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1. Getting Started 
This manual explains how to use Studuino and the following electronic parts with Tickle, a 
visual programming environment developed by Tickle Labs, Inc.: 
・LEDs 

・Buzzers 

・Push-buttons 

・Light Sensors 

・IR Photoreflectors 

・Touch Sensors 

・Sound Sensors 

 
Learn the basics of getting your Studuino working with Tickle by reading our Tickle for 
Studuino Instruction Manual. Follow the steps below to download it: 
 
1) Head to our Tickle for Studuino page at http://www.artec-kk.co.jp/studuino/ja/tickle.php. 
2) Go to the Instruction Manuals section and tap Tickle for Studuino. 
 
The information in this manual is subject to revision at any time. 
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2. Setup 

2.1. Connecting a Bluetooth Module 
In order to use your Studuino with Tickle, you’ll need to connect a Bluetooth Module 

(Product #151094: Bluetooth 4.0 Module for Robots). This module is sold 

separately. 

Your Bluetooth Module uses the following connectors: 

 

 

  
  

  

  

And when the Module is connected... 

Below are the locations and types of pins: 
1TX (Female) x 1 pin 
0RX (Female) x 1 pin 
ICSP (Male) x 6 pins 

Front 

Bluetooth 4.0 Module for Robots 

Back 
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2.2. Connecting Electronic Parts 
① Connecting Sensors, LEDs, and Buzzers 

The pictures below show how to plug sensor connecting cables into your sensors, 
Buzzers, and LEDs in order to connect them to your Studuino. 
★ Every sensor uses a three-wire cable except for the Accelerometer, which uses a 
four-wire cable. 

 
★ Sound Sensors, Light Sensors, and IR Photoreflectors connect to A0 through 

A7. 

★ Touch Sensors, LEDs, and Buzzers connect to A0 through A5. 

★ Accelerometers use both A4 and A5 at the same time. 

★ Push-button Switches A0-A3 can’t be used when a sensor is connected to 

A0-A3. 

  

 
Black 
Gray 
Black 

Sensor/LED/Buzzer connectors 

The gray wire of your sensor connecting cables 
should face towards the center of your board. 

A0 A1 A2 A3  

A4 A5 A6 A7 
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② Connecting a DC Motor  

You can connect up to two DC Motors to your Studuino using connectors M1 and 

M2. 

★ DC Motor cables can only fit into the connector one way. 

 
③ Connecting a Servomotor 

Up to eight Servomotors can be connected to the Servomotor connectors. 

 
 

★ DC Motor connector M1 can't be used at the same time as Servomotor 

connectors D2 and D4.  

★ DC Motor connector M2 can't be used at the same time as Servomotor 

connectors D7 and D8. 

 
 

M1 

M2 

Black 
Black 
G

ray 

The gray wire of your Servomotor 
cables should face towards the center 
of your board. 

 
D9 
D10 
D11 
D12 
D2 
D4 
D7 
D8 
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④ Connecting a Battery Box 
Plug your Battery Box into the POWER connector. 

You’ll need a Battery Box in order to power your Studuino when using it with 

Tickle. 

 

  

 
POWER  
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2.3. Starting a New Project 
① Tap the Tickle icon and you’ll see the My Projects screen. Now tap the + New 

Project button to the top right.  

★ All screenshots were taken on an iPad. 

 
 

② On the Choose a Template screen, tap Studuino. 

 
This will bring up your Project Screen. 
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2.4. Connecting to Your Studuino 
You’ll need to use the Project Screen to choose your Studuino and connect to its 
Bluetooth module. 
You can see the status of your Studuino’s connection by looking at the Studuino icon. 

 
Follow these steps to connect to your Studuino: 

① Turn your Studuino on. 

② Tap the Studuino icon on the Project Screen.

 

  

Disconnected Connected 

Tap 
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③ You’ll see this screen as Tickle searches for a Studuino. 

   
④ You’ll see an icon and name for any Studuino it finds. Tap the icon to select it. 

 
You’ll see several Studuino icons on this screen if you’re using multiple Studuino 

units in your classroom. 

Be sure to check that you’re connecting to the Studuino unit with the correct 

name. 

 

★ The default name for any unit is Studuino- followed by a string of seven digits. 

There are also differences between each Bluetooth module. A different Bluetooth 

module will be shown with a different name, even when used with the same 

Studuino unit. You can also choose to rename the module. 

 

 

Tap 

Name 
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⑤ You’ll need to format your Studuino using Initialization before you use it with 

Tickle. You’ll see the screen below when you connect an unformatted Studuino 

unit. You’ll need to press the Reset button on your Studuino to proceed.  

Connect a previously updated Studuino and you’ll go straight to step  ⑥.  

 
⑥ Start initializing and you'll see the progress bar below. 
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⑦ You’ll see the Studuino icon change its status to connected once you connect 

your Studuino or finish the initialization. 
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3. LEDs 

Follow the instructions below to create a program using an LED. 

3.1. Connecting an LED 
Connect an LED to Sensor/LED/Buzzer connector A4 on your Studuino. 

 
3.2. Port Settings 
We’ll start by setting the parts you’ve connected to your Studuino. Tap the gear icon to the 
bottom right of your Project Screen to open Port Settings. 

 
 

A4 LEDs 

 

Black 
Gray 
Black 

Keep an eye on your cables! The gray 
wire should be at the top. 

Tap 
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In the Port Settings screen, tap A4 under Sensor/LED/Buzzer to select it. Now choose LED. 
You’ll have to scroll down a bit to get to the Sensor/LED/Buzzer section. 

 
And now you’ve set the electronic parts connected to your Studuino. 

① Tap 

③ Tap 

② Choose LED 
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3.3. Programming an LED to Light Up 
It’s time to learn how to program with blocks by using the                     block. 
 
① Tap the Motion button in the Command Palette. Now drag                      to 

the Script Field and connect it to the  block. 

 

 
★ Move blocks anywhere in the Script Field by dragging and dropping them. Dragging and 

 

Block Palette 

Script Field 

  

Command Palette 

 

① Tap 

drop ② Drag and drop  

  

Drop the block once you 

see the white line! 

  

  

Make sure the blocks are connected! 
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dropping a block will also move any blocks connected to it. 
 
Every block can be deleted by dragging them back to the Block Palette. 

 
 
You can restore any blocks you’ve accidentally deleted by tapping the Undo button. 

 

  

Undo 
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② Tap the  button at the top of your Project Screen to run your program. The LED will 
light up.  

The  button will change to  while the program is running. Tap the  button 
to stop your program. 

 

  

① Tap 
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3.4. Making an LED Blink 
Now we’re going to program your LED to blink based on the program from  3.3. 
Programming an LED to Light Up. Let’s try putting a repeat in your program by using the  
       block to make an infinite loop. 
 
① Tap the Control button in the Command Palette and drag            from the Control 

Palette to the Script Field. Now connect it to your previous LED program. 

 

  

 

 

 ① Tap 

② Drag and drop  
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② Tap and hold any                     block to bring up the Menu.  

 

 
 

Keep your finger pressed to the screen and drag it to the  icon. You’ll see a green line 
appear as shown below. Keep your finger there until the line becomes a complete circle. 

 
 
The blocks will be duplicated once the circle is complete. 

 
 
③ Now connect                     to the bottom of             . 

 

Tap and hold 

Drag 

This will 
duplicate the 

blocks! 

Connect it to the 
end of your 

program! 
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④ Drag        from the Control Palette and drop it in the Script Field. Now insert it into 

your LED program. 

 

  

 

Drag and drop      .  Now connect it to             . 

  

① Drag and drop  

② Drag and drop  

  

③ Drag and drop  
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⑤ Set the bottom                     to off. 
 

 
Now you’ve programmed your LED to blink every second indefinitely. 

 
 

Tap the  button at the top of your Project Screen to run your program. Your LED will 
automatically turn on for one second.  

The  button will change to  while the program is running. Tap the  button to 
stop your program.  

① Tap 

② Choose off 

① Turn on LED 

② Wait one second 

③ Turn off LED 

② Wait one second 

Repeat forever 
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3.5. Setting a Specific Number of Blinks 
Now we’re going to control the number of times your LED blinks based on the program 
from  3.4. Making an LED Blink. Let’s try putting a repeat in your program by using the   
               block to make a set number of loops. 
 
 
① Drag               from the Control Palette to the Script Field. 

 

 

  

Drag and drop  
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② Move the blocks in         into the opening of               . 
 
 

 

  

Drag and drop  

Drop them 
inside the block 
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③ Drag the         block back to the Block Palette to delete it. 

 

 
 

  

Drag and drop  
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④ Connect the group of blocks you made in  ② to the  block. 

 
Now you’ve programmed your LED to blink ten times in a row for one second at a time. 

 
 

Tap the  button at the top of your Project Screen to run your program.  Your LED will 
blink ten times for one second at a time.  

The  button will change to  while the program is running. Tap the  button to 
stop your program. 

  

① Turn on LED 

② Wait one second 

③ Turn off LED 

② Wait one second 

Repeat ten times 
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Next, we’ll change the number of blinks by changing the number of repeats. 

   
⑤ Tap the 10 in the                and type the number of LED blinks you want. 

 

 
Tap the  button at the top of your Project Screen to run your program. Your LED will blink 
the number of times that you set for one second at a time.  

The  button will change to  while the program is running. Tap the  button to 
stop your program. 
 
  

① Tap 

② Type a number 
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3.6. Changing the Speed of a Blink 
Now we’re going to change the speed of your LED blinks based on the program from  3.5. 
Setting a Specific Number of Blinks. While you can do this by changing the numbers in your  
             blocks, you can also create a variable to change multiple numbers at the 
same time! 

 
① You can create a new variable or list by tapping + Add Variable button at the bottom of 

the Block Palette. Now tap [x] Variable. You’ll be asked for a variable name. Name your 
variable Time and tap OK.

 

  

 ① Tap 

 ③ Name it "Time" 

 

This dialog box lets 
you name the variable 

 ② Tap 

⑤ Tap 

 ④ Choose “For all objects” 
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② You’ll now see blocks that let you control the Time variable. 

 

  

  

These blocks 
will 

show up! 
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③ Connect  to . Now set the value in 

 to 0.5. 

 

  

① Drag and drop  
② Tap here and type 
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④ Insert  into . 

 
Now you’ve programmed your LED to blink ten times in 0.5-second intervals. 

 
 

Tap the  button at the top of your Project Screen to run your program. The LED will blink 
10 times in 0.5-second intervals.  

The  button will change to  while the program is running. Tap the  button to 
stop your program. 
If you want to change the length of your LED’s blinks, simply change the number in  
                to control how long your LEDs stay on and off. 
 

Drag and drop  

② Turn on LED 

③ Wait for Time (0.5 seconds) 
④ Turn off LED 

⑤ Wait for Time (0.5 seconds) 

Repeat 10 times 

① Set the time to 0.5 
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4. Buzzers 

Follow the instructions below to create a program using a Buzzer. 

4.1. Connecting a Buzzer 
Connect your Buzzer to Sensor/LED/Buzzer connector A5 on your Studuino. 

 
4.2. Port Settings 
Open Port Settings and tap A5 under Sensor/Buzzer/LED to select it. Now choose Buzzer. 
★ See  3.2. Port Settings for a more detailed explanation. 

 
 
 

 

Black Gray 
Black 

Keep an eye on your cables! The gray 
wire should be at the top. 

 

A5 Buzzer 

① Tap to select 

② Tap 
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4.3. Playing a Buzzer 
Now we're going to make a program that makes the Buzzer play for one second. Let’s try 
controlling a Buzzer by using                                to control what sound it 
plays. 
 
★ To make a new program, go to the My Projects screen and tap + New Project. 
 

① Take a                                block from the Sound Palette and  

connect it to . 

 

  

Drag and drop  
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② Tap the first  in the                                block to bring up the keyboard. 
Tap any note on the keyboard to select it. You can also choose between seven octaves 
by scrolling side to side on the keyboard. Scroll to the left and tap E3 to select it. 

 
Now you’ve programmed your Buzzer to play the note E for one second. 
 

Tap the  button at the top of your Project Screen to run your program. 
Your Buzzer will play Mi for one second. 

The  button will change to  while the program is running. Tap the  button to 
stop your program.  

 

① Tap 

③ Tap  

② Scroll 
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4.4. Playing a Melody 
Now it’s time to program your Buzzer to play the notes C, C, G, G, A, A, and G, the melody 
for Twinkle, Twinkle, Little Star. The Buzzer can do this by playing several notes in a row. 
 

① You’ll need to add a  block to the program you created in  4.3. Playing a 
Buzzer.

 
 

② Change the time to 0.3 seconds in the                                 block and 

0.1 seconds in the  block. 

 

  

Drag and drop  
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③ Tap and hold                            to bring up the Menu. 

 
Keep your finger pressed to the screen and drag it to the  icon. You’ll see a green line 
appear as shown below. Keep your finger there and the blocks will be duplicated once the 
circle is complete. 

 
 
Connect the duplicated blocks to the originals. 

 

  

Hold 

Drag 

Connect the duplicated 

blocks to the originals 
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④ Follow step  ③ again to make a group of seven            blocks and drag any extra 
blocks back to the Command Palette to delete them. 

 
Remember, you can bring your index finger and thumb together to zoom out and make your 
program smaller when it becomes too big to fit on the screen. 
You can also do the opposite by moving your fingers apart to zoom in and make your 
program bigger. 
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⑤ Set the                                blocks in order to C3, C3, G3, G3, A3, A3, 
and G3. 

 
Now you’ve programmed your Buzzer to play beginning of Twinkle, Twinkle, Little Star. 

Tap the  button at the top of your Project Screen to run your program. 
Your Buzzer will play one measure Twinkle, Twinkle, Little Star once the program transfers.  

The  button will change to  while the program is running. Tap the  button to 
stop your program. 
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5. Buttons and Sensors 

Follow the instructions below to create a program using an LED, buttons, and a sensor. 

5.1. Connecting an LED 
Connect an LED to Sensor/LED/Buzzer connector A4 on your Studuino. 

 
5.2. Buttons 
You can find buttons right on your Studuino. They’re assigned to connectors A0-A3. 

 

  

Black 
Gray 
Black 

Keep an eye on your cables! The gray 
wire should be at the top. 

A4 LED 

 

 A0 

A1 

A2 

A3 



37 
 

5.2.1. Port Settings 
Open Port Settings. Now tap A0-A3 under Button and A4 under Sensor/Buzzer/LED. Select 
LED for A4.  
★ See  3.2. Port Settings for a more detailed explanation. 

 
 

5.2.2. Button Values 
Buttons send a value of 1 when released and a value of 0 when you press them. 
See  6. Checking Your Buttons and Sensors to learn how to check the values of your 
buttons. 
 

  

① Tap to select 

② Tap A0-A3 

 

③ Tap 
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5.2.3. Programming 
Now we’re going to program your LED to light up when you press a button. We’ll have to 

make a condition for this using the  block. 
 

① Drag  from the Motion Palette to the Script Field 

 

  

Drag and drop  
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② Drag  from the Control Palette and connect it to . 

 
 

③ Tap and hold  to bring up the Menu. 

 
Keep your finger pressed to the screen and drag it to the  icon. You’ll see a green 
line appear as shown below. Keep your finger there and the blocks will be duplicated 
once the circle is complete. 

 

  

Drag and drop  

  
Tap and hold 

Drag 
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Change the duplicated  from on to off and connect it to the 

original . 

 
 

④ Drag  from the Control Palette and insert it into the block set you 
made in  ③. 
 

 

  

② Drag and drop  

① Drag and drop  
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⑤ Set  to 2. 
 

 
 

⑥ Drag  from the Control Palette to the Script Field. 
 

 

  

  

Drag and drop  
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⑦ Drag  from the Operators Palette and insert it into . 
 

 

  

Drag and drop  
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⑧ Drag  from the Devices Palette into the left 

side of  . Now set the right side to 0. 

 

  

Drag and drop  
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⑨ Move the blocks from  ⑤ into the opening of the  
block. 

 
The block you just made will make your LED blink twice when you press button A0. 

 

  

Drag and drop  
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⑩ Drag  from the Control Palette and drop it below . Now drag the 

blocks you made in  ⑨ into the opening of the  block. 

 
Now you’ve programmed your LED to blink two times when you press button A0. 

 
Tap the  button at the top of your Project Screen to run your program. Your LED will blink 

two times when you press A0. The  button will change to  while the program is 

running. Tap the  button to stop your program. 

Drag and drop  

Drag and drop  

Press it... 
Blink LED two times 

Repeat forever 
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5.3. Light Sensors 
You can use a Light Sensor to measure the amount of light in the area. 

5.3.1. Connecting a Light Sensor 
Connect your Light Sensor to Sensor/LED/Buzzer connector A6 on your Studuino. 

 
5.3.2. Port Settings 
Open Port Settings and tap A6 under Sensor/LED/Buzzer. Now choose Light Sensor. You’ll 
also need to tap A4 and choose LED.  
★ See  3.2. Port Settings for a more detailed explanation. 

  

 

Black Gray 
Black 

Keep an eye on your cables! The gray 
wire should be at the top. Light Sensor A6 

A4 LED 

  

① Tap to select 

② Tap to select 

③ Tap 
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5.3.3. Light Sensor Values 
A Light Sensor shows brightness in values from 0-100. A value of 0 shows complete 
darkness while 100 shows bright light. 
See  6. Checking Your Buttons and Sensors to learn how to check the values of your sensor. 
 

5.3.4. Programming 
Now we’re going to program your LED to turn on as the Light Sensor detects darkness. 
 
We’ll also be learning how to use the     block 
 
① Drag     from the Control Palette to the Script Field. 

 

 

  

Drag and drop  
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② Drag from the       Operators Palette and insert it into     .  

 

 

  

Drag and drop  
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③ Drag  from the Devices Palette into the left 

side of  . Now set the right side to 50. 

 

  

Drag and drop  
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④ Drag two  from the Motion Palette into the two openings of the  
                           block.  
 

Set the bottom  block to off. 

 
 
The block you just made will light up the LED when then room is dark (Light Sensor value is 
less than 50) and turn it off when the room is bright (Light Sensor value is greater than 50). 

 

  

  

Drag and 
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⑤ Drag      from the Control Palette and connect it to               . Now drag the 
blocks you made in  ④ into the opening. 
 

 
Now you’ve programmed your LED to light up in darkness and turn off in light. 
 

 
 

Tap the  button at the top of your Project Screen to run your program. Your LED should 

light up when you cover the Light Sensor with your hand. The  button will change to  

while the program is running. Tap the  button to stop your program. 
 

① Drag and drop  

② Drag and drop  

Nighttime 

Turn on LED 

Daytime 

Turn off LED 

Repeat forever 
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5.4. IR Photoreflectors 
The IR Photoreflector uses reflected infrared light to measure its distance from an object. 

5.4.1. Connecting an IR Photoreflector 
Connect an LED to Sensor/LED/Buzzer connector A4 on your Studuino and your IR 
Photoreflector to A7. 

 

  

Black Gray 
Black 

Keep an eye on your cables! The gray 
wire should be at the top. 

 

A4 LED 

  

A7 
IR Photoreflector 
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5.4.2. Port Settings 
Open Port Settings and tap A7 under Sensor/Buzzer/LED to select it. Now choose IR 
Photoreflector. You’ll also need to tap A4 and choose LED.  
★ See  3.2. Port Settings for a more detailed explanation. 

 
 

5.4.3. IR Photoreflector Values 
Your IR Photoreflector measures 100 degrees of reflected infrared light. The values 
increase towards 100 as an object becomes closer. Values are at their maximum when 6-10 
mm away from an object and will decrease as you move it closer to the object. The color and 
texture of an object will also have an effect on the sensor’s values, meaning that a white 
object will give you higher values than a black one when placed close to the sensor. 
The infrared light in natural and artificial light can also affect your sensor. 
See  6. Checking Your Buttons and Sensors to learn how to check the values of your sensor. 

  

① Tap to select 

② Tap to select 

③ Tap 
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5.4.4. Programming 
In this section we’ll be programming your LED to blink when an object is close to the IR 
Photoreflector. 
① Drag                     from the Motion Palette to the Script Field. 

 

 

  

Drag and drop  
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② Drag            from the Control Palette and connect it to                    . 

 

 

  

Drag and drop  



56 
 

③ Tap and hold                     to bring up the Menu. 

 
Keep your finger pressed to the screen and drag it to the  icon. You’ll see a green line 

appear as shown below. Keep your finger there until the line becomes a complete circle. 

 
 
④ The blocks will be duplicated once the circle is complete.  

Change the duplicated                    from on to off and connect it to the 
original                    . 
 

 

  

Tap and hold 

Drag 
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⑤ Drag            from the Control Palette to the Script Field. 
 

 
 
 

  

Drag and drop  
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⑥ Drag             from the Operators Palette and insert it into            . 
 

 

  

Drag and drop  
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⑦ Drag                                          from the Devices Palette into 

the left side of            . Now set the right side to 15. Move the blocks from  ④ into the 

opening of the                                           block. 

 
 

 

  

① Drag and drop  

  

② Drag and drop  
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⑧ Drag  from the Control Palette and drop it below . Now drag the 
blocks you made in  ⑦ into the opening of the 

 block. 
 

 

  

① Drag and drop  

② Drag and drop  
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⑨ To make your program start with your LED off, drag  from the 

Motion Palette and connect it to . Now set it to off. 
 

 
Now you’ve programmed your LED to blink when an object is close. 

 
Tap the  button at the top of your Project Screen to run your program. Your LED should 
turn on and off as you bring an object closer to and farther away from your IR Photoreflector.  

The  button will change to  while the program is running. Tap the  button to 
stop your program. 

  

Drag and drop  

Turn off LED 

If an object is close 
Blink LED one time 

Repeat forever 
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5.5. Touch Sensors 
A Touch Sensor is a kind of button switch that detects whether or not you press it. You can 
use one to detect things like collision with objects. 

5.5.1. Connecting a Touch Sensor 
Connect an LED to Sensor/LED/Buzzer connector A4 on your Studuino and your Touch 
Sensor to A2. 

 

  

 
 

A4 LED 

Touch Sensor A2 

Black 
Gray 

Black 

Keep an eye on your cables! The gray 
wire should be at the top. 
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5.5.2. Port Settings 
Open Port Settings. Now tap A2 and A4 under Sensor/Buzzer/LED. Select Touch Sensor for 
A2 and LED for A4.  
★ See  3.2. Port Settings for a more detailed explanation. 

 
 

5.5.3. Touch Sensor Values 
Touch Sensors send a value of 1 when released and a value of 0 when you press them. 
See  6. Checking Your Buttons and Sensors to learn how to check the values of your sensor. 

  

① Tap to select 

② Tap to select 

③ Tap 
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5.5.4. Programming 
Now we’re going to program your LED to turn on when you press the Touch Sensor. 

Let’s see if we can use the  block to do this. 

① Drag  from the Motion Palette and connect it to the 

 block. Set it to off. 

   
② Drag  from the Control Palette and connect it to . 

 
 

  

Drag and drop  

Drag and drop  
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③ Drag  from the Operators Palette and insert it into . 

 
 

④ Drag  from the Devices Palette into the left 

side of  . Now set the right side to 0. 

 

Drag and drop  

Drag and drop  

  



66 
 

⑤ Drag  from the Motion Palette and connect it to your blocks 
from  ④. 

 
 
Now you’ve programmed your LED to light up when you press the Touch Sensor. 

 
 

Tap the  button at the top of your Project Screen to run your program. Your LED should 
light up when you press the Touch Sensor. 

The  button will change to  while the program is running. Tap the  button to 
stop your program. 
 
 

  

Drag and drop  

Turn off LED 

Wait until button is pressed 

Turn on LED 
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5.6. Sound Sensors 
Sound Sensors are used to measure the volume of a sound. 

5.6.1. Connecting a Sound Sensor 
Connect an LED to Sensor/LED/Buzzer connector A4 on your Studuino and your Sound 
Sensor to A3. 

 
5.6.2. Port Settings 
Open Port Settings. Now tap A3 and A4 under Sensor/Buzzer/LED. Select Sound Sensor 
for A3 and LED for A4.  
★ See  3.2. Port Settings for a more detailed explanation. 

 

 

 
 

A4 LED Black 
Gray 

Black 

Keep an eye on your cables! The gray 
wire should be at the top. 

A3 
Sound Sensor 

① Tap to select 

② Tap to select 

③ Tap 
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5.6.3. Sound Sensor Values 
Your Sound Sensor has a range of 0-100, starting at 0 for silence and increasing towards 
100 as sounds become louder. 
See  6. Checking Your Buttons and Sensors to learn how to check the values of your sensor. 
 

5.6.4. Programming 
Now let’s program a blinking LED to turn off when you blow on the Sound Sensor.      

Let’s see if we can use the  block to do this. 
 

① Drag  from the Motion Palette to the Script Field. 

 

  

Drag and drop  
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② Drag  from the Control Palette and connect it to . 

 
 

③ Tap and hold  to bring up the Menu. 

 

  

Drag and drop  

Tap and hold 
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④ Keep your finger pressed to the screen and drag it to the  icon. You’ll see a green 
line appear as shown below. Keep your finger there until the line becomes a complete 
circle.  
This will duplicate the blocks. 

 

 

⑤ Change the duplicated  from on to off and connect it to the 

original . 

 
 
 

  

Drag 
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⑥ Drag  from the Control Palette and connect it to . 

 

  

Drag and drop  
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⑦ Drag  from the Operators Palette and insert it into . 

 

  

Drag and drop  
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⑧ Drag  from the Devices Palette into the left side of 

. Now set the right side to 30. Move the blocks from  ③ into the opening of 

the  block. 
 

 

  

① Drag and drop  

  

② Type “30” 

③ Drag and drop  
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① Drag  from the Motion Palette and connect it to your blocks 
from  ⑥. Set it to off. 

 
Now you’ve just programmed a blinking LED to turn off when you blow on the Sound 
Sensor. 

 
Tap the  button at the top of your Project Screen to run your program. Your LED should 

light up when you blow on the Sound Sensor. The  button will change to  while the 

program is running. Tap the  button to stop your program. 
  

  

Drag and drop  

Repeat until you blow on the Sound Sensor 

Blink LED 

Turn off LED 
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6. Checking Your Buttons and Sensors 

If you want to check your button or sensor values as you program in Tickle, you’ll need to 
create a separate program that uses a Tickle character. 
This section will teach you how to check these values in real time by using a program that 
checks the state of button A0. 
 

6.1.1. Port Settings 
Open Port Settings and tap A0 under Button.  
★ See  3.2. Port Settings for a more detailed explanation. 

 

  

① Tap to select 

② Tap 
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6.1.2. Programming with Characters 
You’ll need to add a character in order to see your sensor values. 
Tap the Add button to the top right of the Project Screen to open the Devices & Characters 
Screen. 
 

 
You’ll need to pick one of the Tickle-Family characters to add to your program. We’re going 
to use the Orca here. 

 
 
Picking a character will take you to the Program Screen for that character. You can’t do the 
following while a character is selected: 
1) Create or edit a program for your Studuino. 
2) Open the Port Settings screen. 
You’ll need to tap the Studuino icon to take you back to the Project Screen in order to do this. 
You can tell which screen you’re currently on by checking for a green bar under each icon. 

 
 

Tap 

Tap 

Scroll 

Character Studuino 
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① Drag  from the Control Palette to the Script Field.

 

  

Drag and drop  
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② Drag  from the Looks Palette into the opening of the  block. 

 

 

③ Drag  from the Devices Palette and insert it into the 

 block. 

   
And now you’ve finished programming your character. 

Drag and drop  

Drag and drop  
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6.1.3. Checking Values 

Tap the  button to open the Character Screen. 

 
 

Tap the  button on the right and you’ll see the value of your Studuino’s button in a 
speech bubble. 

 

Tap 

This is your 

button’s value! 

If Studuino button A0 is 
not pressed (1) 

If Studuino button A0 is 
pressed (0) 
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You can check your values more easily by tapping the  to the right of the Stage to 
make it fullscreen. 

You can exit fullscreen at any time by tapping the  on the right of the screen. 

 

Tap the  button to stop your program.  

Tap 
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6.1.4. Checking Different Sensors 

If you want to check the value of a sensor, you’ll need to combine a  block with 
a value block of the sensor you wish to use. 
 

 

  

2) IR Photoreflector 

1) Light Sensor 

3） Touch Sensor 

4） Sound Sensor 
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7. Programming Multiple Processes 

You can use Tickle to run several different processes at the same time. This is called 

parallel processing, and you can use it to make your programs that much simpler. 

 

7.1. Different Parts at the Same Time 
Here’s an example of how to use multiple parts at the same time. 

Let’s say you wanted to make your LED blink 10 times in 0.5 second intervals, but 

three seconds into the program you want to play for Buzzer for four seconds. Make 

this program without parallel processing and it would look like this: 

 

  

Blink the LED three times In the three 

seconds it takes for the Buzzer to play. 

Since it’s been three seconds, play the Buzzer 
for four seconds and blink the LED four 
times. 

Since it’s been four seconds, stop the Buzzer 
and blink the LED three more times. 
And now your LED’s blinked 10 times! 
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But you can also try using two         blocks to make separate programs for your  
Buzzer and LED and run them at the same time! 
 

 
 

Separating your program into two different parts like this means you don’t have to 

calculate all those different times. Plus it’s easier to understand! 

Another plus to parallel processing is that, if you want to change the amount of time 

for your LEDs or your Buzzer, you only need to change that specific part of the 

program! 

 

  

Start the program by repeating 
a single LED blink 10 times. 

Wait three seconds after starting the program 
before playing your Buzzer for four seconds. 
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7.2. Detecting Multiple Buttons 
The table below shows a program that will light up different LEDs depending on the 

button you press. 

If you press A0 Light LED A4 for 1 second 

If you press A1 Light LED A5 for 1 second 

 

Here’s what it would look like without parallel processing: 

 
The program has to perform these checks in order. If one LED is lit and the wait 1 

second block is running, the other LED won’t light up even if you press the button! 

This means that only one LED can light up at a time. 
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But you can use a                                block to split the parts that 
detect  
your button presses and run them at the same time. 

 
You’ll now be able to press A0 to light LED A4 and press A1 to light LED A5, allowing 

you to use the buttons to light up your LEDs independently of one another! 

 

7.3. Parallel Processing Blocks 
This is how you can use Tickle’s parallel processing capabilities to run different parts 

of your program separately. 

Check below to see which blocks you can use to do this: 
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