
TEJ4M  Mr. Emmell – Jan. 2023 

TEJ4M Final Project – Coding the Dangle Die! 
 

Your goal is to adapt and improve upon the state-machine approach to programming your DangleDie 
PCB. It’s finally time to formalize our code for this project. The details are explained below: 
 

Level 1 
Upon power-on, the LEDs light up round and round (one LED at a time) until we stop on a random 
number. Total time for this animation should be no more than three seconds (three seconds from 
power-on to final number display) 
 

Level 2 
No display on power-on. When a button is pressed an initial animation runs before displaying a final 
random number. The animation consists of dice roll values (Ex: 6,1,4,5,2,1,3,6,4,5,etc) for set time until 
we stop on a number. Total time from button press to final number should be no more than three 
seconds. 
 

Level 3 
Same approach and animation as Level 2, but animation slows down until it lands on a number and 
blinks a final result. Total time from button press to final number should be less than 3.5 seconds. 
 

Level 4 
Multi-mode. Based on an initial click / double-click of the button, there are two modes for behaviour: 
 Mode 1 (only one click) - Level 3 code from above 

 Mode 2 (a second click within one second of releasing the first press): 

- Reaction Game! 
o Dice roll values will appear (counting up) at a reasonably slow speed (500ms 

interval to start) 
o The goal will be to keep hitting that first number clicked round after round 

as the interval gets shorter and shorter 
o There will be a tiny “score” screen between rounds to indicate how many in 

a row the player has managed to hit. 

NOTE: IF YOU ARE ATTEMPTING LEVEL 4, COMPLETE LEVEL 3 FIRST AND SAVE A SEPARATE COPY 

DUE: Jan. 20, 2023 – No Exceptions 

A little bit of help 
implementing the 
multi-mode idea 


