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About Ready Set STEM
The Ready Set STEM mission is to introduce middle 

and high school students to practical computer 

engineering concepts through hands-on, tactile 

learning. Our educational kits get students excited 

about STEM learning, while helping them to better 

understand how technology and the world around 

them works.

All students learn valuable technical skills from 

Ready Set STEM kits, and those who choose 

to pursue technology as a career develop the 

foundational skills they need to succeed in higher 

education and as the next generation of great 

innovators. 

At the core of each of our kits is a self-guided curriculum that includes:

• Detailed tutorials aimed at providing the foundation for all future computer 

programming, electronics and computer engineering concepts.

• Hands-on, engaging projects that allow students to design and build real games, 

toys and devices that mimic the technology they use every day.

• Additional challenges reinforce learning by asking questions and inviting students to 

solve higher order problems.

Through our curriculum, we empower teachers to bring engaging STEM education into the 

classroom, empower homeschool parents to bring STEM education into the home, and empower 

students to become Makers.
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Why is STEM Education Important?
STEM (Science, Technology, Engineering & Mathematics) education is quickly being adopted into 

the American primary and secondary school education curriculum. This is becoming ever-more 

critical given the state and trajectory of technology in the United States: 

Our students are behind.  A 2012 study showed that students in the U.S. rank solidly in the 

middle and below average, respectively, in science and mathematics literacy, when compared 

to other industrialized nations (National Center for Education Statistics). In 2015, 58% of high 

school graduates did not meet benchmarks for college readiness in math, and 62% did not meet 

benchmarks for science (ACT College Readiness). 

Technology natives are not necessarily technology savvy.  Although 83% of U.S. 

millennials report sleeping with their smart phones, 58% don’t know how to use the technology 

available to them to solve problems. In 2012, U.S. millennials ranked last out of 19 countries tested 

in “problem solving in a technology-rich environment” (Change the Equation).

 

STEM skills are becoming necessary in ALL fields, not just in Science and 
Engineering.  As of 2011, 26 million U.S. jobs—20 percent of all jobs (not just STEM jobs)—require 

a high level of knowledge in a STEM field. This number continues to grow. Furthermore, the U.S. 

Bureau of Labor Statistics projects that, during the 2010–2020 period, employment in Science and 

Engineering occupations will grow by 18.7%, compared to 14.3% for all occupations.

It’s time to prepare  
21st century students for  

21st century careers.

http://nces.ed.gov/fastfacts/display.asp?id=1
https://drive.google.com/drive/u/0/folders/0B7_T8BhTsvNSekNKdEdOTS1uZGM
http://changetheequation.org/does-not-compute
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The Ready Set STEM CREATOR Kit brings 

the popular electronics kits of the 1970s into 

the 21st century. Where four decades ago, 

students would have learned to build Morse 

Code machines and crystal radios, today the 

CREATOR Kit introduces students to build the 

modern equivalent: Embedded Systems.

Embedded systems are those technologies 

where hardware (electronic components) and 

software (computer code) come together to 

create useful devices that enhance our lives. 

Devices such as smart phones, video game 

consoles, thermostats, security systems, and 

coffee makers. Once you recognize what 

embedded systems are, you will start to 

recognize them everywhere in your daily life.

Why the Ready Set STEM CREATOR Kit?

There are literally billions of embedded devices in the world today, and over the next several 

decades, growth of these technologies is almost certain to increase. Healthcare, transportation, 

entertainment, finance, military defense and security are just a few of the industries that have 

been—and will continue to be—revolutionized by embedded systems. 

The CREATOR Kit bridges the gap between vague technology concepts and real-world, hands-on 

experience.
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Why Do Educators Choose Ready Set STEM?
With technology education being so integral to the future success of our children, why do 

educators and homeschool parents choose Ready Set STEM kits? There are several reasons:

No previous knowledge or experience is needed.  Many educators 
don’t have an engineering—or even a technical—background. The 
CREATOR Kit curriculum is designed to be self-guided for the typical 
teenager, which means that teachers with no technical knowledge or 
experience should be able go through the tutorials and step-by-step 
projects in advance and feel equipped to lead their classes.

Real technology.  The CREATOR Kit uses real-world electronic 
components, a common programming language (Python), and is 
based on the Raspberry Pi (a full-fledged computer that can run 
applications and access the web). With the CREATOR Kit, students 
get hands-on experience working with the same tools used by 
professional engineers and developers.

Comprehensive curriculum.  Each of our tutorials introduces a new 
electronics and/or programming concept with thorough explanations 
and diagrams. Step-by-step projects walk educators and students 
through the process of building real toys, games and devices. Bonus 
challenges reinforce learning by asking questions that encourage 
students to solve higher order problems.

Classroom flexibility.  Our curriculum was designed to be compatible 
with many different learning environments, including structured and 
unstructured in-school lessons, school technology labs, homeschool 
classrooms or co-ops, and even DIY learning on the part of the 
students. All of our projects can be completed independently or 
in pairs, and many can be expanded to facilitate collaborative and 

group learning.

Homeschooling with the CREATOR Kit

With 60 hours of material, the CREATOR Kit makes a great science elective 

for homeschool students. Requirements vary by state, but in many cases the 

curriculum can be used as a one semester electronics and programming 

course. It may even count as a lab!
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Overview of the CREATOR Kit
The Ready Set STEM CREATOR Kit includes four major hardware and software components:

Curriculum & Development Environment

Detailed curriculum and a custom development environment are at the heart of the CREATOR Kit.  

Hundreds of tutorials, hands-on projects and challenges, along with an interactive coding interface, 

provide a self-guided, step-by-step path to learning and building.

All of this content is stored on a memory 

card that is included with each kit, 

so Internet access is not required. In 

environments where Internet is available 

(either permanently or temporarily), 

software is fully upgradable.

Raspberry Pi Computer

The CREATOR Kit is powered by the Raspberry Pi, a full-fledged computer, capable of running 

applications and accessing the web. 

This means that in addition to using the 

CREATOR Kit to learn engineering and 

computer science, it can be used to surf the 

web, check email, play games and run a variety 

of other fun and educational applications.
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Project Parts & Components

All the parts and electronic components needed 

to complete the projects in the curriculum are 

included. The CREATOR Kit comes with wires, 

buttons, LEDs, an accelerometer, an LED matrix 

display, a speaker and audio cable, and more.

Because the kit uses a standard breadboard 

on which to build projects and because the 

Raspberry Pi computer has a large online 

community, there are thousands of additional 

projects shared on the Internet that can be built 

with the kit using readily-available, off-the-shelf 

components.

Case, Connectors & 
Cables

Each CREATOR Kit comes 

with an acrylic case that 

houses a standard solderless 

breadboard. This is the canvas 

on which projects are built, 

used and displayed. 

The kit also comes with a 

power supply and all the 

cables needed to attach the 

Raspberry Pi computer to a 

monitor and to the electronics 

on the breadboard. 
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Network Configuration & Required Accessories

Depending on how you will use the kits, there are a few basic items that will be required that are not 

included:

Standard Configuration

This is the simplest way to set up your CREATOR Kit. In the standard configuration, the kit uses a 

stand-alone display device (monitor or TV), and the following accessories are required:

▪	 Monitor (HDMI or DVI)

▪	 USB or Wireless Mouse

▪	 USB or Wireless Keyboard

Instructions for completing the standard configuration can be found in the Assembly Guide included 

with each kit.

Networked Configuration (Advanced)

If the required accessories for the standard configuration are not available, you can instead connect 

the kit to a laptop. For instructions on how to set up the CREATOR Kit with this configuration, see 

http://www.readysetstem.com/network-config/.

For each kit you will need:

▪	 Laptop with the Chrome web browser

▪	 Ethernet Cable or WiFi

Important Note: Minecraft projects are not available with Networked Configuration.
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Curriculum Overview
Concepts, Projects & Challenges

The Projects Guide is a full curriculum that incorporates three distinct learning tools: 

Concepts are the explanations of how the science works. 

Each Concept is explained in manageable chunks with 

illustrations and familiar language.

Progression

While you are welcome to skip around the Projects Guide, it is designed to build on itself and 

skipping sections may make it difficult to fully understand more advanced concepts and projects. If 

your students have no previous experience with programming or electronics, we recommend you 

read and follow the projects in the order in which they’re presented.

If you don’t have time to complete the entire course, that’s okay. The Projects Guide is broken up 

into sections, with each section focused on one aspect of electronics and/or programming. Even 

completing just one or two sections of the Projects Guide makes an engaging introduction to STEM 

subjects.

More details about the specific contents of the Projects Guide can be found later in this guide.

Projects are the hands-on building part of the curriculum. 

Each project has step-by-step instructions, diagrams, and 

code snippets to demonstrate exactly how to complete the 

project using the kit hardware and coding environment.

Challenges are questions that encourage higher order 

thinking. Students are asked to take what they’ve just 

learned in a lesson and apply it to solve a new problem 

related to, but not directly addressed in, the project. There 

are 3-5 Challenges for each Project.
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Age Recommendations

The CREATOR Kit is generally recommended for ages 11 and up, with different age groups requiring 

different levels of teacher involvement.

▪	 Ages 11-13: Guidance necessary throughout to discuss 

concepts, clarify material and reinforce learning.

▪	 Ages 13-15: Occasional guidance is helpful, although 

students should be able to work through the lessons on  

their own.

▪	 Ages 15+: Minimal guidance is needed as students can 

complete projects and challenges independently and find 

answers to their questions online (although classroom 

facilitation is always encouraged).

Classroom Instruction

The CREATOR Kit was designed to be flexible to the needs and 

circumstances of educators and homeschool parents. Educators 

can choose how they want to lead their students:

▪	 Take advantage of the self-guided curriculum by having 

students work through the Projects Guide at their own 

pace (individually or in pairs), stepping in only when help 

is needed.

▪	 Discuss the Concepts as a class and then work through the 

Projects together.

▪	 Have students complete the Challenges in class or assign 

them as homework. Answers to Challenges can be tested 

together in class.

Choose the option(s) that works best for your class!

Using the CREATOR Kit in the Classroom
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Lesson Timing & Planning

Each Concept requires 15-30 minutes to read and comprehend, while each Project takes, on 

average, about 30 minutes to complete. If available, additional time can be spent completing 

and discussing the Challenges that accompany each Project. The entire curriculum provides 

approximately 60 hours of self-guided or classroom learning. The curriculum builds on itself to 

some extent, but if classroom time is limited, educators can opt to do a subset of the Concepts and 

Projects that fit their needs and schedule.

More details about the specific contents of the Projects Guide can be found later in this guide.

Collaboration & Group Projects

One student per kit is ideal, although it is somewhat common in the programming world for people 

to pair up when programming. For maximum exposure and learning, assign no more than two 

students per kit.

Many of the projects can be expanded into group projects to facilitate collaborative learning. 

For instance, rather than building individual desktop pianos for the Walkable Piano project, each 

student can make a few oversized “keys” and combine them into a large-scale floor keyboard. 

Program each key to play a different pitch (use multiple kits if you have a lot of keys!) to create 

several octaves of playable keyboard.

One ambitious class put together an entire event with carnival-style games they invented with their 

CREATOR Kits. This would make a great addition to a school-wide STEM expo!
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Reusability of the Kit

While the CREATOR Kit itself is designed to be reusable, it does include some consumable parts. 

The “Your First Circuit” and the “I/O (Input/Output)” Ready Set STEM Cells both have components 

that students will need to bend when building their Projects. These Cells may be reused, but they 

are more difficult to work with after the wires have been bent a few times. The components in the kit 

are standard, and inexpensive replacements for most parts can be purchased from any electronics 

retailer or from the Ready Set STEM website. See the Additional Resources section for more 

information.

Care and Maintenance

As with all electronics, the CREATOR Kit should 

be handled with care. Rough handling or 

dropping the kit may cause the acrylic case to 

break.

Additionally, some components in the kit 

contain sensitive electronics that can be 

damaged by a static charge. Avoid touching the 

metal pieces on the circuit boards. In addition, 

it is good practice to “ground” yourself before 

touching any components that contain a 

computer chip. This is discussed in more detail 

in the Projects Guide.

Safety Items

The CREATOR Kit uses only low voltages (this is discussed in the Projects Guide), so there is no risk 

of getting shocked when using this kit.

If the components are wired incorrectly there is a chance they can heat up and get hot to the 

touch. For that reason, always unplug the kit when it’s not being used and always follow the project 

instructions when installing or uninstalling components. If you see or smell anything burning, 

unplug the kit immediately.
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Meeting Standards with the CREATOR Kit
The skills students develop by using the CREATOR Kit curriculum align with many sets of educational 

standards. These are some of the standards that align most naturally with the CREATOR Kit:

Next Generation Science Standards

Middle School

MS-ETS1-1. Define the criteria and constraints of a design problem with sufficient precision 

to ensure a successful solution, taking into account relevant scientific principles 

and potential impacts on people and the natural environment that may limit 

possible solutions.

MS-ETS1-2. Evaluate competing design solutions using a systematic process to determine 

how well they meet the criteria and constraints of the problem.

MS-ETS1-3. Analyze data from tests to determine similarities and differences among 

several design solutions to identify the best characteristics of each that can be 

combined into a new solution to better meet the criteria for success.

High School

HS-ETS1-2. Design a solution to a complex real-world problem by breaking it down into 

smaller, more manageable problems that can be solved through engineering.

HS-ETS1-3. Evaluate a solution to a complex real-world problem based on prioritized criteria 

and trade-offs that account for a range of constraints, including cost, safety, 

reliability, and aesthetics, as well as possible social, cultural, and environmental 

impacts.
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Common Core

Out of the box, the CREATOR Kit curriculum provides a broad range of activities to teach and 

exercise the skills set forth in the Common Core English Language Arts standards for Science & 

Technical Subjects.

Although they are not listed here, the curriculum also aligns with many grade-specific standards for 

English Language Arts & Literacy in History/Social Studies, Science & Technical Subjects. 

Common Core Grades 6-8

CCSS.ELA-LITERACY.

RST.6-8.3

Follow precisely a multistep procedure when carrying out experiments, 

taking measurements, or performing technical tasks.

CCSS.ELA-LITERACY.

RST.6-8.4

Determine the meaning of symbols, key terms, and other domain- 

specific words and phrases as they are used in a specific scientific or 

technical context relevant to grades 6-8 texts and topics.

CCSS.ELA-LITERACY.

RST.6-8.7

Integrate quantitative or technical information expressed in words in 

a text with a version of that information expressed visually (e.g., in a 

flowchart, diagram, model, graph, or table).

CCSS.ELA-LITERACY.

RST.6-8.9

Compare and contrast the information gained from experiments, 

simulations, video, or multimedia sources with that gained from reading a 

text on the same topic.

CCSS.ELA-LITERACY.

RST.6-8.10

By the end of grade 8, read and comprehend science/technical texts in 

the grades 6-8 text complexity band independently and proficiently.
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Common Core Grades 9-10

CCSS.ELA-LITERACY.

RST.9-10.3

Follow precisely a complex multistep procedure when carrying out 

experiments, taking measurements, or performing technical tasks, 

attending to special cases or exceptions defined in the text.

CCSS.ELA-LITERACY.

RST.9-10.4

Determine the meaning of symbols, key terms, and other domain-specific 

words and phrases as they are used in a specific scientific or technical 

context relevant to grades 9-10 texts and topics.

CCSS.ELA-LITERACY.

RST.9-10.5

Analyze the structure of the relationships among concepts in a text, 

including relationships among key terms (e.g., force, friction, reaction 

force, energy).

CCSS.ELA-LITERACY.

RST.9-10.7

Translate quantitative or technical information expressed in words in 

a text into visual form (e.g., a table or chart) and translate information 

expressed visually or mathematically (e.g., in an equation) into words.

CCSS.ELA-LITERACY.

RST.9-10.8

Assess the extent to which the reasoning and evidence in a text support 

the author’s claim or a recommendation for solving a scientific or 

technical problem.

CCSS.ELA-LITERACY.

RST.9-10.10

By the end of grade 10, read and comprehend science/technical texts in 

the grades 9-10 text complexity band independently and proficiently.

Common Core Grades 11-12

CCSS.ELA-LITERACY.

RST.11-12.3

Follow precisely a complex multistep procedure when carrying out 

experiments, taking measurements, or performing technical tasks; 

analyze the specific results based on explanations in the text.

CCSS.ELA-LITERACY.

RST.11-12.4

Determine the meaning of symbols, key terms, and other domain-

specific words and phrases as they are used in a specific scientific or 

technical context relevant to grades 11-12 texts and topics.

CCSS.ELA-LITERACY.

RST.11-12.7

Integrate and evaluate multiple sources of information presented in 

diverse formats and media (e.g., quantitative data, video, multimedia) in 

order to address a question or solve a problem.

CCSS.ELA-LITERACY.

RST.11-12.9

Synthesize information from a range of sources (e.g., texts, experiments, 

simulations) into a coherent understanding of a process, phenomenon, 

or concept, resolving conflicting information when possible.

CCSS.ELA-LITERACY.

RST.11-12.10

By the end of grade 12, read and comprehend science/technical texts in 

the grades 11-CCR text complexity band independently and proficiently.
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READING

CCSS.ELA-LITERACY.CCRA.R.4 

Interpret words and phrases as they are used 

in a text, including determining technical, 

connotative, and figurative meanings, and 

analyze how specific word choices shape 

meaning or tone.

CCSS.ELA-LITERACY.CCRA.R.10 

Read and comprehend complex literary 

and informational texts independently and 

proficiently.

WRITING

CCSS.ELA-LITERACY.CCRA.W.2 

Write informative/explanatory texts to examine 

and convey complex ideas and information 

clearly and accurately through the effective 

selection, organization, and analysis of content.

CCSS.ELA-LITERACY.CCRA.W.4 

Produce clear and coherent writing in which 

the development, organization, and style are 

appropriate to task, purpose, and audience.

CCSS.ELA-LITERACY.CCRA.W.5 

Develop and strengthen writing as needed by 

planning, revising, editing, rewriting, or trying a 

new approach.

CCSS.ELA-LITERACY.CCRA.W.6 

Use technology, including the Internet, to 

produce and publish writing and to interact 

and collaborate with others.

SPEAKING & LISTENING

CCSS.ELA-LITERACY.CCRA.SL.1 

Prepare for and participate effectively in a 

range of conversations and collaborations with 

diverse partners, building on others’ ideas and 

expressing their own clearly and persuasively.

CCSS.ELA-LITERACY.CCRA.SL.2 

Integrate and evaluate information presented in 

diverse media and formats, including visually, 

quantitatively, and orally.

CCSS.ELA-LITERACY.CCRA.SL.4 

Present information, findings, and supporting 

evidence such that listeners can follow 

the line of reasoning and the organization, 

development, and style are appropriate to task, 

purpose, and audience.

LANGUAGE

CCSS.ELA-LITERACY.CCRA.L.6 

Acquire and use accurately a range of general 

academic and domain-specific words and 

phrases sufficient for reading, writing, speaking, 

and listening at the college and career 

readiness level; demonstrate independence 

in gathering vocabulary knowledge when 

encountering an unknown term important to 

comprehension or expression.

Common Core Career and College Readiness

Although the CREATOR Kit has a distinct technical focus, the curriculum can easily be extended 

with in-class and take-home activities to meet even more Common Core Career and College 

Readiness anchor standards in Reading, Writing, Speaking and Listening, and Language.
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Additional Resources
Troubleshooting

Solutions to the most common problems can be found in the Troubleshooting section of the 

CREATOR Kit Projects Guide or on our support page at readysetstem.com/support.

Additional support for the Raspberry Pi can be found at http://raspberrypi.stackexchange.com/

If you can’t find a solution there, email us at support@readysetstem.com.

More Projects

The world is full of creative people who are making and inventing things every day. Some of 

those people have been kind enough to share their projects with written tutorials online. There 

are countless resources available, but these will get you started:

Raspberry Pi Foundation https://www.raspberrypi.org

Instructables http://www.instructables.com

Hackaday http://hackaday.com

More Hardware

Out of the box, your CREATOR Kit and Raspberry Pi computer are capable of doing a LOT of 

projects, but you can purchase additional components to expand the capabilities even more!

Ready Set STEM http://www.readysetstem.com

Adafruit Industries https://www.adafruit.com

SparkFun Electronics https://www.sparkfun.com

More Software

If you want to dig deeper into the coding side of things, these resources offer online courses in 

Python and other languages.

Codecademy https://www.codecademy.com

Pythonroom https://pythonroom.com

http://readysetstem.com/support
http://raspberrypi.stackexchange.com/
mailto:support@readysetstem.com
https://www.raspberrypi.org
http://www.instructables.com
http://hackaday.com/
http://www.readysetstem.com
https://www.adafruit.com
https://www.sparkfun.com
https://www.codecademy.com
https://pythonroom.com/
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Projects Guide Contents
The Projects Guide in the CREATOR Kit is broken up into 10 distinct sections, plus an Appendix. Each section contains a set of Concepts 

(specific topic explanations), plus a number of hands-on Projects to be completed using the kit. To assist in planning, we have included an 

overview of the sections, including the specific list of Concepts and Projects contained in each.

The full curriculum takes about 60 hours to complete, but we show abbreviated options for the course in the column on the right. If time is still 

limited, Concepts and Projects marked with an asterisk (*) can be skipped without students missing information they’ll need later in the course.

SECTION SUMMARY CONCEPTS PROJECTS
COURSE TIME 

(HOURS)

10 20 40 40

A
S

S
E

M
B

LY Assemble the CREATOR Kit by following the instructions in 

the Assembly Guide. Classrooms that are reusing kits that have 

already been assembled can skip this section.

Y
O

U
R

 F
IR

S
T

 C
IR

C
U

IT Learn the difference between software and hardware. Get hands-

on experience with both by writing a simple program (software) 

and building a basic circuit (hardware). Understand the principles 

of electricity and Ohm’s law.

Let’s Get Started
Intro to Electronics
Breadboards & Schematics
Making Electricity*
How Buttons Work
Circuit Theory*

Hello, World!
Your First Circuit
Using the Breadboard
Power Up
Adding a Button
Tweaking Your Circuit*

IN
P

U
T/

O
U

T
P

U
T

Make programming and electronics work together by using 

General Purpose Inputs & Outputs (GPIOs) to interact with 

code. Become familiar with some of the most important and 

fundamental concepts of programming that will be used 

throughout the course.

GPIO Outputs
GPIO Inputs
Variables
IF Statements
Functions & Modules
WHILE Loops
Lists
FOR Loops

Outputs (Lighting LEDs)
Using Inputs
Inputs (Reading Buttons)
Building a Flashlight
Flashing Flashlight
Reading Multiple Buttons
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SECTION SUMMARY CONCEPTS PROJECTS
COURSE TIME 

(HOURS)

10 20 40 40

S
P

E
A

K
E

R

Introduce the sound functions and use them to play notes 

through the speaker. Play a version of “Mary had a Little Lamb.” 

Integrate multiple buttons to build a simple piano and then 

improve it by monitoring the button press. Finally, create a text to 

speech (TTS) sound machine.

With a few common household materials (aluminum foil, 

cardboard, wire, and tape) you can create over-sized keys and 

expand the walkable piano into a fun group project.

How Speakers Work*
More Notes
Other Sounds
String Theory
Text to Speech (TTS)*

Playing Notes
Playing a Song
Build a Simple Piano
Build a Better Piano
Build a Walkable Piano*
TTS Sound Machine*

S
IM

O
N

 S
A

Y
S

Build and program a “Simon Says” pattern-matching memory 

game. Learn to write pseudo-code to outline complex programs. 

Assemble circuits with buttons and LEDs for the Simon Says 

game. Write code to make the game interactive.

Simon Says 0
Calculations
Random Functions
More Button Functions*

Simon Says 1
Simon Says 2
Simon Says 3
Simon Says 4*
Simon Says 5*
Simon Says 6*
Simon Says 7

L
E

D
 M

A
T

R
IX

Learn how to connect the LED Matrix and write code to light 

up individual LEDs on the matrix. Learn about Game Loops and 

create a very basic game for the LED Matrix display. Learn to 

modify the game loop to control how the LED Matrix lights up.

The LED Matrix
Game Loops
Framebuffer
Sprites*
Text*

Using the LED Matrix
Bouncing Ball 1
Bouncing Ball 2
Pulsating Rectangle*
Running Man*
Scrolling Text*
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SECTION SUMMARY CONCEPTS PROJECTS
COURSE TIME 

(HOURS)

10 20 40 40

A
C

C
E

L
E

R
O

M
E

T
E

R

Learn how an accelerometer measures forces on three axes. 

Write a program to read these measurements and control the 

LED matrix display. Build a Shake Me game (modeled after 

the game “Bop It”) where the player must accurately follow 

commands to tilt/shake the kit in a certain direction (measured 

by the accelerometer) to win. Write an accelerometer application 

to record each time the CREATOR Kit is tapped. Players must tap 

on the kit with a specific rhythm to correctly enter the “Secret 

Knock.”

The Accelerometer Using the Accelerometer
Balancing Dot 1
Balancing Dot 2
Shake Me 1*
Shake Me 2*
Shake Me 3*
Secret Knock 1*
Secret Knock 2*
Secret Knock 3*

A
L

IE
N

 IN
T

R
U

D
E

R
S

Build a game based on Space InvadersTM, the popular arcade 

game from the 1970s. The LED Matrix will be used to display the 

graphics, the accelerometer will be used to control the left and 

right movement of the ship and the button will be used to fire 

missiles at the invading aliens. After completing these projects, 

students should have the basic skills necessary to build more 

complex games.

Alien Intruders 0 Alien Intruders 1
Alien Intruders 2
Alien Intruders 3*
Alien Intruders 4*
Alien Intruders 5*
Alien Intruders 6*
Alien Intruders 7*
Alien Intruders 8*
Alien Intruders 9

M
IN

E
C

R
A

FT
 C

O
N

T
R

O
L

L
E

R Build a Minecraft controller and then write the code to give 

your controller whatever functionality you wish. Use the custom 

controller to interact with the Minecraft world.

Minecraft Programming
Minecraft Character Control
Dictionaries
Minecraft Blocks
Minecraft Vectors
Custom Functions

Starting Minecraft
Hello Minecraft
Minecraft Controller 1
Minecraft Controller 2*
Minecraft Controller 3*
Minecraft Shovel 1
Minecraft Shovel 2
Minecraft Shovel 3
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SECTION SUMMARY CONCEPTS PROJECTS
COURSE TIME 

(HOURS)

10 20 40 40

M
O

R
E

 M
IN

E
C

R
A

FT

Expand the functionality of the Minecraft controller by 

programming the LED matrix to display a map of the player’s 

location in the game world. We’ll also create a game that hides 

a block of gold in a random location around the Minecraft world 

and the player must find the gold to win the game.

Getting Direction Location 1
Location 2*
Metal Detector 1
Metal Detector 2*
Animation
Bomb 1
Bomb 2*
House 1
House 2*
House 3*

A
P

P
E

N
D

IX Additional resources for using the CREATOR Kit effectively. Congratulations!
Handling Errors
Troubleshooting

Feedback
We’re always trying to improve the CREATOR Kit. Educators like you who are using the kit in their classrooms are one of our best sources of 

feedback. If you have any questions or comments about the CREATOR Kit, Projects Guide curriculum or Teacher’s Guide, please let us know at 

info@readysetstem.com.

mailto:info@readysetstem.com

