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OVERVIEW

Simple test of memory and reflexes using an LED, a keypad and an I2C 
display.



The rules of the game are simple, the user has to observe and 
memorize an LED blinking a random number of times and enter it 
through the keypad

Reflexes and Memory Test
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The Circuit

The circuit combines 3 component
 LED - Blinks random number of 

times . (Range of 1-15
 I2C LCD Display - For feedback 

on input
 Keypad - For inputting values/

answer
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The wiring in the circuit has an LED, with pins connected to 
the board at 13, a keypad connected to the board at slots 
9-6 (R1-R4) and 5-2 (C1-C4), and an I2C display.



It involves integration of the three components to 
generate a memorable experience for the user and test 
their memory’s limits. 

Wiring
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The Code for the circuit follows the following basic logic 
guidelines
 Initialize the LED, LCD display, and keypad 

objects
 Define a function to read and return a number from the 

keypad
 Define a function to blink the LED a random number of 

times
 In the setup() function, initialize the pins and display a 

welcome message on the LCD display
 In the loop() function, call the blinkRandom() function to 

blink the LED a random number of times and call the 
getNumber() function to read the number from the 
keypad

 If the number entered by the user matches the blink 
count, display a success message on the LCD display. 
Otherwise, display a failure message

 Wait for a few seconds before starting the loop again.

Code
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Source Code

https://youtu.be/CbPb2CVxdRU

https://github.com/shagore/ard4/blob/main/assignment4.ino

https://youtu.be/CbPb2CVxdRU
https://github.com/shagore/ard4/blob/main/assignment4.ino

