
 
 
Paul saw a great game with a table tennis bat on the micro:bit website, 
and wondered if a similar game could be written and used with the 
MiniMU glove.  The game challenges the player to bounce a ping pong ball 
repeatedly in the air without dropping it, and it counts the number of 
times the ball bounces, to give a score. 
 
But Paul thinks that the gestures used to start and stop the game with 
the glove could be made a bit more natural to someone wearing a glove. In 
today's lesson you will help Paul to design a program for the 'Keep-up' 
game. 
 
By doing this you will learn about: 
q   events; 
q   boolean variables; 
q   using integer variables for counting; 
q   if/else statements; 
q   you will also learn what 'copyright' is and why it is important when 
     writing open source. 
 
You will need: 
q   your assembled MiniMU glove; 
q   the MakeCode web coding editor; 
q   a ping pong ball. 
 
You might also find it useful to have access to a large room, as it can be 
easy for the ping-pong ball to go all over the place! 



 
Figure 1: The MakeCode web coding editor. 
 

 
Figure 2: The OnShake event handler senses a ball bounce. 
 



 
Figure 3: The OnScreenDown event handler starts the game. 
 

 
Figure 4: The OnScreenUp event handler stops the game. 



 
Figure 5: Copyright and Attribution. 
 

 
Figure 6: Finding the copyright statement for MakeCode melodies. 



 
Figure 7: Finding the attribution for the original AUTHORS. 
 
 

 
 
 
 
 
 


