FIND THE GOLD:
PART 3 O

with walls and notify the
user when they reach the

REVIEW gold!

O Review the diagrams below with your partner. Check that you understand the sequence of
steps for the Find the Gold app below.

[ Game starts ]

v

[ Ball moves according ]

to the tilt of the tablet

v

[ A. Ball collision ]

detected

v v

C. Collision with [ B. Collision with a
the Gold Pot black wall

Win Ball wil! go bac.k.to

. the original position

v v
[ ) (s )
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Unit 4: Find the Gold: Part 3

WHEN BALL COLLIDES WITH...

’ Check when the ball collides with the walls or the gold sprite
using the Ball1.CollidedWith block.

when EETEED CollidedWith

. Lists -
when _CollidedWith
M colors -
B variables
M Procedures

D Screenl D3l D
e - m = : if blocks
e v | let you code different

actions depending

: on whether a
Drag an if block from the Control drawer to test what Ball1 - condition is true or
has collided with, a wall or the gold. - not.

@ Built-in =l

Logic

I I at!

. Text
O Lists
= Colors

when [EEE3 .CollidedWith

do () if ‘@'

Hover over the input parameter other

and drag get other to the left side of
the equals block.
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Unit 4: Find the Gold: Part 3

COLLISION (continued)

Test if other is the GoldSprite. = =

- ImageSpritel
/- ImageSprite3
@ AccelerometerSensor1:
A Notifier]

© clockt

ny component
|

Rename Delete

ackhorizontal.jpg
lacksquare.jpg
ackvertical jpg
orizontalwall.jpg
pt-of-gold.png

rrticalwall_jpg

If it is the GoldSprite, then the game is
over, so stop Ball1 moving by disabling
the AccelerometerSensor. - -,

8 Zdcanvasl

/DBalln

;,E GoldSprite
E HorizontalWall1
ﬁ HorizontalWall2
/EVerticaIWaIH
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Unit 4: Find the Gold: Part 3

COLLISION (continued)

‘ When Ball1 collides with either a wall or the pot of
gold, move it back to its starting position.

do

v

when EIEED -CollidedWith

&[] Screenl

zaWaIlaSprite 7
[~ T . call B2E\lsa .FointinDirection

=5 Built-in =

- Control

G Duplicate the 10 block and snap in = = - -»

to the y slot.

acts @ Build ~
Test with MIT Al2 Companion. = = =

o  Does the Ball reset when it
touches a wall?

o  Does the Ball stop when it
reaches the Gold?
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Al Companion
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Emulator

usB

Reset Connection

d

Hard Reset
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NOTIFIER
When the ball touches the gold sprite, notify the

user the game is over and they can play again or quit.

O Switch to the Designer.
1

Q Add the Notifier component from User Interface drawer.

O

®

Palette
Button
| CheckBox
[ DatePicker
o4 Image
Label

ListPicker

= ListView

Viewer

Blocks

Display hidden components in Viewer
Check to see Preview on Tablet size.

Game Over

You win!

l Play Again H Quit }

Notifier
ordTextBox
Wl Slider
B Spinner
TextBox

TimePicker

& WebViewer

Layout
Media
Drawing and Animation

Maps

\

In

Non-visible compone!

AccelerometerSensor1 Notifierl

And switch back to the Blocks Editor.— = =1

\

Report an Issue English « kdclang@gmail.com «
L
Des‘gp
n b
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NOTIFIER (continued)

Drag out a ShowChooseDialog block. - = -

v

Unit 4: Find the Gold: Part 3

Blocks Viewer
.Math .
M rext c’ NEH=E8 -ShowChooseDialog
H ists message
M colors title
M variables button1Text
button2Text - 2
B procedures 5 -ShowChooseDialog
e Ms 3 cancelable
gl message
e 4 1 s :
(f;nvas call [ <kd ShowMessageDi='_y title
7¥Balll
e ) eSS button1Text
2™ WallSprite2 title
- GoldSprite buttonText button2Text
/B Wallsprite G ver cancelable
/@ wallsprite1 call _ShowProgressDialog
y,‘uWaIISpmeB message
@AccelerometerSensorlf e

Click on the true block and change cancelable to “false”.

call _ShowTextDialog

message

title
button1Text
button2Text

cancelable

v true
Cfase ) Iy
S

Drag out a blank text block from the Text drawer, and duplicate it 3 times.

Type in the text strings shown and attach to the specified slots.

2 Built-in
.Control
B Logic (%) join
Y/ M vath Collapse Block
® - Disable Block

8 .ShowChooseDialog
message

title

button1Text
button2Text

cancelable
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Unit 4: Find the Gold: Part 3

NOTIFIER (continued)

when (EEILED -CollidedWith
do (o) if GoldSprite ~ || =~ get'
then set ( Enabled v
N

set AcceleratorSensor1.Enabled block so .= SsarEi—pmren

Drag the ShowChooseDialog block under the

X

y

that a dialog box pops up when Ball1 collides :
with GoldSprite. R
| .
y -

call NEEEEd ShowChooseDialog

message
title

button1Text
bufton2Text

cancelable

The Notifier1.AfterChoosing block triggers when the
user chooses a button. It needs to test which button was
pressed.

M variables 7l Notifier] » B\ Ce T )

B procedures choice
D Screenl

® Zcanvas

/D Baln when XLl AfterTextinput

/% Wallgsprite — ' when mmn AfterC hoosmg

5?Wall38prite ————
/a Wall7Sprite .
- ImageSprite2
o GoldSprite

- ImageSprite4

/- ImageSpritel
° /- ImageSprite3

=

@ Built-in
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Unit 4: Find the Gold: Part 3

AFTER CHOOSING e e

c If the user chooses “Quit”, close the application.

|
I
1
1
|
v

O Lists

= Colors

0 Find the Notifer1.ShowChooseDialog block in the
Ball1.CollidedWith event, and Duplicate the “Quit” text block.

title
button1Text
button2Text CL “ fen

cancelable : Duplicate
: = ent

[

® Built-in =
get start value
‘ m ‘
Logic close screen
L ; | — it o
B close screen with value resu clase application
B Lists '4 close application ’
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Unit 4: Find the Gold: Part 3

AFTER CHOOSING (continued)

when [ZETEED -C-llidedWith

If the user did not choose “Quit”, they

want to play again, so enable the
do

(o) i

AccelerometerSensor.

Ada Comme a
Collapse Bloén\/

Disable Block

Add to Backpack (10)
Delete 2 Blocks

Help

Generate Yail

Do It

then
A

when 0EaRd -AfterChoosing

518 choice v .

close application

If the user
did not choose “Quit”,
it will skip the then
and execute blocks
after the if block.
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Unit 4: Find the Gold: Part 3

Choose Ways to
Extend Your App

Here are a
few features you
could add if you
want to expand

your app

Add scoring - give
points when the
user reaches the

Gold

Add user lives
Add a so they get a
countdown limited number of
timer chances to reach
Gold

What other ideas
do you have?
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Unit 4: Find the Gold: Part 3

COMPUTATIONAL THINKING CONCEPTS
The following are the Computational Thinking Concepts learned in Part 3.

Find The Gold

1. Conditionals:

2. Operators:
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