EH EFNUEF Scratch AT
}E’ o

when | receive apple =

‘& Scratch UgEIMHIEAVEHERS » #E/T
HIEIFEZ -

a2 B
o FEAGRT FITRHER VRN E S -

Backdrop”

» IR IRIER = -

B BRES TN AR “Choose a

26



@~ rFie Edat

@ Tutorials

&f Backdrops

& Cod ) Sounds
@ oon
Motion
. Stage selected: no motion blocks
Looks
Sound
©

ontrol

nnnnn

Join Scratch  Sign in

N®

o AlEERREK  FHEE

%%EI’J%E@%@E@EE%% ’
= A

SRV R B “text"BA Z 0 R

WER —iE - BHE
A —(E Z -

o) Sounds

Sleeping Cat-a

. lllll u

lal Convert to Bitmap

B~ Fie  Ean

= Code &f Costumes oy Sounds

Costume Sleeping Cat-c 2 -
Fill . v u sans Serif -
2
Sleeping Catb
132279 3
4

IR B B A REAR Y -

e
I
Hﬁ%

A2

——
St
Spits | Spritet - 10 1+ w -
s ® O st 100 oi



= Code  &f Costumes o) Sounds LN ] oOm &
q .
ﬂ,‘ ------- Cat Wake Up *
Steoping Cat-a
s | o....mur N B @ > T
Copy  Pame  Deleie o p Ve
2
s
ing Cat- Y
swepngGas u e
P # ” b
e & T
/7 0
(]

BIENE R - BMIFEAIERIER - B2 “choose a sprite” BE{FSAR - A1 1H A
—REH - ERBEMTGEILRMEINL - —(EEFEABVER - —(EE
AYBESR - IR ERR B HY T T AEREE AN -

how ize
Backdrops
# m !
@& Convert to Bitmap Q = @ . -
A

R AR T - E LB TZAUER - StV - (R A T
SEHVIMI > IHESER AN R sy 5



N e oOm

o

WIET B
TEFFIEI - JoBhEE Sprite ZE{T4RAE » 1€ “Event” MBI HEHE) “When green flag
clicked” F1 “Variable” JEF|FHrE) “set my variable to 0” ¥ -

= Code & Costumes o Sounds
. Variables
WMotion
. Make a Variable
Looks

.
@
E‘
.

Operators Make a List
My Blocks
Variabl
Make a Block
My Blocks

IR1% > 1 “Conteol” H¥gHE) “forever” IR K Hr#Eh “IF...THEN...ELSE” I -
IF...THEN...ELSE” PRECHE “forever” [N o
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&= Code & Costumes o) Sounds.

@ control
Mation

wait (§J) seconss
e
o P
Events =
. E
Control
o
Sensing
Operators
o
Vanaties

it men
My BlOCKs

che

BENA > 1 “Operation” AR - HEENEE R > IAE “IF...Then...Else” X » 3f7jF
“my variable” 2 EZEL1 0 -

= Code & Costumes o Sounds
@  Veriables
Mation
. Make a Variable
Sound R o
Events
Control

g
3
S
3

¥
i

=

F]
8

3
g
8
2

£ “My block” 55 - AIZE M EHTHISE > “sleep” A1 “wake up” - SE T
FEGRAFEA - GRSk HIRRI(E “define” HYBH -

30



5
@ :0

im
g -1
Ea

FR1%1F “micro: bit”JEAIFHEE) “when moved” &z “display” #8251 [ ZE -
FAE “Bvent” 5l thEfiy “apple” FHEILHFY “Variable” 5 HHEE “my
variable” 5y 1 -

Hm

o TEFRIE “sleep” NVIEHIES » 1€ “Sound” I HHE) “start sound” Il BE{E
“bubbles” - ZR1E1F “Looks”FHFIENEESE “switch costume to” > ¥ A “Control”
Y “wait seconds” MY Fy 0.5 F) o EEAE = AR ICGERETRI G E N =
E5M -

31



@~ rFie  Eat

& Code &¥ Costumes o Sounds

@
Qo
=
£
a

play sound Meow v  until done

=
.2.

53

E

,_
1
8
@

startsound Meow v
define sleep

w
<1
g
5
=

stop all sounds

@

start sound Bubbles +

I
<
7

change pitch e«ec«by@

set  pich - effemu@

clear sound effects

switch costume to  Sleeping Cat-a v

o
g
2
ES

switch costume to  Sleeping Cat-b

o
<

@

o

g

@

)
&

4

u.

a

Variables change volume by

My Blocks
v set volume to () %

micro:bit D

switch costume to  Sleeping Cat-c v

TEFAE “wake up”HIFERIES 5 11E “Looks”JE R HEE) “switch coustume to”
A #EEFE “Cat Wake Up” » K27 “Sound”ZE R #rE) “start sound” fi35E4E

“Meow” o ZR1Z1E “Looks”fERAI|-H#EE “say for 3 seconds” fifif A “Don’t

ARNY
steal my apple!!” -
@~ Fie Edt @ Tutorials

&= Code &f Costumes o Sounds

Looks

sy () Inro seconds

Looks

E

Sound define wakeUp

S for ) seconds
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SN TR IR o

fHilh ->GND
/NSAIRE - > PIN 0/1/2

UIRENFTA AR 22 microzbit » Q1R
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5. BAFERETIER
o FHT—FE A FFIEEAHENE S -
o E}E “Keyboard” {E/HEEE -

4 Back Choose a Sprite
o Y Y~ X—

Keyboard

o FRNEER S0 AHHEERIERS L
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Sprite = Keyboard X 4 yl 91 Stage

® & Size Direction 90 -
) Backdrops
E .

o HHZE] “Costumes” - R EE| “keyboard-b” - & “keyboard-b” #EHIFIZK -

= Code < Costumes o Sounds

1 ey
Costume  keyboard-b

keyboard-a
120 x 46 . -
Fill . Outline n 4 b i »
\ Copy Delete Flip Horizontal Flip Vertical
J o

o

o HEUR (RH]LURHIRECHY ARy “keyboard-?" > 2" JZRAEERHYEEH -
Pl “keyboard-C™ o ZR{& » {RRI DA FHESRZEHIAHBIAYEE - [N > ITRIER
A 4 FEA[EIHIARES -
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= Code < Costumes oy Sounds

s

1 ey
I:ostume keyboard-C . ' ) "' )
keyboard B
468 x 176
Fill . u J 10
2 [-)
==y
keyboard...
A68 x 222
3
oy
keyboard.
468 x 222
4
o=y

keyboard...
468 x 222

o

6. RIEDER
o [HHA “When clicked” #Ef1 “switch costume to” LIFE(ENE TEILEHIEMF 485N
] -

e

switch costume fo  keyboard

e 1 micro:bbit HifEHHEH, “when pin connected” - FEA “switch costume to”
BRES G o EERE PINO B - IRESKUJHAE] “keyboard-C” o

whenpin 0+ connected

switch costume o keyboard-C -

o IR1% Scratch JHEI C & 3H > WiAE micro:bit 1Y LED BrF FEIR “CT A -
BT LI AMHEE) “start sound” BY - #EfE “Celec piano” A “micro:bit” Hlif
i “display text” PR ©

whenpin 0~ connected

switch costume o keyboard-C

start sound C elec piano »
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£ micro:bit _EEURFERE - FAHEA—(ERH SRR VIR R R aa s ME -

when pin 0= connected

switch costume to  keyboard-C -

fart sound C elec piano =

display text a

switch costume fo  keyboard -

ERITHIE > BFIATESE AR PIN > B 4 SPERE0L » ERRE
14 microsbit R 95 IBI4RYE AR BRI -

switch cosiume fo  keyboard -

when pin 2 » connected

switch costume fo  keyboard-E «

siart sound E elec piano «

display text G

switch costume fo  keyboard -

7. &R
ERE MR T BRI o PIN R GND By RERE G B Eh A2 (A -

whenpin 0+« connecied
switch costume fo  keyboard-C -

start sound C elec piano -

display text e

switch costume to  keyboard -

whenpin 1+ connected
switch cosiume to  keyboard-D -

Efart sound D elec piano «

display text 0

switch costume to  keyboard «
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e
A

S

W% C §# > Scratch /Y
T e

o D Scratch LAVTTENGSE O G » EHL D FALAE microsbit |-
FLF D7 -

o YI5EHH E§# > Scratch FAYEE KRS E §# > #IL E &AL micro:bit FEUR
BT e
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AL > (RATLAE MR B TSGR - SRR TSR |
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