
Python Code By Mission

Mission 2 – Introducing CodeX

Import codex

Display a built-in 
image

All built-in images:

Mission 3 – Light Show

Turn on ONE pixel
(pixels are numbered 
0, 1, 2, 3)

All built-in colors

Import time to use 
sleep()

  or  (either will work)

Cause a pause or 
delay in the code  (this will pause for 1 second)

Define a variable 
(assign a value)   or  

Use a variable with 
sleep()

Instructions for using the debugger are included in this mission (Objectives 5 & 6)

Mission 3 Remix

Clear the display



Clear a pixel
(turn black)

Import random 
module

Assign a random 
color (RGB)

Assign color from 
RGB

Use color variable

Mission 4 – Display Games

Display a word

Convert number to 
string

Convert string to 
number

Display a number Can be a literal value (9)

Or a variable (number)

Display more than 
one line 

 use print instead of show

If / else statement
(branching)

Look for : and the indenting -- very important!

Assign a value to a 
button press (True 
or False)

Checks if currently pressed

Checks if was pressed since last time



Mission 5 – Micro Musician

Play a built-in audio 
clip

All built-in audio 
clips

Mission 6 - Heartbeat

Infinite while loop

Break out of a loop
Can be any button

Increment
With if statement

Decrement
With if statement

Mission 6 Remix

Play a tone

Mission 7 - Personal Billboard

Compare a variable 
to a specific value

Last index of a list



List index wrap 
around (end back to 
beginning)

List index wrap 
around (beginning 
back to end)

Define (create) a list

Access an item from 
the list

Last index

Get the data type of 
a variable
(can also use 
console panel)

Mission 7 Remix

Print on multiple 
lines

Use “\n” and 
display.print()    

Turn on/off LED 
above button A/B

Mission 8 - Answer Bot

Import random 
module 



Generate a random 
integer  gives a number between 0 and 9

gives a number between 1 and 5
** default starting value is 0 unless specifically stated. Integers will go from the starting value to one less 
than the ending value.

Change the size of 
text scale adjusts the size of the text. If the scale is too 

big, the text will appear as gibberish or shapes on the display screen. scale=1 is the default size.

Select a random 
number from a list

Mission 8 - Optional Lesson - Adding JPG images

Displaying a JPG 
image

Mission 9 - Game Spinner

Using a logical 
operator: 

Define a function

Call a function



Finite loop with 
condition

(increment the 
control variable)

Finite loop with 
condition and list 
wrapping

Mission 10 - Reaction Tester

Turn off all pixels 
using a list

Turn all pixels a 
color using a list

Clear the display

Get current clock 
time

Find the difference 
between two clock 
times

Reset the button 
state

Mission 11 - Spirit Level

Math module

 used for math operations, like math.pi, math.asin, etc.

Get values from the 
accelerometer

Get a single value 
from the 
accelerometer



Change display color

Draw a line

Draw a circle

Mission 11 Remix -- these commands are optional but can be used in the remix projects

Filled in circle

Display text with a 
specific location

Mission 12 - Night Light

Read from the light 
sensor

Set all pixels the 
same color   -- on     -- off 

Adjust brightness of 
pixels


