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11.

. Create a “haunted house.” Attach a Programma-

ble Brick to the door to make creaking sounds
whenever the door is opened. Program another
Brick to drop spiders on people when they walk
through the door. Build a LEGO platform for a
pumpkin, and program a Brick to drive the pump-
kin around the room.

Connect sensors to various parts of your body.
Then program a Programmable Brick to monitor
your heartbeat and breathing as you walk and run.
Or program the Brick to play different sounds
when you move different parts of your body.
Take a Programmable Brick with you to measure
the pH level of the water in local streams, or the
noise levels at a local construction site.

Create a LEGO musical instrument. The instru-
ment might have buttons like a flute, or a sliding
part like a trombone, or a completely new inter-
face that you invent. Start by writing a simple
program so that the Programmable Brick plays
different notes (or melodies) when you move dif-
ferent parts of the instrument. Then enhance the
program so that the Brick improvises on your
notes. Or program the Brick to play “rounds” (by
playing a second copy of your notes with a
delay).

. Put a Programmable Brick and light sensor on the

door to keep track of the number of people that
enter the room. Then program the Brick to greet
people as they enter the room (with music or dig-
itized speech).

Set up a weather station on the roof of the build-
ing.

Use a Programmable Brick to find out if the light
really does go off when you shut the refrigerator
door.

Attach a Programmable Brick to an ashtray, and
program it to play a coughing sound whenever
anyone uses the ashtray.

Build a remote-controlled LEGO car. Use a stan-
dard television remote control to communicate
(via infrared transmission) with a Programmable
Brick in the car.

Create an “intelligent room” that automatically
turns on the lights when someone walks in the
room. (Here’s one approach. Build a LEGO
machine that turns on the light switch, and con-
nect it to a Programmable Brick. Use another
Programmable Brick to detect when anyone
enters the room. Use infrared transmission to
communicate between the two Bricks.)

Use a Programmable Brick to control a video-
camera (via infrared transmission). Program the
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Brick to make a time-lapse video of a plant grow-
ing (taking a few frames every hour or day).

Use a Programmable Brick to program your VCR.
Send secret messages across the room to some-
one ¢lse who also has a Programmable Brick.

Put a Brick on your dog’s collar and collect data
about your dog’s behavior. How much time does
your dog spend running around? Discuss whether
experimenting on your dog is ethical.

Use a Brick to record your dog barking. Then put
the Brick in a remote-controlled LEGO car. Play
the barking sound when the LEGO car gets near a
cat. How does the cat react?

Build a LEGO creature that you can interact with.
Program the creature to act in different ways
when you clap once, or clap twice, or shine a light
in its “eyes.”

Build a LEGO creature that explores its environ-
ment. Program the creature to find the part of the
room with the most light or the highest tempera-
ture. Next, put a plant on your LEGO creature, S0
that the plant will always move to the part of the
room with the most light (or the highest tempera-
ture). Use other sensors to monitor the growth of
the plant.

Build a LEGO machine that can water your plants,
then program a Brick to make the machine water
the plants every few days.

Create a game where each player carries a Pro-
grammable Brick. Program the Bricks so that
they give instructions to the players, and send
messages from one player to another.

Think up 20 more things to do with a Program-
mable Brick.

**Trademark or registered trademark of LEGO Systems, Incorpo-
rated.
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