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Crumble Creations

codeit.co.uk



https://www.amazon.co.uk/Teach-Primary-Programming-Using-Scratch/dp/1908684534
https://www.amazon.co.uk/Code-Crumble-Creations-Phil-Bagge/dp/1912500019
http://code-it.co.uk/csplanning.html
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Computer USB Must be

connected
toD

Wiring
Diagram Aids

Independence

Wire from the Lights can be OUT goes to
Crumble must go daisy chained the next light

\ into IN together )
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