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LESSON

3
TURN THAT FROWN UPSIDE DOWN

Hello, it’s Codey, back for 
more coding fun! Before you 
begin, make sure your Code 
Cube is connected to and 

paired with your computer. 

In this lesson, we will make your Code Cube display different images based on the position it’s 
facing. Gather the materials listed, and we will get started.

When you write code, there are usually different ways to get the same result. This lesson will 
give you two ways to write a program that makes the Code Cube do the same thing. Usually, 
you want to write a code with the least number of blocks since it will use the least amount of 

memory. 

Add the following code blocks into the programming area of your application and  
arrange them as shown. 

MATERIALS NEEDED

Code Cube Micro USB cable

CODING TIME

Computer with Code 
Cube application open

On program start tells the Code Cube to run the 
program when uploaded (Send Code). It automatically 

runs when tethered or, when it is not tethered, when 
the start button is pressed.

The if – then block tells the Code Cube what to do 
when certain conditions are met. This example tells it 
to display a frowny face when the display is facing up. 
What do you think it will do in the second cube facing 

block?

Cube facing (up) tells the Code Cube what to do when 
the program is running and the display is facing up. 

The up can be changed to down (see the second cube 
facing block).

The matrix image (frowny face) block tells the Code 
Cube to display a preprogrammed image. In this 

example, it tells it to display the frowny face image. The 
second matrix image block tells it to show the smiley 

face image.

Hint:Hint: 
After you create the frowny 

face, you can right-click 
the image block and select 
DuplicateDuplicate to make a copy of 

the frowny face. Then, adjust 
the colors of the pixels to 
make the smiley face. You 

can duplicate any blocks by 
right-clicking them!

STUDENT SECTION
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To run this program with your Code Cube, click Send Code in the upper left of your application. 
When you turn your display from face up to down, the image should change. It might be easier to 

see if you disconnect the Code Cube from the computer and hold it above you.

Note: If you want to use this program again, click Save Blocks to save this as Lesson 3.

TURN THAT FROWN UPSIDE DOWN

When you do your activities, 
use create image create image blocks. The 
program would look like the 

second example if you had 
created your own images. 

Preprogrammed images 
use a lot less memory than 
created images, so you can 
use more of them in long 

programs.

Congratulations! You have 
just finished your first 

program that detects the 
Code Cube’s position. Use 

either code to complete any 
of the following activities. 
Don’t forget that you can 

duplicate blocks if you want 
to change only a small part 

of an image! We will keep 
moving in Lesson 4.

STUDENT SECTION
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ACTIVITIES

ELA – Antonym Action

Stop and go. Good and bad. These words mean the opposite of each other, 
and we use them almost every day. Create two images that represent a 
pair of antonyms. Use a program like the one in Lesson 3 to display them 
on your Code Cube when it is in opposite positions (faceup and facedown). 
Explain what each image represents. Then, give an example of how they 
could be used while you wear your Code Cube.

Use a worksheet to sketch your ideas and write your responses.  

SEL – Red Light, Green Light

In the game of Red Light, Green Light, someone calls out “green light” 
when players are allowed to move and “red light” when they must 
stop. Sometimes, we need to tell or signal others to start or stop doing 
something. Think of a time when it would be useful for you to be able 
to tell someone to start or stop doing something without talking. Create 
two images that would be useful in that situation. Use a program like the 
one in Lesson 3 to display them on your Code Cube when it is in opposite 
positions (faceup and facedown). Write down what each image represents 
and explain how each would be useful.

Use a worksheet to sketch your ideas and write your responses

Math – True North

If we wanted to point someone in one direction using a Code Cube (such 
as north, straight ahead, right, and so on), we would need the image to 
always point in the same direction whether it is facing up or down. Create 
two images that would point someone in the same direction when the 
display is facing up or down. Use a program like the one in Lesson 3 to 
create the images and display them on your Code Cube. Write down what 
you had to do to make the images look the same regardless of which way 
the Code Cube was facing.

Use a worksheet to sketch your ideas and write your responses.

Science – Weathered

Think about two weather conditions that you would consider opposite 
of each other. Create one image or icon that represents each condition 
(two total images). Use a program like the one in Lesson 3 to create the 
images and display them on your Code Cube. Write down the conditions 
represented by your images and explain why you consider them to be 
opposites.

Use a worksheet to sketch your ideas and write your responses.

TURN THAT FROWN UPSIDE DOWNSTUDENT SECTION
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