FOOD CHASE -
GAM E PART 3 ‘ adséglcji \’gﬂcphu;ssﬁomy%ur

app to make it work
smoothly for users!

You need to fix a few things to make your app work
completely and to make it more exciting for users.
e Make GreenBall move around the screen so RedBall must
avoid it.
e Respond to user selection to the dialog box when RedBall
and GreenBall collide.

o:: =

Open the FoodChase project you made in Part 1 and 2 of :
this unit, and make sure you are using the Blocks Editor. = =1

Make a procedure that you can use in two places: when the app
starts and when the user says Yes to Play Again? in the dialog box.

Viewer

Blocks
Drag out a do procedure block & Builtin
E control @ %
from the Procedures drawer do

= Logic

and change the name to Restart. — -» :Math
Text

Lists

E colors

(7101 procedure |

You want to randomly place all of the

.Variables

Food ImageSprites as well as the GreenBall. B procedures

O Drag out a Food1.MoveTo block from the Food1 drawer. :
call .MoveTo

X
y

B [Zdcanvasi

S Eod2 call (FLEEIES -MoveTo

'RedBall X

call .MovelntoBounds

'GreenBall y
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Unit 5: Food Chase Game Part 3

RESTART PROCEDURE

The code needed is similar to your random Food placement from RedBall.CollidedWith.

Duplicate the random integer blocks from RedBall.CollidedWith and snap them to the x and
y slots here.

plse | call ImageSprite.MoveTo

for component

.(FEED | - (| imagesprite. (RS |G
of component | get (i hd

Etrl Inpet:]tts . GIYLE | - (' ImageSprite. GEFIED _
Collapse Block of component | get
Disable Block
Add to Backpack (10)
Delete 6 Blocks
Help

Generate Yail
Do It

random integer from .n to "Canvasi - | Width -~ Il ImageSprite. (RS _
of component %9 :[11 other ~ |

™ Food
/ RedBall
\-/O GreenBall

,'r‘ Food4

- Food3
/A Notifier1
== TinyDB1

= Any component
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Unit 5: Food Chase Game Part 3

RESTART PROCEDURE (continued)

c Now Duplicate the random integer block from the x slot and snap the copy into the y slot.
Remember to change Food1.Width to Food1.Height though!

[} () Restart

do | call .MoveTo

random inteaer from Canvas1 -~ | Width - el Food - | Width ~ |

Duplicate

omment

External Inputs

- I Food1 ~ I Width ~ |

Enabled

-l

Picture

Now Duplicate the entire Food1.MoveTo block,

and change Food1 to Food2. Rntatas

(@) to
call .MoveTo

LUIRSRERE Canvast - | idih ~ JRC! Food1 - | Width - |
Add Co ent = — : ;
Inline Inputs . Canvast - | Height - Il Food1 - | Height - |
Collapse Block — :

Disable Block

c Do the same for Food3 and Food4.
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Unit 5: Food Chase Game Part 3

RESTART PROCEDURE (continued)

G Now place the RedBall randomly on the Canvas with a RedBall.MoveTo block.

@ scanvas call F=r""-- . .ii>vaintoBounds
;!;Food1
S Eood2 -1l RedBall ~ B a73[s .
[ .MoveTo

-~ RedBall

@ Since the RedBall is small to start, and will be moving, you
can just use a range from 1 to the Canvas’ Width and Height
for random integer.

G Duplicate RedBall.MoveTo, change to GreenBall
and snap both MoveTo blocks in at the end of Restart.

random

. random

Inline Inputs
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Unit 5: Food Chase Game Part 3

RESTART PROCEDURE (continued)

0 Reset the Radius for RedBall to 2.

® [ screent
@ Zdcanvast

:igFood1
N_J =Y.
~RedBall

Blocks

© Built-in

. Control

o
G Duplicate this block so you can do the same

for GreenBall.

Also set the speed for GreenBall so it will move randomly. Duplicate Q

set GreenBall.Radius and change Radius to Speed and 2 to 5. A4

@/ Add Comment Heading
Collapse Block | Interval
Disable Block @ ) itCoIor
e Duplicate set GreenBall.Radius again and change Radius Visible
to Heading.

\°_/ Collapse Block PaintColor
Disable Block L
| B | 5
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Unit 5: Food Chase Game Part 3

Heading is
RESTART PROCEDURE (continued) HISISCHONSO
these block make
it move in a
random direction.
G Remove the 2 block and replace with a
set random integer block, and change 100t0 360. - - - ~-=-=-=-=-==-========--

e All blocks should go _ _
at the end of Restart.

e Now that you've made the procedure, you need to
add calls to it. You want to call it when the app starts,

so drag out a when Screen1.Initalize block and add it there.
I

'

B Variables o
Regcedures when Initialize when Initialize
7 do
...... |
- Eood when (EiGEiuag -OtherScreenClosed .
a /% Food2 other€ ) .
\T/ /D Redgall
2 BlueRall
O Control
O Logic
- Math
O Text
. Lists

g O Colors
-

MIT . ©
APP INVENTOR Copyright MIT 2021

L2
)¢




Unit 5: Food Chase Game Part 3

CALL RESTART

The other place to call Restart is when the user chooses to Play Again

from the Dialog box popup.

0 Drag out a when Notifier.AfterChoosing block.

Blocks

© Built-in
O Control
= Logic
m Math
] Text
- Lists
= Colors
= Variables
I procedures
& 7 screent
& dcanvast
/¥ Food
/¥ Food2
/D Redall
:»O BlueBall
Eoods

make it an if-then-else block by clicking on the blue

when [\CHiEEIED -AfterChoosing

| .DismissProgressDialog

a9 .LogError
message

call DCHTEaRa Loginfo
message

Notifier1 = JES\WET T}

message

e From the Control drawer, drag out an if block, and @{ WE

gear icon and dragging else into the block.

when [\EiEEES .AfterChoosing

Blocks

.....

=] BU|It 0

Loglc

'Y
e

®

-
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Unit 5: Food Chase Game Part 3

CALL RESTART

Test if the user chose “Yes”
torestartthegame. = === === ===~

. Control

O Logic

Llsts
. .

If the user chose “Yes”, call Restart.

[ control
O Logic
B Math
B Text
O Lists

= Colors

1)

close application

Blocks
m A
B wvath
BWrext for each in list
.
Otherwise, close the app. - = - - - - - - - > s
H colors
B varion while test
ariables
do
B procedures
8 [ screent
© Zcanvast
S Eood1
S Food2
/D Redsall
/DBluesall
M Eoods
B Eood3 evaluate but ignore re ;ult
A\ Notifier1
R coponert open another screen screenName
Rename  Delete
open another screen with start value sf
Media
Cheese-310.png get start value
Corn-1000.png
bananas-..._1280.png
bread-30....1280.png
food.png close screen with \ alue result
Upload File ... '-‘
close application
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Unit 5: Food Chase Game Part 3

BOUNCE GREENBALL

a Because GreenBall is now automatically

moving around the screen, you want it to bounce

off the edges, not get stuck, so add a
when GreenBall.EdgeReached block.

B — when cICELERTRS .EdgeReached

® Zcanvast when .EdgeReached
/# Eood ‘ edge
/4 Eood2
/2 GreenBall - GreenBall ~ B2
/#Eood3

Add a GreenBall.Bounce block and bounce it off the
edge that was reached.

call {eICEN=ETES -Bounce
edge

\A(Notiﬁerl

i .CollidingWith
Al e other
Projects Connectv ) Buildv  Help~
Now test the app with the MIT Al2 Companion.
e o Does GreenBall move around the screen? l screent ~ | N COMPanion) B
o Does GreenBall bounce off edges? SRR
o When the game is over, can you restartby e | U |
choosing “Yes™? ’ 2‘::‘92‘:’:“"°“ ’

o Does choosing “No” close the app? (note you
cannot fully test this with the Al2 Companion)
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Unit 5: Food Chase Game: Part 3

COMPUTATIONAL THINKING CONCEPTS and PRACTICES

The following are the Computational Thinking Concepts and Practices used in Part 3.

Food Chase Game

1. Events

when [\GIIEEEd .AfterChoosing when .EdgeReached

2. Conditionals
when [\LIIERIED -AfterChoosing

do

then cali
| g

else L close application

3. Abstraction and Modularization (procedures)
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