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1. Install the Program
If you are running Windows 10, go to the Microsoft Store, search for Fable Blockly, and then choose this download:

If you are running Windows 7 or 8 or macOS, please visit Pitsco.com/Fable. From there, select the product you purchased 
and navigate to the Downloads section of the product detail page. 

Windows: Under PC App, select whether you are using 32-bit or 64-bit Windows. You can find out by right-clicking This 
PC, either in your computer’s file explorer or on the desktop, and selecting Properties. This will show you what operating 
system (Windows 7 or 8) you are using and whether it is 32 bit or 64 bit. Windows 7 and 8 will also need a dongle driver 
installed, so you should also download that. You can find instructions on this on our FAQ page. 

If you are using macOS, you should be aware whether you have updated your operating system with the latest updates.
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2. Unpack the Robot 
The robot is hereafter referred to as the joint module. 

First, take the lid off the box.

Flip the lid so that the stand is facing upward. Take out the joint module.

Next, insert the joint module into the stand with its largest end at the bottom so that the Fable logo is facing you.
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Turn on the joint module by sliding the switch on the back. Notice that the joint module has a name – this one is called 
0BC. Remember your joint module’s name.

The joint module will now light up in a certain color.

On/off switch

Joint module name

Battery level indicator
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Now it’s time to take out a dongle and a USB cable. Insert one end of the cable into the dongle and the other into the 
computer’s USB port.

After you have done this, the dongle will light up in a certain color. This should be the same color as the joint module. If it 
isn’t, press either the dongle or the joint module until they have the same color.

Note: The joint module does not need to be connected to any cable.
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3. Start Programming Fable
Open the Fable software on your computer.

Check whether the software has found your dongle. You will find the connected modules under Modules, and if you click 
the green information circle, you will find the name of the module, the battery level, and how good the connection is. If this 
doesn’t work, consult the FAQ page.

The joint module has two servos, X and Y, which can move from 90 to -90 degrees. If you have connected the joint module 
as shown, the X servo should swing left at 90 degrees and right at -90. The Y servo should swing toward you at 90 degrees 
and away from you at -90. 

90°

45° -45°

-90°

0°
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Now, click the Actions tab in the menu and drag the move block to the right to the blank sketch area.

Try changing the angle of the X servo to 90 degrees. (You can leave Y alone for now.)

Remember to change the on field so that it corresponds to the name of your joint module.

Your program should now look like this:

Next, click Play.

The joint module should now move from a vertical position to 90 degrees on the X servo.

Congratulations! You have now coded your first program!

Try changing the angle to -90 degrees and click Play again. Observe what happens.

Note: To use this program again, save it as Exercise 3.
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4. Move from 90 to -90 Degrees
First, change the angle of the X servo to 90 degrees in your existing program.

Insert a wait block. Click Loops in the menu and select the block labeled “wait in sec.”

Connect this to the move block. Drag it directly below the move block so that they click together like puzzle pieces, 
making a click sound.

Then, change the value of the wait block to 2 seconds:

Now, take a new move block and insert it underneath the wait block. 

Change angle X on this block to -90 degrees. Remember to select the name of your joint module.

Try running the program and watch what happens.

Congratulations! You have now coded your second program!

Note: To use this program again, save it as Exercise 4.
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5. Introduction to Loops
To make the joint module continuously move back and forth from 90 to -90 degrees, you can place a loop around it. 

Go to the Loops tab and select the repeat-while block.

You now need to pull this repeat-while block around all the other blocks. The block will expand when you connect it to the 
top notch located on the first move block. 

When the repeat-while block has been pulled around the other blocks, it will look like this: 

Now, the joint module will continuously move from 90 to -90 degrees. 

However, there is a problem. When the joint module starts at 90 degrees and takes a two-second pause before moving to 
-90, it works just fine, but when the program starts over, it tries to move directly from -90 to 90 degrees. This isn’t possible 
since the joint module cannot be in two places at once. 

Therefore, you need to insert another wait block.
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Try running the program. The joint module should now continue moving from side to side until you click Stop.

Congratulations! You have now coded yet another program – this time using a loop!

Note: To use this program again, save it as Exercise 5.
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6. Program Colors 
You can make the joint module blink in different colors. You can continue working with the program you have already 
made and simply add the light block found in the Actions tab, or you can start a new program in a new loop.  

Insert the light block into your loop from before; you can either leave the move blocks there or remove them so that only 
the light block remains inside the loop. (Remember to select the joint module’s name.)  

The program should now look like this:

On the light block, click the color and select a color that is different than the current color of the joint module.

Note: The uppermost notch in the light block needs to connect to to 
the notch of the while loop.
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Then, right-click the light block and select Duplicate. (You can do this with all blocks.) 

Now, you should have two light blocks. Change the color of the second block so that you have two different colors.

Drag the second light block below the first wait block.

Run the program. It should now change between the two different colors you have selected.

Congratulations! You have now coded yet another program!

Note: The program will keep running until you stop it.

Note: To use this program again, save it as Exercise 6.
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7. Learn About Conditions 
You can also make the joint module perform a certain action when you press a key on the keyboard. In this example, the 
joint module moves to 90 degrees and blinks in a certain color if you press the left arrow key.

Start a new project by clicking the folder icon and selecting New project. The program will ask, “Do you want to discard all 
x blocks?” and you should click OK.

Next, select an if-do block from the Logic tab. 

Then, go to the Senses tab, choose the key pressed block, and connect it to the if-do block.

Next, edit this block so it says, “key pressed? left.” Now, take a light block and a move block and insert them into the if-do 
block. Remember to insert the joint module’s name and change the angle of the X servo to 90 degrees.

You can then right-click the if-do block and duplicate the whole thing. Place the new if-do block underneath the first one 
and change it so it says, “key pressed? right.” Remember to change both the color of the light block and the angle of the 
move block.

GETTING STARTED GUIDE

12



It will work best if you place a repeat-while block around the entire thing.

The next example includes the Y servo. Try adding two new if-do blocks to make the joint module move on its Y servo 
when you press the up and down arrow keys on the keyboard. Remember to change the colors, the X servo to 0, and the Y 
servo to 90 and -90 degrees respectively.

Try running the program. Remember that the joint module won’t do anything until you press the arrow keys.

Congratulations! You have now programmed Fable to be controlled using the keyboard!

Note: The program will keep running until you stop it.

Note: To use this program again, save it as Exercise 7.
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8. Make a Surveillance Robot
Fable can also be a surveillance robot. You can make the joint module react when there is motion on the computer’s 
camera or on a webcam. 

Again, start a new project. You need a repeat-while block and an if-do block from the Logic tab.

But before you continue, you need to expand the if-do block with an else. You can do this by clicking the little gear icon 
located next to the word if.

In the window, drag the else block to the if block.

Close the dialog box by clicking the gear icon again. You have just created an if-else block.

Next, in the Camera tab, select the motion found block.
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Connect this block to the if-else block.

Insert the if-else block into the repeat-while block.

Now, you need to insert some blocks that make something happen when the camera detects motion. 

In this little program, if the camera detects motion, the action inserted into the do part of the if-else block is run; in this 
case, the joint module moves 90 degrees on the y-axis and changes color from orange to yellow. The else part of the block 
is run while motion is not detected; in this case, the joint module returns to 0 degrees and switches to pink.

Try running the program. Congratulations! You have now coded yet another program!
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You can also make the program take a picture when it detects motion. The program would look like this:

The camera will open in a pop-up window. The pictures that the program takes are saved in a file on the desktop called 
“Fable pictures\.”

Note: To use this program again, save it as Exercise 8.
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9. Make a Graph
If you want Fable to make a graph using the movement of the joint module, start by inserting the add data point to plot 
block from the Data tab.

Next select the angle of servo block from the Senses tab.

Insert the angle of servo block into the add data point to plot block:

Finally, insert this new block into your program from Exercise 8. Remember to select the name of the module you are 
working with. In this example, the angle has been set for the Y servo. Here you can see the program in action; the graph is 
being plotted while the joint module moves.

Note: To use this 
program again, save 
it as Exercise 9.
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10. Log Data with Fable
You might also want to save the joint module’s movements in a log file. You do this by selecting the save data in logfile 
block from the Data tab. 

Insert the angle of servo block into the save data in logfile block. If you alter your program from Exercise 8 or 9, it will look 
like this:

When the program is running, it will create a file on the desktop called “Fable-log.csv” with a log of the joint module’s 
movements in degrees.

Note: You can begin this exercise with the saved program from Exercise 8. Or, if you saved the program from Exercise 9, you can open it and 
place the add data point to plot block in the trash before completing this exercise.

Note: To use this program again, save it as Exercise 10.
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11. Fable Face
There is an app for smartphones (iOS and Android) called Fable Face. It can be downloaded via the App Store or Google 
Play.

When you open the app, you will be guided through these steps:

When you click the button corresponding to the dongle, it will change color and you can click Connect.

Afterward, the screen will change into the Fable Face’s eyes. 
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From the Actions tab, select the expression block.

If you’re continuing with the program from Exercise 10, insert the expression block in two different places: one into the 
do part, where you change the facial expression to angry, and one into the else part, where the expression should just be 
neutral.

When you run the program, the facial expression will change when there is motion.

If you have the phone holder from the Fable set, you can use it to attach the phone to the joint module; otherwise, you can 
build a holder out of LEGO® pieces and use that to attach the phone.

It can also be a good idea to insert a wait block at the beginning of the else part so that the joint module has time to finish 
moving before it has to change its facial expression. You might even want to insert a three-second pause instead of just one 
second.

Note: To use this program again, save it as Exercise 11.
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12. Have Fable Make a Graph
You can make the program log data from a smartphone using the app. To do this, you need to switch the program to 
advanced mode1. You do this by clicking the drop-down box in the left navigation menu where it now says, “Simple Mode.”

The menu should now look like this: 

Choose the get acceleration block from the Senses tab.

In the Data tab, select the add data point to plot block once again. Insert the get acceleration block into this one:

Here, it is acceleration on the x-axis of the phone’s accelerometer that will be plotted, but you can also select the y-axis or 
the z-axis. You could choose to copy the entire block twice, which will give you three graphs in total: one for X, one for Y, 
and one for Z in three different colors.

1The Fable software can also run in a Python® version, but Python is a more advanced way of programming the joint module.
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It will now look like this:

If you move your phone in random directions, the graph could look like this:

If you don’t move your phone, it will look like this:

Note: You can use your saved program from Exercise 11 and 
remove the save data in logfile block from the bottom.

Note: To use this program again, save it as Exercise 12.
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13. Control Fable with a Smartphone
To control the joint module with the app, place a move block into a repeat-while block. You will also need a get 
acceleration block.

Next, duplicate the get acceleration block and drag each one inside the move block, replacing the blue angle blocks – 
both X and Y (the blue blocks are thrown out). Then, change one of the get acceleration blocks to the y-axis.

Test your program. The joint module should now (more or less) follow the movements of your smartphone.

Congratulations! You have now coded a program that controls a robot via your smartphone’s accelerometer!

Note: To use this program again, save it as Exercise 13.
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14. Refine the Program
Perhaps you have noticed that the joint module does not move very much when you move the smartphone. You can fix 
this by multiplying the movement of the smartphone by a certain factor; for example, you could use 10. First, click Math in 
the menu and select these two blocks: 

Next, find the get acceleration block used in Exercise 13 and insert it into the beginning of the first block from the Math 
tab. Change the addition sign to a multiplication sign, insert a number block, and change the number to 10. It should now 
look like this:

Duplicate this entire block and place them both into the move block. The program should look like this: 

Run the program again and see whether the joint module moves a bit farther.

This program can be used for many different things. For example, you can use it for the maze game, which is one of the 
3D-printed models you can purchase together with Fable. Find the lesson by visiting Pitsco.com/Fable. Select the product 
you purchased and navigate to the Downloads section of the product detail page. Download the file named “Fable Code 
Samples.”

Note: To use this program 
again, save it as Exercise 14.
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15. Make a Variable
If you want to create a longer program, it might make sense to use a variable.

Instead of having to change the robot name on every single block, a variable can be used so you have to change it in only 
one place. First, click Variables in the menu and create a new variable; this example names it Robot name.

You will then see several new blocks available in the Variables tab; they correspond to the variable you just created.

Select the set variable to block: 

Next, go to the Senses tab, select the module block, and connect it to the other block. Remember to select your module.

You can then insert the Robot name block instead of the module’s name throughout the sketch.

If you choose the # sign instead of a module name, you will get an extra field into which you can insert the Robot name 
block.
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If you add the program from Exercise 7, which is remote controlled using a keyboard, it will look like this:

It would now be easy to switch to a different joint module (for example, if yours runs out of battery). Here, you would only 
have to change the name in the module block.

Note: To use this program again, save it as Exercise 15.
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16. Learn to Use Functions with Fable
If you have large programs that are hard to manage, it can be helpful to use functions. This allows you to save parts of your 
program as a function. That way, you can subsequently retrieve the function simply by selecting it from the Functions tab.

Imagine that you have two joint modules (you can do it with just one too) and have built a social robot consisting of two 
4XY construction modules, a phone holder, and two arms so that it looks like this:

You want to program Fable so that its right arm waves when you press the right arrow key and its left arm waves when you 
press the left arrow key. To make the program a bit simpler, you can use a function. First, go to the Functions tab and select 
the to do something block.

Then, type in a name for your function.

You can then start programming the right arm so that it moves when you press the right arrow key (note that Right arm 
and Left arm variables have also been created in this example). If you have two joint modules, you are now programming 
both arms.
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In the Functions tab, two new blocks have been added (wave right arm and wave left arm).

You can now create your main program by dragging these two blocks into an if-else if block:

The program could then look like this:

Note: To use this program again, save it as Exercise 16.
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Congratulations! You are well on the way to being a Fable programmer!
You can find more Fable exercises by visiting Pitsco.com/Fable. Select the product you purchased and navigate to the 
Downloads section of the product detail page. Download the file named “Fable Code Samples.”

Happy programming!
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Shop all Fable 
robots at

Pitsco.com/Fable 

Pitsco Education is the proud sole US distributor of the Fable robot. 

For technical support issues or questions, please contact us at:

Phone: 800-835-0686

Email: support@pitsco.com

Online: www.pitsco.com/support


