BAC Game: Knock Knock

Overview
Detect a programmable knock pattern using a piezo mic.
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Configuring the Knock Knock game
The knock knock game is configured in 2 parts; physically wiring the components and
configuring the Bad ASS Manager (BAM) which tells the Bad ASS Controller (BAC) how you

want the attached hardware to “act”.

The Wiring

Wiring Diagram
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FX12 Wiring



BAC output pin 5 to Maglock



The Bad ASS Manager configuration

bad Ass manager

.

JoeBAC3038, MYDesk Knock Knock, SN; 3038

Sal(fect Tht}a1 Kgocké(nocl:)Game
- rom the drop down box
Knoek Knock g 5 e

selected Game

Device Name

JoeBAC3038

Room Name

MYDesk

Save

Game Select Screen

bad Ass manager
T

BAC3205, My Rn 3205

Input Pin:

FX12 pin A must be connected to
BAC/450 Input pin 6

[0 Rescale Input
Knock Threshold (0-100)

50
Knock End Threshold (0-100)

1

Timing Tolerance (%)
20

Sequence Timeout (ms)

1400

Knock Knock Interface

Click here to teach your game
the knocking solve sequence
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bad Ass manager
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JoeBAC3038, MYDesk. Knock Knock. SN: 3038

Click "Begin Learning" to teach
= = \d Leaming
Click "End Learning”
when the solve Learning Started

< the puzzle the solving sequence.
In this example there were 2
sequence has been Sequence Started,
learned ©,0).76

knocks used (0 & 1)
(1, 483) 51

Sequence Done:
Learning Finished

Note on teaching your BAC the knock solve sequence:

Mount your FX12 and knock sensor hardware as appropriate
Then begin the learn sequence
The knocking solve sequence can be relearned at any time
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Manual (Cached) | Manual (Live)

Learn Sequence Configuration

Init Event Reset Event

Event Name Event Name
o sl In this example we add "turn off
output” and "5" to the "Reset
Action 1 Options Action 1 Options : F
: h Event". This powers off the
Call Event - enable Tumn Off Quiput ~ ~ 01234 maglpt_:l{ Crean.ng the unlock
L Optlone condition to restart the game
None =
Action 3 Options Action
None v None h g
Action 4 Options Action 4 Options
None - None -
Action 5 Options Action 5 Options
None - None -
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Unsolve Event

Evant Nama
In this example we add "turn on
output” and "5" (the maglock's
/ output pin) to the "Solve Event”. uons
This powers on the maglock
creating the locking condition
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Input Event Screen



