3x3 Games

Project:

Author: Robert Polzer
Ideas: My family gave me the ideas and time to make this project happen!

About 28 years ago | got my first computer - a Commodore C64. So | played many games,
but also tried to program in Basic and small routines (ok - very small routines) in Assembler.
Then at work | wrote little scripts in VBA for Excel and Access.

Then, after years without programming, | tried the Arduino-Uno and fell in love. My first
sketches were LED-effects and examples. Then | found some Arduino-TicTacToe projects,
but none of them were attractive to me. So | tried to find my own solution, and here is the
result!

During programming | had the idea to add sound and speech-output, so | expanded my
hardware with the Sparkfun mp3-Trigger and an amplifier.

Lights Out:

* |deas:
This was my first sketch for my “3x3-Game” hardware. The idea was, to write a small
program, and use 9 keys and 9 led’s on a breadboard for user in-/output. But
gradually | wanted more. So | bought big arcade-buttons and RGB-leds and
expanded the sketch.

* Manual:
When the game starts, a random number of these lights are switched on. Pressing
any of the lights will toggle it and the four adjacent lights. The goal of the puzzle is to
switch all the lights off.


http://www.sparkfun.com/products/11029

Simon:

Ideas and problem-solving approach:
a_guadalupi (http://scuola.arduino.cc/profile/a_guadalupi)
http://scuola.arduino.cc/courses/lessons/cover/DWzMEJ8

Then | searched for new ideas for my 3x3-hardware. And | found a cool version of the
Simon Says game. So | tried to understand his sketch and then tried to program my
version on my own.

Manual:

A round in the game consists of the device lighting up one or more buttons in a
random order, after which the player must reproduce that order by pressing the
buttons. As the game progresses, the number of buttons to be pressed increases.

After starting the game, you can choose if you play with 4 or 8 buttons. To select the
difficulty you have to press the unlit buttons and confirm with the white button in the
middle.

Then the computer will generate a sequence with 100 steps and begins to show you
the first move. Then you have to reproduce that. When you are right, the computer
will show you 2 steps and so on, till you make a mistake or reproduce all 100 steps in
correct order.

Tic Tac Toe:

Ideas and problem-solving approach:
Rahul Kar
http://www.engineersgarage.com/contribution/digital-tic-tac-toe-game-circuit-diagram

| took the code for computer and player-move from Rahul Kar, and wrote the in- and
output code completely new for my hardware.

Manual:

When you start the game, the computer makes the first move (red) and chooses a
random spot. Then the player has to make his first move (blue). Then the computer
makes its best move and so on, till one player has 3 spots in a row.

After the confirmation the start-player will switchover.
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