Spencer coding - first
steps

levads

Uzstadisana

Paldies ka atbalsti CircuitMess un esi sveicinats Spencer programmeésanas
apmacibad.

Més izmantosim CircuitBlocks lai programmeétu tikko salikto balss asistentu.
CircuitBlocks ir musu radita programmeésanas aplikacija ko esam izstraddjusi.
Spencer bus japrogrammeé grafiskaja blokshému programmésanas vidg, kas
jums palidzés iemdcities pirmos datorprogrammeésanas solus.

Uzstadisana

CircuitBlocks paslaik darbojas un tadam platformam ka- Windows, Linux un Mac
Os.

Ja jums ir Windows dators

1. Dodies uz https://circuitmess.com/circuitblocks/download/

2. Lejupieladé jaunako versiju prieks Windows
3. Nospied uz faila “CircuitBlocks”]

4. CircuitBlocks automatiski tiks ieinstaléts

| \ﬂ v Manage

- Home Share View App Tools (]
2 / 2 = = T : S
e \J o Cut 4 B x -I| T New item ﬂ [ open ~ [ selectall
i &8 W Copy path £ Easy access ~ L Edit Select none
Pinto Quick Copy Paste Move Copy Delete Rename New Properties " o i
aCcess [7] Paste shortcut ~ tov  tov ~ folder - & History - Invert selection

Clipboard Organise New Open Select
L v 4 > ThisPC > Data(D:) > Downloads > CircuitBlocks v & | Search CircuitBlocks 0
~

@ OneDrive a Name Date modified Type Size

o This e CircuitBlocks Setup 1.0.0 22.10.2019.10:22 Application 89.635 KB

_J 3D Objects
[ Desktop

[£ Documents
& Downloads

D Music Installing, please wait...
=D

&= Pictures

m Videos
i Acer (C:) -

- Data (D:)
¢-) CD Drive (E)

wa Google Drive File
¥ Network

v

Titem  1item selected 87,5 MB =

Ja jums ir Mac dators

1. Dodies uz https://www.circuitmess.com/circuitblocks/download

2. Lejupieladé jaunako CircuitBlocks prieks Mac OS
3. Parvieto failu uz “Applications” mapi

4. CircuitBlocks tiks instaléts automatiski.
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Ja jums ir Linux dators

Ir 2 veidi ka instalét CircuitBlocks uz Linux
“Vienkarsa” instalacija:

1. Dodies uz https://www.circuitmess.com/circuitblocks/download

2. Nospied “Linux 64-bit” lejupielades pogu
3. Dubultklikskis uz faila lai saktu instalaciju (Ubuntu)
Vai
Atver termindli un ieraksti -i <path to the downloaded file .deb> (citam linux
versijam)
Appimage instaldcija:

1. Dodies uz https://www.circuitmess.com/circuitblocks/download

2. Nospied “Linux Applmage” lejupielddes pogu
3. Nospied uz faila labo taustinu un izvélies “Properties”
4. Dodies uz “Permissions” un atzimé “Allow executing file as program”

5. Dubultkliks$is uz instalacijas un ta saksies automatiski
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CircuitBlocks-1.0.0.AppImage Properties

Basic Emblems Permissions Open With
Owner: robbie - Robert

Access: Read and write

Group: robbie

Access: Read and write

Others

Access: Read-only

Execute: £ Allow executing file as program

SELinux context: unknown

Last changed: Tue 22 Oct 2019 11:53:50 AM CEST

Help

Ja saskaraties ar kadu problému kas saistita ar instaldciju, IGdzu sazinaties ar
mums contact@circuitmess.com un atsdtiet ekransavinu un informaciju par
savu problemu.
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Kad atvériesiet CircuitBlocks, redzésiet logu kas izskatas sadi.

Tas ir pavisam vienkarss — Lai saktu jaunu projektu nospiediet “New project”
pogu.
Saglabatie projekti tiks glabati tur pat blakus ‘New project” pogai.

Ja jUs saskaraties ar kadu problému lietojot CircuitBlocks, nospiediet “Send error
report” loga apaksa. Jums tiks paradits klGdas numurs. Ladzu sazinaties ar
mums un noradiet klddas numuru.

Jauna projekta izveide (sketch)



Nospied pogu “New project”
Jums jdizvélas ierice un programmeésanas veids.
Pie Device nospiediet Spencer.

Pie Sketch nospiediet Block.

Talak nospied Create pogu.

New sketch

Device:
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Sketch type:

Tad atvérsies attéla redzamais logs
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Loga augséja dald atradisiet rikjoslu ar dazadddm pogdm.

Bloku izvélnes riks atrodas pasa kreisaja pusé- jus varat izvéléties blokus un
pavilkt tos programmas izveides loga.

Saja loga jus veidosiet programmu no krdasainajiem blokiem.

Labaja ekrana dala jas redzésiet kodu kas rakstits C++ tiklidz veidosiet kodu ar
blokiem.

C++ ir viena no populdarakajdm programmeésanas valoddm, bet td nav vienkadrsa
ja ieprieks neesi saskaries ar to.

Tapec més esam radijusi CircuitBlocks — tu vari veidot kodu no krasainajiem
blokiem un paraléli redzet kodu C++. Ka pietiekami daudz zinGSanas, tad varési

kodu veidot uzreiz C++ vide.

Rikjosla
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STirisa pamaciba par to ko nozZimé pogas rikjosla.

1. Atpakal uz galveno izvélni — atgriezies uz sdkuma logu bez projekta

saglabasanas.

. Saglabdt/saglabdt ké — Saglabad jasu projektu. Parliecinies ka ik pa laikam

saglaba savu darbu, ka arf pirms CircuitBlocks aizvérSanas.

. Spencer piesleguma indikators — Sarkanais punkts klust zals kad tavs

Spencer ir pieslégts pie datora ar USB kabeli.

. Bin faila eksportésana — Si funkcija nodrosina Bin faila(programmas koda)

saglabdasanu jlsu datora.

. Serial monitor - §Tpoga atver logu, kurd redzésiet visus komunikacijas

datus kas notiek starp Spencer un jasu datoru.

. Close Code - Ar So pogu, jUs varat aizvert vai atvert logu kurd redzams C++

kods. JUs to varat aizvert, lai iegltu vairdk vietas blokiem.

. Run - ST poga parveidos kodu ko izveidojat, par Spencer balss asistentam

saprotamu kodu un nosutis to uz pasu Spencer.

Koda logs



setup() {
Serial.begin(115200);
Serial.println();
Spencer.begin();
Spencer.loadSettings();

loop() {
LoopManager: :loop() ;

Ta sauktais “Koda logs” sastav no sekojosajam dalam;

1. Primarais koda logs — kods kas uzrakstits ar C++ paradisies $aja zond kad
saksiet likt kopa blokus. Pamanisiet ka dazadas koda dalas iekrasosies
dazadads krasas. Tas ir paredzéts lai programmétadjs viegldk varétu uztvert
dazadas koda dalas.

2. Gaisds/Tumsais reZims — jls varat parslégt pamata un teksta krasas un
baltu vai melnu.

3. Expand — palielina kodu pa visu ekranu. Nospied velreiz lai atkal to
samazindtu.

4. Aizvert — Aizver koda logu. Tada pati funkcija ka “Close code”pogai rikjosla.

Bloku laukums
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Saja laukuma notiek koda veidosana.

Tas sastav no sekojosajam dalam:

1. Mekleésanas riks — meklé blokus péc nosaukuma

2. Bloku veidi — Seit bloki ir sadaliti péc kategorijas. Katra kategorija ir nodalita
sava krasa.

3. Veido$anas zona — Sajd zonad jUs varat veidot programmu no blokiem. Cik
vienkarsi!

4. Centrésanas riks — Ja sandk aizbidit ekranu un pazaudét blokus, tad
nospiezot So pogu varat iecentrét visu kodu ekrana vida.

5. Talummainas pogas — Tuviniet vai attdliniet darba virsmui.

Soli pa solim

Pirma programma

Laiks kérties klat pirmas aplikacijas programmeésanai

Pirmkart, jums japieslédz Spencer pie datora ar USB kabeli.
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CircuitBlocks jauzrada ka “Spencer connected”

Spencer connected

setup() {
Serial.begin(115200);
Serial.println();
Spencer.begin();
Spencer.loadSettings();

LEDmatrix.startAnimation( Animation(

Ja CircuitBlocks neredz jusu Spencer, lUdzu parbaudiet vai USB kabelis ir
pievienots pareizi un USB ports juasu datord strada.

Ja joprojam dators neredz jUsu Spencer, tad iesp&jams kaut kas nav kartibad ar
datora draiveriem. Draiveri ir ts mazds programmas kas palidz datoram
komunicét ar Spencer. Ja par So tému rodas jautajumi, tad sazinaties ar mums —
contact@circuitmess.com.

lzveidosim programmatiru lai Spencer
parada animaciju uz displeja

Atrodiet sadalu ar nosaukumu “LED matrix” kreisaja ekrdna pusé.

Saja bloku grupd atradisiet dazadas komandas kas liek Spencer uz displeja
paradit dazddus attélus.
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Satveriet bloku ar kursoru un aizbidiet uz jau esosSo bloka dalu, pievienojiet tur kur



rakstits “Arduino run first”

Més velamies likt Spencer paradit animaciju tiklidz tas tiek ieslegts.

Q

8

Logic
Loops
Math
Text

Variables Arduino run first:

Functions i i i
nctions play animation idle1
I/0O

B & D > 8 Q

Arduino loop forever:

.))

N et'v“v"o 'Ak

LED matrix

v O

Playback

Speech

s

-3

Time

®

®
©

Nospied mazo bultinu uz “Play animation”bloka un paradisies visas animacijas
kas ir saglabatas Specner iebuvétaja falsh atmind. Pagaiddm jaunas animadcijas
pievienot nav iespéjams, tacu mes pie ta straddjam, lai ar jaunu CircuitBlocks
atjaunindjumu tas butu iesp&jams.

TaCu jums arT ir iespéja iedarbinat katru atsevisku pikseli un LED panelag, un to
temu apskatisim velak.

Ak ja, turpinam apmacibu. Izvélies “heart”animaciju.
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Lieliski! MUsu pirma programma ir gatava !

Sis tikko uztaisttais kods liks Spencer parddit animdciju uz LED matricas. Tiklidz
Spencer tiks ieslégts, paradisies animdcija un tiks atskanota bezgaligi.

Pirms turpinam, nospiedisim SAVE pogu, un nosauksim projektu.

Save sketch

Kad tas izdarits, sameklé sarkano pogu RUN, un nospied to
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Dzeltena ielades josla paradisies ekrdna augsdala.
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JUasu programma Sobrid ir sastadiSanas procesd

Koda kompilé$ana cilvékam saprotama koda (pieméram krdsainie bloki ko
redzat) parveidosana par iekartai saprotamu kodu (vieninieki un nullites ko
saprot Spencer)

Par cik STir pirma reize kad tiek kompiléts programmas kods prieks Spencer,
tas var aiznemt paris minttes. Tas notiek tapéc, ka CircuitBlocks ir jaapkopo
visas svarigas koda dalas, kas nepiecieSamas jasu Spencer, un jasaglabad tas
datorad. Pirmo reizi apkopojot, tas tiks saglabats jasu datord, un visas ndkamas
programmas tiks apkopotas daudz atrak (yay!).



Ja jusu kods tika veiksmigi apkopots un augsSupieladéts, jums vajadzetu redzet
sirds animaciju, kas tiek atskanota jasu Spencer.

Vai viss kartiba? Lieliski, ejam talak.

Kaut kas nedarbojas? Ludzu, nospiediet CircuitBlocks mdjas lapad zinojumu Satit
klGdu, sazinieties ar mums pa e-pastu contact@circuitmess.com un sniedziet
mums savu klidas zinojuma ID.

- C e — ° ° -
Izmeg|n0|3|m MAainigos
Nakamaja solf dodamies mazliet taldk un izmantojom dazus mainigos.

Datorprogrammeésand mainigais ir glabasanas vieta, kurd ir vértiba. Katram
mainigajam ir noteikts nosaukums. Varat saglabat un mainit mainiga vertibu.

Pirmkart, izveidosim mainigo. Atrodiet sadalu ar nosaukumu "Variables” un
nospiediet pogu “Create variable ...".
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Create variable...
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Jums mainigajam japieskir nosaukums. Saja gadijuma nosauksim to par “i".

e

New variable name:

Tagad mums ir mainigais. Lieliski!

Kad més izveidojam mainigo, tas nav definéts - tam nav vértibas. Startéjot masu
datorprogrammu, katram mainigajam ir jGiestata vértiba. Tapéc jums bus



nepiecieSams bloks “set variable”.
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So bloku ievietojat “Arduino run first” vieta.
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Create variable...

change iv by °

Arduino run first:

play animation heart v

Arduino run first:
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Arduino loop forever:
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Tagad jums ir jadefiné vertiba, kurai més vélamies iestatit mainigo.

Sadald "Math" atrodiet o bloku ar nosaukumu "123". Sis bloks ir skaitlisko vértibu
bloks, un, ievadot vajadzigo skaitlisko vertibu, nometiet to Zimésanas apgabala.
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Novietojat bloku Seit:
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Tagad noklikskiniet uz bloka un ierakstiet vértibu. lestatiet bloka skaitlisko vértibu
uz 0. To var izdarit, vienkarsi ievadot tastatdras skaitli 0 (nulle).
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Tagad, kad mums ir izveidots mainigais un iestatits uz nulli, mainisim mainigo,
kad tiks aktivizéts noteikts notikums.

Mé&s mainisim mainigo, kad jus uzsitisit savu Spensera lielo sarkano pogu.

Par laimi, mums ir 1pass bloks, kas definéts Spenser sarkands pogas piesisandi,
un tas atrodas | / O sadald. | / O nozZimé "leeja [ izvade”. Spenser poga ir ta
saukta ievades ierice, jo ta iedarbina Spencer datoru uz elektrisko impulsu.
Spensera displejs ir izvades ierices piemers, jo Spensers suta signalus, lai
pardaditu informaciju.

Jums jaatrod Sis violetais bloks ar nosaukumu "When button gets pressed’.
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Novieto bloku programmatuaras veidoSanas loga
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Tagad palielindsim mainiga vértibu par vienu vienibu katru reizi kad tiek
piespiesta spencer poga.

To var pandkt sadi:
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Tagad darisim kaut ko interesantu - més izmantosim logisku bloku IF-THEN-ELSE,
lai Spencera seja pardditu dazddas animacijas atkaribd no mainigd mainigd
lieluma.

Sadala

Logic” atrodiet §o sarkano bloku:
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Novietojiet So bloku violetaja bloka "When button gets pressed block”.

Talak mums bUs nepieciesams salidzindsanas bloks. So bloku parasti izmanto,
lai salidzindtu mainiga vertibu ar fiksetu vértibu (t.i, redzésim, vai mainigais i ir
vienads ar skaitli 1).



if true v do
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Kreisaja pusé vienadibas bloka izvélaties ieprieks sagatavoto mainigo i.
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Create variable...
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change iv by o Jimation heart v
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Panemiet skaitlisko vértibu bloku no matematikas sadalas un novietojiet to
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Tas, ko més darisim tagad, ir likt Spenser radit dusmigas sejas animaciju, ja
mainigais ir viendds ar 1.

Jums jdievieto §ads bloks “Play animation” un nolaizamaja izvélné jaizvelas
“angry” animdacija:
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Liksim Spenser parvietoties pa septindm dazaddm animacijam, nospiezot vina
lielo sarkano pogu.

Lai to izdarity, jums piecas reizes janokliks§kina uz baltas pluszimes pogas logiska
IF-THEN-ELSE bloka apakséja kreisaja start:
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Tagad tam batu jaizskatas sadi:
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Lai to izdaritu, varat vienkarsi ar peles labo pogu noklikskinat uz jau esosa
salidzin@Sanas bloka un noklikskinat uz “duplicate”.

Q
When button gets pressed »
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B Mvath Duplicate
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A Text i Delete 3 Blocks
Help
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OCR0;

Varat arf nokopét Play animacijas bloku un ievietot to sadi.

Liksim Spenseram radit animdciju ar nosaukumu “clouds”, kad mainigais ir
vienads ar 2.
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Es aizpildisu arT paréjas sadas logiskas filidles un pieskirSu dazadam animacijam
dazadam mainiga vertibas:
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Nem veérd - ja més vélamies, lai Spenser apritétu Sis septinas animacijas, mums
ir jdatjauno mainiga vertiba uz nulli, kad ta parsniedz 6.

Més to varam izdartt, vienkarsi pievienojot Sos divus blokus logiska bloka ELSE
atzaram:
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Sie divi bloki atiestatis mainigda vértibu uz nulli un atskanos sdkotn&jo animacijuy,
ar kuru programma sakas (“heart” animacija).

Ja esat visu pareizi ieverojis, koda beigas vajadzétu izskatities sadi:
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Neaizmirstiet ietaupit visu savu smago darbu!
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My first program

When button gets pressed v
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Tagad nospiediet lielo sarkano pogu “Palaist” un parbaudiet kodu pats.

Nu ir laiks apskatit ko vel més varam izdarit ar Spencer.

Ahoy skanas efekti.

Spensers var art sarunadties un radit smiekligus trokSnus. Tam ir ieprieks ieladéti
dazadi skanu efekti un dialogi.

JUs varat augsupieladét ari savus balss dialogus, bet vispirms atskanosim dazus
ieprieks ieladétos skanas paraugus.

Sadala ar nosaukumu "Playback” ir viss, kas saistits ar skanu. Saksim ar bloka
"Play audio sample” vilk§anu un nomesanu zimésanas laukuma.

Q Playback
. When button gets pressed v
#q Logic
Control
4 Loops
play audio sample
E Math
A Tox stop playing audio
&a Variables when current sample is done
& Functions
/0
= Network
G (FD matrix
P Playback
& Speech
special startup v
ﬁ Time
weather the temperature is v
month January v

play animation heart v

®

weekday Monday

levietojiet bloku “Arduino run first” filialé tq, lai skanas efekts tiktu atskanots, tiklidz
sakas jasu programma.



When button gets pressed v

8
—
]
2
[}

play audio sample

Text

Variables

¢ Db »>» @8 Q

Functions

[\

I/O

.))

Network

LED matrix

v

Playback

1C ]

Speech

(-3

Time

play animation heart v

®

Talak mums jaizvélas skanas efekts, kas tiks atskanots.
Ir vesela sadala dazadu paraugu, kurus varat izvéleties un izpétit.

Es nemsu parauga bloku ar nosaukumu “Special’.

When button gets pressed v

< .
e 4 Logic
- =@

C Loops

play audio sample imation heart v
E Math

dio sample
A Ty stop playing audio
ext oop forever:

Q Variables when current sample is done
Q Functions
/0
= Network
@ LED matrix

generic and v
[ 2 Playback

level low +
& Speech

special startup v

Time

weather the temperature is v

month January v

play animation heart v

weekday Monday + @

Sis bloka paraugs jaievieto bloka “Play audio sample”. Nospiezot noldizamo
izvélni, varat izvéléties dazadus audio paraugus, kas atrodas audio paraugu



kategorija "Special’.

Q

When button gets pressed v

8

Logic
Loops

Math

play audio sampld special random noise 0 v

Text

Variables

& D » @ Q

Functions

[\

I/O

.))

Network

LED matrix

v

Playback

e

Speech

Time

-3

play animation heart v

®

Ja palaidisit $o kodu un augsupielGdésiet to sava Spencer, tas atskanos izvéléto
skanas efektu, tiklidz sdksies jGsu programma.

Ja més velamies pievienot nedaudz vairdk masu kodam, més varam likt
Spenseram atskanot citu audio paraugu katru reizi, kad nospiezat ta pogu. Jusu
kodam vajadzétu izskatities Sadi, ja vElaties to darit:



Arduino run first When button gets pressed v

set iw to°

play animation heart v

play audio sample special random noise 0 v play animation angry v

play audio sample special random noise 1

play animation clouds ~

play audio sample special random noise2 v

play animation laugh

play audio sample special random noise 3 +

play animation listen «

play audio sample special random noise 4 v

play animation music v

play audio sample special random noise5 v

Atcerieties saglabat kodu!

Tas bija jautri. Apskatisim, ko vél més varam darit.

Vairak kodesanas

Laiks likt Spencer runat

Tagad izméginasim kaut ko moderndku - més liksim Spenseram generét un
‘pateikt” unikalu dialoga katru reizi, kad uzsitisim vina lielo sarkano pogu.

Saciet no jauna, izveidojot jaunu projektu. Saglabdjiet to uzreiz un nosauciet to
par kaut ko interesantu (es savu esmu nosaucis par "best_code_ever").



& a best code ever

Q

&

A

a N

& Functions J
I s Q://

Taldk mumes jasavieno Spenser ar WiFi tiklu.

Spenser ir nepiecieSama piekluve internetam, lai “‘runatu”. Tas darbojas tg, ka
Spenser izveido savienojumu ar musu serveri un nosuta tekstu, ko vélas pateikt.
P&c tam serveris generé audio klipu, izmantojot TTS algoritmu, un nosata to
atpakal uz jusu Spencer.

Lai izveidotu savienojumu ar WiFi tiklu, jums bUs nepiecieSams bloks “Set SSID
and password”, kas atrodas kategorija “Network”.
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Logic
Loops
Math
Text

Variables

¢ D > @ Q

Functions

[\

I/O

LED matrix

v

Playback

Speech

e

-3
-
3
)]

Velciet bloku Zimésanas apgabald un ievadiet sava WiFi tikla nosaukumu un
paroli.

SSID ir jasu tikla nosaukums.

Q

8
—
o]
o
2l

Loops
Arduino run first:

" MyWifi " C securePassword1234 )J

Arduino loop forever:

Math

Text

Variables

Functions

B8 D > @8 Q

I/O

.))

Network

LED matrix

v

Playback

Speech

[

(-3

Time

Kad més iestatisim tikla pieteikSanas datus, liksim Spenser paradit animaciju
"WiFi". Més varam to izdartt, pievienojot o bloku Seit:



o 4 Logic
i’ Loops
Arduino run first:
B wvath
A e MyWifi )T securePassword 1234 "
[S
& Variables play animation wifi v
¢ Functions Arduino loop forever:
/0
= Network
@ LED matrix
P Playback
Q Speech
O Time

Tagad jums ir javelk un nometiet bloku "Connect to WiFi network”. Sis bloks sak
savienojumu.

Q

Network

set SSID Q password Q
D U " securePassword1234 "

when wifi state changes

Variables
Functions

I/0

LED matrix
connect to WiFi network
Playback

Speech

connect to WiFi network
Time

and then

Novieto bloku Seit:



8
—
o
Q
A

Math Arduino run first:

Text < securePassword1234 )}

Variables . . .
play animation wifi v

Functions

B8 D > @ Q

I/O

.))

Network

LED matrix Arduino loop forever:

v

Playback

(C

Speech

(-3

Time

Tagad mums bus nepiecieSams logiskais bloks IF-THEN-ELSE. Més izmantosim $o
bloku, lai parbauditu, vai WiFi tikla savienojums ir veiksmigi izveidots.

Logic

Conditionals

Text ( securePassword1234" ]

Variables

Functions

I/O

Network

@ LED matrix
| 4

Playback

@@

Speech

6 Time

Comparison

Sadald “network” izmantojiet nosacijumu “wifi is conected”.



““Network

g
—
o)

(e]
A

C securePassword1234 > ]

¢ D > @ Q

N\
S

LED matrix

v {

Playback

Speech

[CJ

(-3

Time

Novietojiet to logiskaja bloka IF-THEN-ELSE ka §adu nosacijumu:

Q

34

Logic

Loops

Math Arduino run first:

Text C securePassword1234 )]

Variables - 5 .
play animation wifi »

¢ D > @B Q

Functions

[\ |

I/O

.))

Network

LED matrix

v

Playback

Speech

[C ]

(-3

Time

Arduino loop forever:

Spélésim noteiktu skanas paraugu un animaciju, ja wifi savienojums ir veiksmigi
izveidots.

Esmu izvéléjies smaidoso animaciju un skanas efektu ar nosaukumu "badum 07,
jo tas izklausijas smiekligi:
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Logic
Loops
Math
Text
Variables

Functions

B8 D > @ Q

I/O

.))

Network
LED matrix
Playback
Speech

Time

e e Vv

Arduino run first:

oDl MyWifit p e L M securePassword 1234 1

play animation wifi »

connect to WiFi network

and then
if

play audio sample special badum0

play animation smile v

®

Arduino loop forever:

Ja WiFi interneta savienojums nav veiksmigi izveidots, atskanosim animacijas un
audio paraugu ar nosaukumu "no WiFi".

Q

8

Logic
Loops
Math
Text
Variables

Functions

B & D > @8 Q

I/O

.))

Network

LED matrix

v

Playback

Speech

1CJ

Time

Arduino run first:
set SSID . | " securePassword1234"
play animation wifi v
connect to WiFi network
R if wifi is connected  do
play audio sample special badumO0 «
play animation smile
else @

play audio sample error no WiFi »

play animation noWifi v

C)

Arduino loop forever:

ST programma darbosies, ja Spensers veiksmigi izveido savienojumu ar tikliem.
Ja ng, Spensers pateiks, ka tai ir problémas ar savienojumu ar WiFi tikliem.

Tagad pievienosim notikumu bloku "When button gets pressed "



e 5 Logic
I ]
L
ks LOOps When button gets pressed v
g v i S cersvraizss )
play animation wifi v
A Tex
connect to WiFi network
&a Variables
Q Functions play audio sample special badum0 v
/0 play animation smile v
else
= Network
play audio sample error no WiFi v
G LED matrix play animation noWifi v
[ 2 Playback ®
Q Speech
Time

Katru reizi, kad tiek nospiesta poga, parbaudiet, vai WiFi ir izveidots savienojums.
Dariet to ar to pasu logisko bloku IF-THEN un kd nosacijumu ievietojiet “wifi is
connected”:

Q
e 4 Logic
I ]
Loops

~ : When button ge pressed v
B Math it wifiis do

play animation wifi v
A Text

connect to WiFi network
&a Variables
c Functions play audio sample special badum0 v

play animation smile v
170
else

= Network

play audio sample error no WiFi v

play animation noWifi

Cl LED matrix
| 4

Playback ® -

s

Speech

Time

Spenseram bus vajadzigs 1ss laiks, lai izveidotu vélamo audio paraugu. Spélésim
ielddes animaciju, kamér paraugu generé:



ol
o3 Logic
b/ Loops
E Math
A Text
When button gets pressed v
&a Variabl * MyWifi * * securePassword1234" ]
ariables

* Functions
o)
= Network play audio sample special badum 0 v
03 LED matrix play animation smile v

else
» Playback

play audio sample emor no WiFi v
& Speech
® Speec play animation noWifi v
6 Time

Lai veiktu nakamo darbibu, atveriet kategoriju ar nosaukumu "Speech” un
atrodiet bloku "synthesize and say".

Q Speech

¢§ Logic

Speech to text
C Loops

start listening
E Math when done

and start processing
A Text

when speech gets processed
&a Variables
Q Functions
I/0

.))

Network

" Hello! My name is Spencer: ™

LED matrix

v

Playback

when done talking

Novietojiet bloku Seit un ierakstiet teikumu, kuru vélaties pateikt Spenseram.
Esmu ierakstijis "Hellow world. This is my first program’.
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(e}
=

When button gets pressed v

" MAKERphone! "

B8 D > B Q

B0 ZEL L ST ¢ Hello world. This is my first program ™

= Network play audio sample special badum 0 v
D LED ma play animation smile v
matrix
else @
’ Playback
play audio sample error no WiFi v
$ heech
@ Spesc play animation noWifi v
6 Time

Kad dialoga balss paraugs tiek generéts (sintezéts), tas tiks automatiski
atskanots.

Kad tas notiks, padarisim Spensera seju tadu, ka vins rung, spél&jot animaciju ar
nosaukumu "talk”.

Kad Spensers pabeidz sarunu, es spélésSu animaciju ar nosaukumu “wink".

Q

&

Logic

Loops

When button gets pressed v

“ MAKERphone! "

¢ D » @B Q

[\
S

.))
g

when dorlg talking ani B wink -

LED matrix

v 0

Playback

Speech

e @

me

Neaizmirstiet saglabat savu smago darbu, nospiezot pogu Saglabat augséj
kreisaja start.
Palaidiet kodu un augsupielddégjiet to sava Spencer. Katru reizi, nospiezot

Spensera pogu, tam vajadzetu skali nolasit tekstu, kuru esat ierakstijis bloka
"Synthisize and say".

Ja jusu Spencer ir problemas ar savienojuma izveidi ar Wi-Fi tiklu, parbaudiet
tikla nosaukumu un paroli un méginiet izslégt un ieslegt spencer.

Atceries, Spencer strdda tikai ar 2.4GHz (IEEE 802.11 b/g/h)
&/  WiFisigndlu. 5GHz (IEEE 802.11 ac) tikli, diemZél, nav
atbalstiti.




Ja procesa laikd gadds kadas problémas, tad sazinaties ar mums
contact@circuitmess.com.

Tagad liksim Spencer klausities un
atkartot!

Lai iegutu vislieldko kodésanas izaicindjumu, liksim Spenseram klausities muasu
teikto un atkartot So pasu teikumu ar savu smiekligo robotu balsi.

Més varam vienkadrsi turpinat kodu, kuru esat izveidoijis iepriek$&ja nodala.

Pirmkart, izdzésiet bloku "synthesize and say’, ar peles labo pogu noklikskinot uz
tG un nospiezot dzéSanas opciju.

Q
o Logic
C Looy
E Math
A T
When button gets pressed v
Q Functior
/0
g O ]
= Network Duplicate
Add Comment
|:| LED matrix Delete 3 Blocks
» Playback
\!J Speech
6 Time

Q
&
e Logic
< Loops
start listening
E Math e
and start processing
A Text
When button gets pressed v
when speech gets processed
&a Variables = * MAKERphone!
& runctions
1/0
. Text to speech
< Network

le special badumO «

B R LEST “ Hello! My name is Spencer!

when synthesized

LED matrix

Playback
when done talking

if error happens

Novieto to Seit:
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Logic
Loops

Math

Text
When button gets pressed v

Variables

Functions

B8 D > @B Q

/O

.))

and start processing

Network

LED matrix

v 4

Playback

L

Speech

(-3

Time

lzmantojot So kodu, katru reizi, kad nospiezat ta sarkano pogu, Spenser
parbaudis, vai ir izveidots savienojums ar WiFi, atskanos ielddes animaciju un
saks klaustties jusu teikto.

Kad Spensers ir pabeidzis klausisanos, atskanosim animdaciju, lai més zinatu, ka
ta tagad apstradd masu balss komandu.

Q
c: Logic
o Loop!
B Math
A Text
When button gets pressed v
&a Variables * MAKERphone! " l
¢ Functions
I/0 start listening
hen do

— whencone play animation heart v
“ Network . .

play audio sample special badum0 « iataty —
3 LED matrix play animation smile v ®

else
P Playback

play audio sample error no WiFi v
¢ Speech

play animation noWifi v
6 Time

Tagad atrodiet notikumu bloku "when speech gets processed". Sis bloks tiks
aktivizéts, kad Spensers apstradds jusu balss komandu un sanems
stenogrammu no servera.



Speech

o3 Logic

Speech to text
C Loops

start listening
E Math when done

and start processing
A Text

when speech gets processed
&a Variables - SEE ]
° Functions
/0

.

Text to speech

= Network S——

le special badumO «

B RV L ES T ¢ Hello! My name is Spencer!

when synthesized

LED matrix smile v

Playback

when done talking le emror noWiFi v

if error happens

Turi un velc uz koda laukumu:

o

B¢ D > 8 Q

2)

v

Q
Logic
Loops
Math
Text
Variables - &
play audio sample special badum0 v
Functions
play animation smile
/O
- else @
Network play audio sample error no WiFi v
LED matrix play animation| noWifi v
Playback
Speech
Time

When button gets pressed v

loading0

play animation
start listening

when do!
o “ephyaimaﬁon heart v

and start processing

C]

When button gets pressed v

e —

play animation loading0 v

start listening

when do
- "eplayaimaﬁon heart v

and start processing

C)

when speech gets processed

intentResult->transcript intentResult->intent

Ta k& més vélamies, lai Spensers atkarto to, ko esat vinam teicis, atrodiet bloku
“Synthesize and say”:

&

B8 D > @ Q

.))

v g

Q

Logic
Loops

— Cmarrers
Math when done

and start processing
Text

when speech gets processed -
Variables &

Jle special badumO v
Functions
smile v

I/O
Network

" Hello! My name is Spencer! "

LED matrix Tty
when synthesized
Playback

when done talking

if error happens

When button gets pressed v

e —_

play animation

start listening

\wmen done play animation heart v

C)

when speech gets processed

if error happens

intentResult->transcript intentResult->intent



Novietojiet to Seit, jo més vélamies, lai Spensers atkartotu jasu vardus, tiklidz jasu
balss ir apstradata:

Q
3
fe 54 Logic
c Loops When button gets pressed v
D)
E Math
play animation loading0 ~
A Text
start listening
& \Variables e ose play animation heart v
and start processing
Q Functions @
e}
= Network
when speech gets processed
G LED matrix . .
B EEL L ER T ¢ Hello! My name is Spencer!
’ P\aybac< when synthesized
when done talking
U Speech
6 T if error happens
me

if error happens

intentResult->transcript intentResult->intent

Més velamies, lai Spensers saka tiesi to, ko jus teicat. TGpéc jums janem
sarkanais vertibu bloks “intentResult-> transcript” un jdnomet tas bloka
“Synthesize and say”.

Q
o Logic
C Loops When button gets pressed v
Cmcrorens )
« G -
E Math
A Text
start listening
& Variables TS play animation heart v
and start processing
0 Functions
/0
= Network
when speech gets processed
int lesult->transcript
’ Playback
Q Speech
Time

if error happ

intentResult->transcript intentResult->intent

Visbeidzot, atskanosim rundjosu animaciju, kad Spensera balss paraugs tiks
generéts, un liks vinam pamirkskinat, kad vins bas beidzis runat.



&

co Logi
C Looy When button gets pressed v

Ve i -y Y- Y

\\ CircuitMess 2 '} L MAKERphone! A
E Ma
A T

start listening
&a Variables when done ] e/~
Q E and start processing
unctions @
1/C
T Netw
when speech gets processed
Q LED matrix
synthesize and say intentResult->transcript

’ Playback hen Sy thess play animation talk v
Q Spee
6 Time

intentResult->transcript intentResult->intent

Lieliski, jasu kods ir gatavs.
Saglabgjiet to un palaidiet to sava Spencer.

Piesit Spencer galvu un pasaki vinam kaut ko (t.i, "Sveiks Spenser, tu esi mans
draugs"). Spensers apstradads jasu balss komandu un atkartos to ar savu robotu.

Atjaunot Spencer versiju.

Atjaunot Spencer versiju.

Kad esat pabeidzis kodéSanu un vienkarsi vélaties, lai jusu Spensers atkal batu
‘normals”, jums jaatjauno vina bazes programmaparatara.

Tas ir pavisam vienkarsi, vienkarsi pievienojiet savu Spencer datora USB portam
un augseja labaja starm nospiediet pogu "Restore firmware”.

o o >< Restore firmware Spencer settings

Your Sketches
When button gets press When button gets press
+ - " CircuitMess play animation randor by o change i by o
New project play animation  wifi Arduino loop forever: l /N i i i i

best_code_ever Example_1 Example_3

Jums tiks pieddvats logs, kura jums jaizvelas ierice, kurai atjaunojat
programmaparaturu.

-

Protams, izvélieties Spenseru.



Restore firmware

Device:

=] =] =)

Pagaidiet dazas sekundes, un jusu Spensers atkal darbosies ka parasti.

Jums tas jadara ikreiz, kad esat pabeidzis kodét savu Spencer, ja vElaties, lai vins
atgrieztos pie sakotnéjas aréjas funkcionalitates.

Ko talak ?

JUs esat sasniedzis musu pirmas Spencer kodésanas apmacibas beigas,
apsveicam!

Es ceru, ka jus esat tikpat satraukti kd mes par Spensera ndkotni, jo ndkamajos
programmaparatdras un CircuitBlocks atjauninGjumos més esam paredz&jusi
daudz uzlabojumus.

Tikmeér turpiniet patstavigi izpétit un parddiet mums, ko esat paveicis ar savu
Spencer, daloties uz CircuitMess kopienas forumu:
https://community.circuitmess.com/

Ja jums nepiecieSama palidziba saistibd ar ierici, ka vienmér, sazinieties ar
mums pa contacts@circuitmess.com, un més palidzésim péc iespé&jas atrak.

Paldies un turpini gatavot!
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