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Description of the application

This application is designed in three parts. The first part consists of a Quiz related to
Mathematics, Portuguese and Chemistry. A second part consists of a Slideshow related to
various disciplines. Finally have a Game related to the area of mathematics. This application
aims to revolutionize the concept of homework. The environment of our application will look

like this.

N -
e T Exit

Basic concepts

e E[Events

e Random numbers
e Variables

o Lists

e Procedures



App Inventor Study and Conquer Application

Create a new project in App Inventor

Visit the MIT page for App Inventor http://appinventor.mit.edu/ and click Create apps

on the top right corner of the page

About ~ News & Stories ~
MIT App Inventor Create
s apps!
Resources ~

u H En App Inventor is now in Portuguese! Google™ Custom Sear

or type the address http://ai2.appinventor.mit.edu for direct access to the application creation

environment.

The page for connecting to our account on Google (gmail) will show up. Type the user

name and password for connection with your account and click “Sign In”.

On the page that appears, click on the "Start new project" button, to create a new

application in the App Inventor environment.

p MIT App '""e"t%;% TamEc  GamEmic Bidc GHES MyProjects  Gallery  Guide

A window will appear where we can register the name we choose for our application.

Project |
name:

Cancel OK

Make sure the name you give consists of Latin characters and contains no spaces or
other punctuation marks except for the underscore (_). The name Study_and_Conquer is

suggested. Then press the OK button.


http://appinventor.mit.edu/
http://ai2.appinventor.mit.edu/

Designer

To start with, we are in the Designer area (or Design Window), in which we design the

interface of our application, adding necessary components and defining properties on them.

Unloading files to App Inventor

We will need some pictures of Quiz, Game and SlideShow and enter the folder Study

and Conquer and download images on our PC.

Then we click on the "Upload File ..." button in the Media menu.

Media

Upload File ...

From the dialog box that appears, click on "Select File" ...

Media

1.png

2.png

3.png

4.png

5.png

AA.png

B.png

C.png

Card_1.png

Card_2 PNC

Card_3.PNG

Card_4.PNG

Card_5.PNG

D.png

Epng

Cames.jpg

Logo_S_and_C.jpg

Quiz.jpg

Quiz_1.jpg

Quiz_Che jpg

Quiz_Eng.jpg

Quiz_Mat jpg

85.1.jpg

35 2.JPC

Slideshow.png
Upload File ...



App Inventor Study and Conquer Application

Import objects in the workspace of the Viewer

Screenl

Modify certain properties of the screen, located under “Properties”, as shown below:

We select the component We modify the properties

AlignHorizontal: Center
AlignVertical: Center
App Name: Study and Conquer

Title: S_and_C

Icon: Logo_S_and_C.jpg
Background Color: White
Scrollable: Unchecked
ShowsStatusBar: Unchecked

TitleVisible: Unchecked




Initial Menu

Use the component designer to create the interface for Initial Menu to Study and
Conquer app. When you finish, it should look something like the snapshot below (there are also

more detailed instructions below the snapshot).

e STUDY and CONQUER
eV Exit

X H_A Logo 1
:.-Lc-g o_1
. . ‘ILabel_Title_1
..... Button_Exit_1
. . = H_AT_Menmu_1
. ‘ = Quiz

..... SlideShow

= H_AZ_Menu_1

= Game

To see the properties of a component first select it from the Components pane. The

table below shows in detail the new names and the properties of the components.

from the drawer we drag and drop the we name the we modifythe properties

component component
Layout Horizontal H_A_Logo_1 AlignHorizontal: Center
Alignment

AlignVertical: Center
Height: 50 pixels

Width: Fill parrent



App Inventor Study and Conquer Application

Image Logo_1 Height: Fill Parent

Width: 50 pixels

Picture: Logo_S_and_C.jpg

ScalePictureToFit: Ckecked
Label Label_Title_1 Background Color: Yellow

FontBold: Checked

Font Size: 18

Text: STUDY and CONQUER

Height: 200 pixels

Width: Fill Parent

TextAligment: Center

Button Button_Exit_1 Background Color: Cyan
Shape: Rounded
Text: Exit
Height: Fill Parent
Width: Fill Parent
TextAligment: Center
Horizontal H_A1_Menu_1 AlignHorizontal: Center
Alignment
AlignVertical: Center
Height: Fill Parent
Width: Fill Parent
Button Quiz Height: 120 pixels
Width: Fill Parent
Image: Quizl.jpg
TextAligment: Center
Button SlideShow Height: 120 pixels
Width: Fill Parent

Image: SlideShow.jpg

TextAligment: Center

10



Layout Horizontal H_A2_Menu_1 AlignHorizontal: Center

Alignment
AlignVertical: Center
Height: Fill Parent
Width: Fill Parent
Userinterface Button Game Height: 120 pixels

Width: Fill Parent
Image: Games.jpg

TextAligment: Center

You must place the following components “H_A_Logo_ 1 ; H_Al Menu_1l;

H_A2_Menu_1"as invisible in order to build a new design.

Sub-Menu Quiz

You should now be prepared one of the sub-menus which in this case is the Quiz.

Return




App Inventor Study and Conquer Application

The table below shows in detail the new names and the properties of the components.

Horizontal H_A _ lLogo 2 AlignHorizontal: Center

Alignment . .
AlignVertical: Center
Height: 50 pixels
Width: Fill parrent

Image Image_Logo_2 Height: Fill Parent

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: Ckecked
Label Label_Title_2 Background Color: Yellow

FontBold: Checked

Font Size: 18

Text: STUDY and CONQUER

Height: 200 pixels

Width: Fill Parent

TextAligment: Center
Button Button_Return_2 Background Color: Cyan

Shape: Rounded

Text: Return

Height: Fill Parent

Width: Fill Parent

TextAligment: Center
Vertical V_A_Menu_2 AlignHorizontal: Center
Alignment AlignVertical: Center

Height: Fill Parent

Width: Fill Parent

12



Button

Button

Button

You must place the following components “H_A_Logo_2;V_A_Menu_2;”as invisible in

order to build a new design.

Button_Quiz_MAT_2

Button_Quiz_ENG_2

Button_Quiz_CHE_2

Height: Fill Parent
Width: 130 pixels
FontSize: 16

Text: MATH QUIZ
Image: Quiz_Mat.jpg
TextAligment: Center
Height: Fill Parent
Width: 130 pixels
FontSize: 16

Text: ENGLISH QUIZ
Image: Quiz_Eng.jpg
TextAligment: Center
Height: Fill Parent
Width: 130 (pixels)
FontSize: 16

Text: CHE QUIZ
Image: Quiz_Che.jpg

TextAligment: Center



App Inventor

Quiz Mathematics

Study and Conquer Application

You'll design the quiz game so that the user proceeds from question to question by

clicking a Next button. When you click in the Submit button you receive a simple

correct/incorrect feedback on each answer.

ae STUDY and CONQUER
T ni Return
Time: Score:
-
Question:

m

Question:

Submit

m

- ImageZ_Logo_3
Label_Title_3

= Button_Return_3

H_A&_T_Score_3
Label_Time_3
Label_Time_Value,
Label_Score_3
Label_Score_Value

H_A_Image_3

- Image_Question_3

H_A_Question_3
Label_0_3

Label_Question_3

TableArrangement3
v|CheckBox1
»CheckBox2
& CheckBox3
Label4
Label3
Labels
H_A_Submit
= Button_Submit_3
Label_Result_3
= Button_MNext_3
H_&_Conguer

s |mage_Conguer

14



The table below shows in detail the new names and the properties of the components.

Horizontal H_A lLogo_3 AlignHorizontal: Center
Alignment . .
AlignVertical: Center
Height: 50 pixels
Width: Fill parent
Image Image_Logo_3 Height: 50 pixels

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: Ckecked

Label Label_Title_3 Background Color: Yellow
FontBold: Checked
Font Size: 18
Text: STUDY and CONQUER
Height: Fill Parent
Width: 200 pixels
TextAligment: Center

Button Button_Return_3 Background Color: Cyan
Shape: Rounded
Text: Return
Height: Fill Parent
Width: Fill Parent
TextAligment: Center
Horizontal H_A_T_Score_3 AlignHorizontal: Left
Alignment AlignVertical: Center
Height: 25 pixels

Width: Fill Parent



App Inventor

Label

Label

Label

Label

Horizontal
Alignment

Label_Time_3

Label_Time_Value_3

Label_Score_3

Label_Score_Value_3

H_A_Image_3

Study and Conquer Application

Background Color: None
FontBold: Checked

Font Size: 14

Text: Time Remaining:
Height Fill Parent
Width: 100 pixels

TextAligment: Left
Background Color: None

FontBold: Checked
Height Fill Parent
Width: 120 pixels
TextAligment: Left
Background Color: None
FontBold: Checked

Font Size: 14

Text: Score:

Height Fill Parent
Width: 45 pixels
TextAligment: Left
Background Color: None
FontBold: Checked

Font Size: 14

Height Fill Parent
Width: Fill Parent

TextAligment: Left
Background Color: Light Gray

AlignHorizontal: Center
AlignVertical: Center
Height: 150 pixels

Width: Fill Parent
16



Image Image_Question_3 Height: 100 pixels

Width: 100 pixels
Picture: None

Horizontal H_A_Question_3 AlignHorizontal: Left

Alignment . .
AlignVertical: Center
Height: 40 pixels

Width: Fill Parent
Label Label_Q_3 Background Color: None

FontBold: checked
Font Size: 16
Text: Question:
Height Fill Parent
Width: 70 pixels

TextAligment: Left
Label Label_Question_3 Background Color: None

Font Size: 14
Height 40 pixels
Width: Fill Parent

TextAligment: Left
TableArrangeme T_A_Check_3 Columns: 2
nt

Rows: 3

Height 130 pixels
Width: Fill Parent

CheckBox1, CheckBox2, Background Color: None

CheckBox3 Enabled: Checked
Height Fill Parent
Width: Fill Parent
Label Label4, Label5, Label6 Background Color: None

Font Size: 14




App Inventor

Horizontal
Alignment

Button

Label

Button

Horizontal
Alignment

Image

H_A_Submit

Button_Submit_3

Label_Result_3

Button_Next_3

H_A_Conquer

Image_Conquer

Study and Conquer Application

Height Fill Parent
Width: Fill Parent

TextAligment: Left
AlignHorizontal: Center

AlignVertical: Center
Height: 40 pixels

Width: Fill Parent
Background Color: Default

Text: Submit
Height: Fill Parent
Width: Fill Parent

TextAligment: Center
Background Color: Cyan

Font Size: 16
Height Fill Parent
Width: Fill Parent

TextAligment: Center
Background Color: Default

Text: Next
Height: Fill Parent
Width: Fill Parent

TextAligment: Center
AlignHorizontal: Center

AlignVertical: Center
Height: 100 pixels

Width: Fill Parent
Height: 120 pixels

Width: 120 pixels

Picture: None

18



Non visible components

MNon-visible components

A A [S]
Motifier_Return_3 Motifier_[End_3 Timer_CountDown_3

Clock Timer_CountDown_3 TimerAlwaysFires: Checked

TimerEnable: Checked
Timerinterval: 1000
Notifier Notifier_Return_3 BackgroundColor: DarkGray

NotifierLength: Long

TextColor: White
Notifier Notifier_End_3 BackgroundColor: DarkGray

NotifierLength: Long

TextColor: White




App Inventor Study and Conquer Application

Quiz English

The design of the Quiz English is equal to that of Quiz Mathematics, and you need to
create a new screen” Quiz_Eng”, however the name of the components were changed in

accordance with the figures below:

99 STUDYand CONQUER < SIS
n = Return =] H_A_Logo_4

|Time Remaining: Score: | w Image_Logo_4

Label_Title_4

Button_Return_4

m

= H_A_T_Score_4
Label_Time_4

Label_Time_Value_4

Question: Label_Score 4

Label_Score_Value_4

e H_A_Image_4
= [mage_Ouestion_4

S| H_A_Question_4

Label_0 4

Label Question 4

‘| e T_A_Check_3
&I CheckBox1

Question: & CheckBox2

& CheckBox3

Lahel3
Lahel4

Lahels

= H_A_Submit

m

Submit Hext Button_Submit_4
Label_Result_4
> Button_Mext_4
= H_A_Conquer
P o = . = Image_Conguer

20



Non visible components

MNon-visible components

Motifier_Return_4 Timer_Countdown_4 Motifier_End_4

Screen SlideShow

The user clicks a button to sequence through a slideshow of pictures. For each picture

there is a small text with its description. You need to create a new screen” Screen_SlideShow”.

Screen_SlideShow

oo  STUDY and CONQUER

- Return

Label_Title_55

m

Button_Return_35

Button_Mext
PO pest Button_Previous
= H_A_Text
. Label_Text
= =) =

Modify certain properties of the screen, located under “Properties”, as shown below:

AlignHorizontal: Center
AlignVertical: Top
App Name: Study and Conquer

Title: S_and_C

Icon: Logo_S_and_C.jpg
Background Color: White
Scrollable: Unchecked
ShowsStatusBar: Unchecked
TitleVisible: Unchecked



App Inventor Study and Conquer Application

The table below shows in detail the new names and the properties of the components.

Horizontal H_A_SS lLogo AlignHorizontal: Center

Alignment . .
AlignVertical: Center
Height: 50 pixels
Width: Fill Parent

Image Image_Logo_SS Height: Fill Parent

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: Ckecked
Label Label_Title_SS Background Color: Yellow

FontBold: Checked

Font Size: 18

Text: STUDY and CONQUER

Height: Fill parent

Width: 200 pixels

TextAligment: Center
Button Button_Return_SS Background Color: Cyan

Shape: Rounded

Text: Return

Height: Fill Parent

Width: Fill Parent

TextAligment: Center
Horizontal H_A_SS_Image AlignHorizontal: Center
Alignment

AlignVertical: Center

Height: 250 pixels

Width: Fill Parent

22



Image

Horizontal
Alignment

Button

Button

Horizontal
Alignment

Label

Image_SlideShown

H_A_SS_Button

Button_Next

Button_Previous

H_A_Text

Label_Text

Height: Fill Parent

Width: Fill Parent
Picture: SS_1.jpg

ScalePictureToFit: Ckecked
AlignHorizontal: Center
AlignVertical: Center
Height: 50 pixels

Width: Fill Parent
Background Color: Default
Shape: Default

Text: Next

Height: Fill Parent

Width: 100 pixels

TextAligment: Center
Background Color: Default

Enabled: Un- checked
Text: Previous
Height: Fill Parent
Width: 100 pixels

TextAligment: Center
AlignHorizontal: Center

AlignVertical: Center
Height: 150 pixels

Width: 50 pixels
Background Color: None

Font Size: 14
Text: John Horton Conway...
Height: 150 pixels
Width: Fill Parent

TextAligment: Center



App Inventor

Game

Study and Conquer Application

The "game of 24" is a fun and useful mathematical game that helps develop and practice

the mental calculation. Just using the four basic operations, addition, subtraction, multiplication

and division, you will have to use the four numbers to reach the result of 24. You need to create

a new screen” Screen_Games”.

Screen_Games

a'e STUDY and CONQUER i
v T Returr
|Time: Score: =
Init =
-
]
+ - X ! = A

- =
Init
-
cl|E

+ = 4 ! =
Add .

i Ckecklist =
List

- Image_Logo_1
'lLabel_Title_1

== Button_Return_1

H_A_G_Score_1
'Label_Time
Label_Time_Value
'Label_Score
'Label_Score_Value

TableArrangement]
{Button_Second
dButton_third
dButton_four
dButton_lirst
dButton_other_1
dButton_other_2

dButton_Init

H_A_Image_1

:.-IFTBQE_CBIIB

H_A_Operator_1

= Button_more

— Button_less

= Button_multipli

= Button_divide

= Button_add

= Button_clear

H_A_Results_1
YLabel_num_1

' |Label_operator
Label_num_2
*ILabel_result
'Label_24

H_A_Add_List_1

= Button_Add_List

TextBox_Mame

24



Modify certain properties of the screen, located under “Properties”, as shown below:

We select the component We modify the properties

Screen Games AlignHorizontal: Center
AlignVertical: Top
App Name: Study and Conquer

Title: S_and_C

Icon: Logo_S_and_C.jpg
Background Color: White
Scrollable: Unchecked

ShowsStatusBar: Unchecked

TitleVisible: Unchecked

The table below shows in detail the new names and the properties of the components.

Horizontal H_A_G_Menu_1 AlignHorizontal: Center
Alignment

AlignVertical: Center
Height: 50 pixels
Width: Fill Parent
Image Image_Logo_1 Height: 50 pixels
Width: 50 pixels

Picture: Logo_S_and_C.jpg

ScalePictureToFit: Ckecked




App Inventor Study and Conquer Application

Label Label_Title_1 Background Color: Yellow
FontBold: Checked
Font Size: 18
Text: STUDY AND CONQUER
Height: Fill Parent
Width: 200 pixels

TextAligment: Center
Button Button_Return_1 Background Color: Cyan

Shape: Rounded

Text: Return

Height: Fill Parent

Width: Fill Parent

TextAligment: center
Horizontal H_A_G_Score_1 AlignHorizontal: Left
Alignment AlignVertical: Center

Height: 20 pixels

Width: Fill Parent
Label Label_Time Background Color: None

FontBold: Checked

Font Size: 14

Text: Time:

Height Fill Parent

Width: Automatic

TextAligment: left
Label Label_Time_Value_m , Background Color: None
Label_Time_Value_s
FontBold: Checked
Font Size: 14
Height 20 pixels

Width: 50 pixels

26



TextAligment: Left
Label Label_Score Background Color: None

FontBold: Checked

Font Size: 14

Text: Time:

Height Fill Parent

Width: Automatic

TextAligment: Left
Label Label_Score_Value Background Color: None

FontBold: Checked
Font Size: 14
Height Fill Parent
Width: 20 pixels

TextAligment: Left

TextColor: Red

TableArrangeme T_A_Numbers_1 Columns: 6
ntl
Rows: 3

Height Automatic

Width: Fill Parent
Button Button_First, and others  Background Color: Default

Shape: Default
Height: 50 pixels
Width: 50 pixels

TextAligment: Center
Horizontal H_A_Image_1 AlignHorizontal: Center
Alignment

AlignVertical: Center
Height: Fill Parent

Width: Fill Parent
Image Image_Card Height: 100 pixels

Width: 100 pixels




App Inventor

Horizontal
Alignment

Button

Button

Horizontal
Alignment

Label

H_A_Operator_1

Button_more,
others

Button_clear

H_A_Results_1

Label_num_1,
others

Study and Conquer Application

and

and

Picture: None

ScalePictureToFit: Ckecked
Background Color: Orange

AlignHorizontal: Center
AlignVertical: Center
Height: Automatic

Width: Fill Parent
Background Color: Default

Shape: Default
Text:+,-,x,/,=
Height: 50 pixels
Width: 50 pixels

TextAligment: Center
Background Color: Default

Shape: Default
Text: C

Height: Automatic
Width: Automatic

TextAligment: Center
AlignHorizontal: Center

AlignVertical: Center
Height: 40 pixels

Width: Fill Parent
Background Color: None

FontBold: Checked
Font Size: 14
Height 20 pixels
Width: 30 pixels

TextAligment: Center

TextColor:, black, and last is
Red

28



Horizontal H_A_Add_List_1 AlignHorizontal: Center
Alignment . .
AlignVertical: Center
Background Color: Orange
Height: Automatic

Width: Fill Parent
Button Button_Add_List Background Color: Default

Text: Add List
Height: 50 pixels
Width: 50 pixels

TextAligment: Center
Text TextBox_Name Background Color: Default

Text: Add List
Height: Fill Parent
Width: Fill Parent

TextAligment: left
Button Button_List Background Color: Default

Shape: Default
Text: Checklist
Height: 50 pixels

Width: 90 pixels

TextAligment: Center

You must place the following components “H_A_G_Menu_1; H_A_G_Score_1;
T_A_Numbers_1; H_A_Ilmage_1; H_A_Image_1; H_A_Results_1; H_A_Add_List_1"as invisible

in order to build a new design.



App Inventor

DataBase

Study and Conquer Application

TinyDB provides a simple way to store and retrieve data efficiently and to store the

data” Name, time and score” in long-term storage. TinyDB is based on the concept of a “tag” to

identify the stored data, and the data value. Think of a “tag” as like using your name as your

identification to look up your address:

STUDY and CONQUER

Return

Erase List

) =

H_A_G_Memu_2
- magel
Labell
Button_G_Return_:
= Listview!

Button_Erase_List

The table below shows in detail the new names and the properties of the components.

from the drawer

Layout

we
drop

drag

the

component

Horizontal

H_A_G_Menu_2

Alignment

and we name the component we modify the properties

AlignHorizontal: Center
AlignVertical: Center
Height: Automatic

Width: Fill Parent

30



Image

Label

Button

Horizontal
Alignment

Label

Image_Logo_DB

Label_Logo_DB

Button_G_Return_2

ListView1l

Button_Erase_List

Height: 50 pixels

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: Checked
Background Color: Yellow

FontBold: Checked

Font Size: 18

Text: STUDY and CONQUER
Height: Fill parent

Width: 200 pixels

TextAligment: Center
Background Color: Cyan

Shape: Rounded

Text: Return

Height: Fill Parent
Width: Fill Parent
TextAligment: Center
Background Color: Black
Height: 200 pixels
Width: Fill Parent
SelectionColor: Light Gray
TextColor: White
Textsize:22

FontBold: checked

Font Size: 14

Text: Erase List

Height Fill Parent
Width: Fill Parent

TextAligment: Left



App Inventor Study and Conquer Application

Non visible components

Fi Y i Y A = Fiy ]
Motifier_End_List Motifier End_Letter Motifier_Add_List TinyDB1 Motifier_Erase_List Clock_Count_Up_C
FiY
Motifier_Return

Clock Clock_Count_Up_G TimerAlwaysFires: Checked

TimerEnable: Checked
Timerlnterval: 1000
Notifier Notifier_Return BackgroundColor: DarkGray

NotifierLength: Long

TextColor: White
Notifier Notifier_End_List BackgroundColor: DarkGray

NotifierLength: Long
TextColor: White

Notifier Notifier_End_Letter BackgroundColor: DarkGray
NotifierLength: Long
TextColor: White

Notifier Notifier_Add_List BackgroundColor: DarkGray
NotifierLength: Long
TextColor: White

Notifier Notifier_Erase_List BackgroundColor: DarkGray
NotifierLength: Long
TextColor: White

Sound Buzzer Minimuminterval (ms):500

Source: None

32



Blocks Editor

So far, in the Design window (Designer) we have designed a part of the screen for our

application, but we have hardly set the behavior.

Therefore we will click on the Blocks Editor (the Blocks button is at the top right next to

the Designer tab) to associate actions with events and, essentially, we will program, by adding

the appropriate commands.

We move to the command section of the application by clicking the Blocks button.

Ive Screen

[Clbispiay hidden components in Viewer

Check to see Preview on Tablet size

@' STUDY and CONQUER |
3 =

‘Components

9 Screen]

JH_A Logo 3

& B a1 score 3
@ PH_AImage_3
@ [H_a_ouestion_3

& [HTableArrangement3

Properties.
H_A2_Menu_1

AlignHorizontal

Center: 3 *

AlignVertical
Center:2 +

BackgroundCalor

& By a sumit W Defoutt

8 Py_a_congquer Height

! l—. ; ® By aLogo2 Fil parar..
%/ 8 [Hvamen 2 -
_— - n. .. N D

Screenl

In component Screen, open the Blocks Editor to add the behaviors for the app. Firstly,
you must define what the functionality of each of the buttons on the home menu. By clicking

the “Button_Exit_1" the application closes.

e ton_Exi_1 -

do E_cl\bse application

Clicking this button “Quiz” will allow the layout of the sub-menu Quiz is visible and the

main menu is hidden.

when [PMEREY Click
B0 set GENTTNED - WD to K
el H A1 Menu 1 - i Visible - JUIL

set GEVEICTIED - COECES to |

- H A i )
YA Togo 2~ JVisile * KA
eV A Menu_ 2+ B Visible =

—




App Inventor Study and Conquer Application

These two buttons “Game” and “SlideShow” allow you to open two other screen

respectively.

| open another screen screenMame

Sub- Menu Quiz

Clicking this button “Button_Return_2" will allow the layout of the sub-menu Quiz is hidden and

the main menu are visible.

when Click
do  set

set
set

set

set
| S—

This button “Button_Quiz_ENG_2" allow you to open the screen Quiz_Eng.

W Button_Quiz ENG_2 ~ el
do uj}alamﬂﬂscrem screenName  ° [EIFlEN)
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Quiz_Matthematics

Variables

To set the number of variables, we will need the following blocks:

Block Type Drawer Purpose

to Variables Defines the QuestionList variable

to Variables Defines the AnswerList variable

1}

to Variables Defines the SelectionA variable

!
:

to Variables Defines the SelectionC variable

5
:

to Variables Defines the Picturelist variable

name
name
name
name |« Variables Defines the SelectionB variable
name
name
name

5
:

to Variables Defines the currentQuestionindex variable

p— . Used to insert the items of the QuestionList,
2| make a list . . . . .
= Lists Answerlist, SelectionA, SelectionB, SelectionC

and PicturelList

n (3 of them) Text The actual questions, answer and selection
initialize global (=715 to Variables Defines the seconds variable
@ Math Select the first question by using an index of 1. Set
a
(10) the value to be 0.

initialize global (=1 to Variables Defines the Score variable




App Inventor Study and Conquer Application

E Math Select the first question by using an index of 1. Set
a
the value to be 0.

initialize global |to Variables Defines the Selection variable

n (0) Text The actual selection checked

We create global variables by dragging in a initialize global name to block from the
Variables drawer and double-clicking the default name "name" to change its name. The
initialize global name to block has a slot for the initial value of the variable. The variable can

represent a number or text, or even a list, for which you can plug in a make a list block into the

variable definition.

The blocks should look like this:

initialize global to (&) make a list o VWhat is the value of this number as a percentage? §
| VWhich term best classifies the triangle? &

initialize global | |to & make a list

mnitialize global | fo @ make a list
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initialize global to | (@] make a list

mitialize global fo |2 make a list

initiahze global @] make a list




App Inventor Study and Conquer Application

Quiz MAT button

When you click the “Button_Quiz_MAT_2”", the app should choose the first question in
the list and display it in the “Label_Question_3” component, the picture in the
“Image_Question_3" and the option in the “Label3”, “Label4” and “Label5”. The score
“Label_Score_Value_3” is initialized to 0 and the clock “Timer_CountDown_3” starts to
countdown to 10 seconds. To emphasize also that the logos and the previous menu will be

hidden from view.

(= Bution_Quiz_MAT 2 - I

set

== Bution_Next_5 + J Enabled * iRy false

B Timer _CountDown 5 ~J§ TimerEnabled + U

B3 CheckBoxT + JEnabled * Kl

== CheckBox2 + J{Enabled * KRy frue

=g Cabel_Score_Value 3~ J Text * Ol

=3 CheckBoxs + J{Enabled * KRy frue ~

B CheckBoxi + J Checked L

B CheckBox2 + J Checked - L

B3 CheckBoxs + J Checked ~ JIq} false ~

=1 global seconds + |13

== M Label_Question_3 v | to | selectlistitem list | get GIELEONESILT NGRS
index | (D

E=Wimage_Question 3 ~ M Picture ~ ROBC - =1 =1 (P gobal PictureList - |
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CheckBox

In accordance with the three options “ CheckBox1;2;3” must select an option to be able
to follow the Submit. With this structure is only possible to select a checkbox every time taken

the variable globalSelection the name 1, 2 or 3.

when [SER3=EFAIES -Changed (UUEL CheckBox? = EeELLEL]
'@ M CheckBox1 - | Checked - | /@ ¢ (8 CheckBox2 - I Checked - |
=0 BEE global Selectio te | @) IR global Selection v FGRENE 2 e
set . to | set - to |
set ) w M set . to |
set . to b T
' . S
else  set
set . I ! set

Sk ) L set

set ) set

=1 global Selection * L) - global Selection * 10
L. S

UL CheckBox3 » eELLEG]
'@ [ CheckBox3 - | Checked - |
- T global Selection + JCMNE S B
set - to |
set - to ..

set . to |

else  set . to |
set . to |
set . to |

set

=1 giobal Selection - NN 0%
| S glob ctio u
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Submit button

Next, we will add blocks that report whether the user has answered a question correctly
or not. The user enters the answer in “CkeckBox”“ and then clicks the “Button_Submit_3". The
app must compare the user's entry with the answer to the "CurrentQuestionindex", using an
“if then eslse” block to check. The Label_Result should be modified to report whether or not
the answer is correct. If the answer is correct will increment the value of 1 to the score and the
picture “Image_Conquer” will begin to be built. When the score reached has the value 5 will be

shown the message “Congratulations” and the quiz ended.

when ETTTRSTIRNCER Clck
vl S P72 global Selection * JL= * L L Ll jobal Answertist = | |

sot (EERTEIED WD © || (S

&
S-§ Lbel Score Value 3 - W Text ~ MR clobal Score -

el mer_CouniDown 3 + i Timertnabled + IO faise

=W Image_Conguer * B Piclure * BT Gl pn 2§ global Score |
— "

- ERE | abel Result 3 + M Text + OIS Incorrect i
set ﬁ""“ w v'".,'¢.7' to

Y Timer_CountDown_3 + J Timerenabled + JUgy, (aise -

A=Y giobai Score + ]| = - M5
[Notfier_End_3 + ESLTVLL
nobice
‘Enabied * Bl false
§ Enablec + R faise
-he i | false
sel L;.,,._v.u;:,&:@ Enablec + MR false -
BN Bution Next 3 - W Frablec + O faise —
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Next Button

Now program the behavior of the “NextButton_3”. We have already defined the
“currentQuestionindex” to remember the question the user is on. When “NextButton_3" is
clicked, the app needs to increment this variable, e.g., change it from 1 to 2 or from 2 to 3, etc,,
and then use the resulting value to select the new "CurrentQuestionindex ". When it reaches
the end of the last question appears a notification. If the answer is “NO” maintains the same

menu and if the answer is “YES” starts again the Quiz.

butband Feaxt
Enittomn@ Tzl

cancciable

ol | ahel Cuestion 5 [ Teod - WIS
Label Rosu LR o ‘B’

P Checabiosl » W Ghecked » Rl tace

Pl CheckBo? + B Ghecked © RO Ase
 CheckBoxd - W Checked - RUMC “alse - |

o recition - W Cnaved - G e

s CEEETERD ErETks v 0

el Checnox: - W enabed * B tue ¢

ot CETTERS TRt NEEE

] E-T_'::.h'::.m E bl S fakse

By e CounBoun * J VmeEnabed - Ly e -

& P clabal CurrentGuestioninges - L= * L= 11 = 3 - JMF"=] cobal GuestionList |
(L1 _-;.n:_-t ':':';' CumentCluestonindex = £ m

MR nbal CurrenlGuestioninge, + 1 '@
4l Label Guesion 5 " M 1es - R o) ST clobal GuestionList =
ndex | gel G
i I':":!: ._E_“ to sedecd st bem st (=l glotal Selechons
mdex g
sel [(EEEEED D to b select bt dem kst | ge
mdex

set [EEEE - 1SS to 0 selecthisttem kst

L Sl lntal CurramiGuesianindey ©
s (DTS GETEES o ¥ sseetistion st got FEEIEETEE

B ol CurrentCuestioninge - |
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Sat

EY gobal Score - |9

S

celect st gem Bst | get FEEISTTES RS
index | £

sedect lisd ilem e
wuiex
sodoct list dem list
nidex
sedect list temy list
oex
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Return button

When you click the “Button_Return_3”, a message appears. If the answer is “YES”
returns to the previous menu and if the answer is “NO” maintains the same menu. It is possible

to return to the previous menu at any time.

N Button_Retum_3 - Jol
do call CEEEGETOERED ShowChooseDialog
message

title

button1Text
buttonZText

cancelable |

when AfterChoosing
choice

=l compare texts | get = v I YES
(H A Logo 3 + [ Visible - WOR false -

H A Questio N Visible ~ RG]
[F_A Logo_2 + J Visible - 3

¢ global CurrentQuestionindex « FGEIE 1
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Timer

We will need to implement a clock “Timer_CountDown_3" in order to control the

response time of the Quiz. If the “Time remaining” reaches 0 seconds will appear the message

“Timeout”.

U Timer CountDown 3 = B0 S
24 global seconds - || = -~ JH0]

do | (&) if

then

else  set to

set

. —

44



Quiz English

Variables

For this quiz the name of variables is the same, however the content of the

different according to who is below:

initialize global to @) make a list

initialize global to [¢| make a list

initialize: global to | [&| make a list initialize global [@] make a list

(2| make a list

initialize global to

initialize global to ‘@] make a list

lists will be



App Inventor

Quiz English Initialize

screen.

set [DIENLETKED U_I fo m
ol T A Check 3 - [ Visible = QIS tie «

c=8l H A _Submit ~ [ Visible - RGEE irue - |
ol H A Conquer = I Visible = TR true -« |
Set :-:T:l l=| :n =_'.|:"' fo falze -
==l Hutlon_Submi | Enabled - LS false

true -
ol CheckBoxd « W Enabled = WM true |
W | anel Score Vale [Tet * R

==l | abel Result 4 - M Text + R ‘|
ol CheckBox = W Enabled = R e -

W CheckBoxl = W Checked = o)
sct (EIETVRD - (SIEITED o 'En

B oot soconds - LRI 0

sl [EETEETTIEED - I to i selectistitem kst | get

index | IED

W image_Cueston_ 4 * I Picture * Rl =1 =0
index

set [ESEEED - R to

inchex
sel [EEEED - IEE to 0 select kst temn kst
inchex
set [EREEED - I o select st tem hst
index

M

Study and Conquer Application

It is initialized in the same way that the Quiz Mathematics, and here is open a new
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Return button

When you click the “Button_Return_4”, a message appears if the answer is “YES”
returns to the previous menu and if the answer is “NO” maintains the same menu. It is possible

to return to the previous menu at any time.

=W Button_Retumn 3 « o0
do call IEGOEEGETGERS ShowChooseDialog
message
title
button1Text
button2Text

cancelable

=1l Motifier Return 4 = Wit g# ikl
choice

do (o] i

compare texts | get (S B8 (=)
then

S




App Inventor

SlideShow

Study and Conquer Application

It’s a sample gallery application in that application. | have a set of 3 images.

Variables

In the above image, we used “make a list” block to create a list named Image, and Label

with three items .The variable index is initialized with value 1.

Block Type

Drawer

Purpose

initialize global (=15 to

Variables

Defines the Image variable

[@| make a list

Lists

Used to insert the items of the Image and Label

n ( 3 of them)

Text

The actual images, SS_1,SS_2 and SS_3.

Text

In list Label(1):

John Horton Conway. Important contributions
to game theory, group theory, number theory,
geometry and (especially) recreational
mathematics, notably with the invention of the
cellular automaton called the "Game of Life"

Text

In list Label(2):

Game theory is "the study of mathematical
models of conflict and cooperation between
intelligent rational decision-makers

Text

In list Label(3):

While we’re at it, we really have to discuss the
Fibonacci sequence more. First formally
described by a mathematician called Leonardo
Pisano who was born in 1175, its name comes
from a misreading of Pisano’s mention — son of

Bonaccio — from a manuscript.
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initialize global to Variables Defines the Image variable

:E Math Select the first image by using an index of 1. Set the
a
(1) value to be 1.

initialize global | to | (¢ makealist “ ESENT)T
o Ss_z-m o
L] Ss_a_m by

initialize global Ito | (@] make a list

While we're at it, we really have to discuss thi

initialize global jto | D

Next button

When the user clicks “Button_Next”, the index is checked to see if the user has gone too
far. If variable “index” is less than the length of the list “Image” (3 in this case), then the index
is incremented and the next picture file is placed into “Image_SlideShow”. When the variable
“index” is equal the length of the list “Image” the button “Button_Next” will go disable and the

button “ Button_Previous” will go enable.

(> ) when Ciick

do (o] i

<[4 global index * length of list list | get CLLEIIETR
then | set CRZIZNB© | ©) (! get EREITTED | * ||©
&Y mage_Sidesnow ~ I Prcture ~ OO0 "1~ MUY giobal image -

L Y global ndex

L = ST global Label ~
S clobal ndex +

==& Button_Next *~ B Enabled » Rol false =

utton Ous
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Previous button

This sample is similar to the “Button_Next” button code above but now the index
variable decrements and the slideshow goes backward. The if-test checks if the index is greater
than 1, because if it is already 1, the first picture is being displayed and we can’t go further back

because the button” Button_Previous” will be disabled.

‘Buiton_Previous + JeL

e <=1 global index - lengih of st list | get CLLEILE R

o i global index - ASRERIT lobal index + JISM 1

oM Image_SlideShow ~ M Picture » Rl select list tem list get
- T global index
ol [abel Text ~ M Text * RO select list tem list 3= ¢ global Label +
. T global index ~
=4 Eutton Previous - i Enabled + Ol frue - |
\.EEt Button_Next * [ Enabled ~ ROM - true = |

Return button

When you click this button” Button_Return_SS” to current screen is closed.

Button Return 55 -

| close screen
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Games

Variables

To set the number of variables, we will need the following blocks:

Block Type Drawer Purpose
initialize global (=) to Variables Defines the Picture variable
o | make a list
= Lists Used to insert the items of the Picture
n (5 of them) Text The actual cards
initialize global (=) to Variables Defines the seconds variable
@ Math Select the first question by using an index of 1. Set
(0) the value to be 0.
initialize global (=) to Variables Defines the minutes variable
@ Math Select the first question by using an index of 1. Set
a
(0) the value to be 0.
initialize global (=) to Variables Defines the cards variable
[ —— Lists Parses a text as a CSV (comma-separated value)
formatted row to produce a list of fields
: o 1.23.45 Text Each number corresponds to a card
initialize global (=" to Variables Defines the random variable

We have just created one empty list above, named random. “create empty list” block
can be found in Lists drawer in your blocks editor. This list is currently empty as we haven’t

added any items yet.
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initialize global | Jto | list fromcsvrow text ° EEEEE)C

initialize global [ Jto [ @ create empty list

imitialize global |

In the above image, we used “make a list” block to create a list named “Picture” with
five items .

imitialize global [ |to |2 make a list

Init button

This button “Button_Init” will be required to initialize the game and calls the procedure
“random”. When you click this button is initialized a new charter and the clock starts a new

count.

when (=TT Click

set
set
set
set
set
set
set
set

set

set

set .
59 global igual * LN 0
LY global minutes - [
set to

L
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Random procedure

In the Blocks Editor, open the Procedures drawer. Drag out a to procedure block and change

the label procedure to "random". If the list of cards do not end is initialized a new card random

with their image. For example, if the number of random generated is the 2 then will be

presented the “card_2". Of note, if all letters were initialized will see the message "List Over"

= 0 random |

do

C islistempty? st | get TN
then | cal [|JEE=GENNERED -Showhlert
(R | ist Over |8

LS

else | | o nitialize local | |to

random mteger from | | | o :Ierghujfﬁst list 4 global cards -+ |
set FEEIEEEED to || select kst item Bst "= 4 global cards * |
ndex | get (DN
remove list tem list | 12 global cards ~ |
index || get [EEEEE
et GEITED to b selectistiem it | get (ECILETCED

3 Y iobai random - | = - (1)
then | cal CETEED

e Ly global random - [ = - Ji{7
then  cal CZRIED

a 7Y dlobai random + = - I{3)
then | cal CILEED

e Y global random ~ = - Ji{4]
then  cal ETEED

Q. T2y clobal random + (= - Ji{E)
then | cal CEINED

[
L—

Cards procedure

Each card will have four numbers associated. Each number corresponds to a button
“Button_First ; Button_Second; Button_Third and Button_four”.

CONIER Y Button_First -~ B Text ~ JRCREN 2 |
P Button_Second - M Text * BeBG 4

Py ution third ~ I Tex - JORH ")
set CIETNETED WD t (6)
&

(o) to CEEED

do [ set EIIEERS . (=558 o | §)
P Button_Second - W Text - ReliL, 1 |
By Gutton_third + Y Toxt ~ JOON>.

Sl Button_four - B Text - RCRIE(6 |

do [ set CIEMNEED - UZHD © |G
Py Bution_third + Y Text 03
| sot CIEATED - WD © 10

do [ set TS - WSS to L6
=9 Button_Second + W Text - 0
=9 Gutton_third ~ N Text ~ JCME 7
| ot COENES - D L6

do | set IINATED LD b |G
Y Bution_Secona - J Text + X3

g Euton_third - J Text ~ RN 6 |
set ELENITED LGS © 1O
L —
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Numbers button

Study and Conquer Application

Each one of these blocks is associated to a number of each card. When clicked will put

the value in Label_num_2. Whenever you click on this button, they will be disabled and the

buttons of operators will be active.

when [EFENRE S -Click
Y Cebel rum 2 - W Text ~ S| Button First - ) Text -
E=q Button_more + W Enabled - RCNT true - |
E=q Bution_less ~ M Enabled + RO ¢

Gl Button_muiltipli - JFnabled - RCRU

| sot (EXENCETRD (D ©

|08 Button_third * B®TE3

o) set (EIENITIED - LZ5ED to
o =3 bled [} A
E= 9 Bution_more - N Enabled + ROl tue -
o =7 & hled El
9 Sution_Jess + Y Enabled + O truo |
S8 Button_multipli - B Enabled - JENE
= o ivide abled v
E= Eutton_dvide - i Enabled ~ JUgly true - |
- = = Pr= -
) Btion_third ~ | Enabled + JCAL, false -
el Label result ~ P Text - RORIEES 5
—

Intermediate results button

Button_third + [ Text -~ |

{1 N Button_Second + E&TH4

do

B Cabel num 2~ W et~ RO Sotton Second - Y Text |
Bi o r

B Bution_more ~ J Enabled + JOOIL trus -

B9 Gution_less + J§ Enablea + ey | true - |

S Gutton_muriph - ] Enabled - IR0y

| EEIZED o N

B9 Gution_Second ~ i Enabled - IRy

B Cabel resut + [ Toxt - RN B

[ —

LW Button_divide ~

PN Btton_four ~ e

do

= abol num 2 ~ M Text + NUME| Button_four ~ [ Text |

E (Text_~ ]

Keep the intermediate result of each arithmetic operation.

when -Click

o0 ECS Label num 2 - B Text - WOR Button_ather 1 - [ Text -
————

~o — :
EEY Bition_more -~ i Enabled + U tue
B Buition =55 ~ I Enabled - OB, tue

S8 Button_muiltipli + B Fnabled * O

g Bi vide abled

Y itton_dmde ~ N Enablec Ry (e -
Py Suton cther 1 - J Enabled - JOR e
-

when Click

do

B Eutton_more -+ J Enabled + Rols.
Y Eutton_less -~ I Enabled - O
| set CLONITNED CECETED © MOTRS
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Clear button
If you click this button the game will be initialized to the current card.

[y Buiton clear ~ K3
do set ENEGEED  EESE to RIS
Button_second * M Enabled * Rl true
(Bution_third I Enabled * K3
=@l Button_four ~ M Enabled * B
sel I the Text + RIS
==l Button_other_ [Enabled * |
==q Bution_other 2 + W Text + &
== @ Button_other_2 ~ | Enabled + |
== Label num 1~ Text ~ JCOMMAY |
S il Label_operator ~ B Text * RUMISEN &
=4 Label num 2 ~ [ Text * KON |
set (EENENED WD o ('@
set “more T | fa
- @ Sutton less [ Enabled + RG] ‘@
set ] | Enabled ~ RGN
set
set

—

"

B

Operators

When you click on an operator to the value of the number that is on the Lable_num_2

goes to Label_num_1.

\L- Button_multipli © He 20 WU R Button_more * Be S
o =W el num 1 W Text * KOO Lebel num 2 - W Text * | 0 ey Label_ num_1 ~ [ Text v G Label num_2 * [ Text - |
= | abel_operator ~ W Text * Rt X & =8 Label operator - [ Text ~ |
== al Button_multipli ~ B Text ~ REIESE X |5
S=gllabel_num 2 - M Text - RN &
set (ERENETES (I8 to | ‘@
== Button_more * W Enabled * RGM true - |
= al Button_less v M Enabled ~ RUME true - |
=8 Button_multipli ~ B Enabled -~ ROME false -
&3 Button divide v B Enabled v R true - |

when (TICINEESRE Click L8 Button_divide * Mol

< e Label num 1 v B Text * ROMGH Label num_2 * B Text ~ § "0 BEEH Label num 1 + [ Text ~ JCRE Label_num_2 ~ i Text - |
== [abel_operator - [ Text * RO =W Label operator + I Text ~ OB/ |
28 Button_less + i Text ‘@
set (ERENITVED - IEED o

‘@ 2l | abel result * M Text + B

L2 Button_more * M Enabled v RGIE true =W Button_more * W Enabled * R0
-8 Button_less ~ M Enabled ~ RO false - =W Button less + W Enabled * R
=8 Button_multipli * 8 Enabled ~ RGN true -« =8 Button_multipli ~ B Enabled * BOM " true «
{E5)) Button_dwide + [ Enabled + JORE true - &) Buton_dvide - W Enabled - R false -
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Add button

By clicking the “Button_add” will be checked which the operator that was selected
made then your calculation. When you click the first time the “Button_add” the partial result
will be displayed in “Button_other_1". Clicking a second time on the result displayed on the
Button_other_2". The last time that you click the add button the result will be shown in the
“Label_result” and compared with the value of the “Label_24".If the end result is equal to 24
will see the message “END”, the “Score” is increased by 1 and the timer”Clock_Count_Up_G”

stop.

[Labe Somator Mt~ J - IS
(Lo Uk (Lanal_sum_1 - 1 Tour < JEE [ o0al e 7+ I Tewt - |
Leel jeset - Qi Tea - 34 )

[ Lobel roast - B Toot © 1 # - JN0)

{ (NIRRT v a
AR L G

OIS N8 5

ol EETTRD G &
o (IIDCICEES LN = (EDIETE 28

56



Timer

The time “ Clock_Count_Up_G” will be is incremented up to two minutes. When you
reach this time appears the message “TimeOut”, with red color, and the buttons of numbers of

card disabled.

ey Tiock_Count_Up G+ B

do [ o i

- BYCoc Coui Up G W rerenabis - L
[Cabel_Tme Vaive ~ I 1o QUMM (me0u
[Cobel_Tme Vaiue + J§ Teaconr + |3
m | E :":'. o
[uiton tha —J Enbled — 0
[Bution_four - Y Enabled - [} faise -

e B global seconds - LLRRNEIIRIRY iot o seconds + RG]

21 global seconds - Jil = * & 59

NETED UZED o || o) join ) get (ELEETIERS
T

i Y clobal seconds -

2] global seconds - Ji[ = * I8 59

£ global seconds — TRIN0)
Bl Latel_Time_value + J4 Texi + JCOIRE ] clobal seconds
bl mnutes - LLRRREIIEIRY oiobal minutes - RS 1)

B Tahel Time_value_m + i Text + JCRMON™ "] olobal rinutes - |

Return button

When you click the “Button_Return_1”, a message appears. If the answer is “YES”
returns to the previous menu and if the answer is “NO” maintains the same menu. It is possible

to return to the previous menu at any time.

11l Button Return 1 + eTE 4
do call [FGEMGETRES -ShowChooseDialog

message @ Do you hope to return? &

when AfterChoosing

B

fitle
button1Text
button2Text

compare texts

Felcroce - )L IS

cancelable then | close screen
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Add List button

When you click this button” Button_Add_List”, the name and the score will be added to

the database.

\u= 1 Button_Add_List » H& TS
do  call EEUTREENES -StoreValue
tag

valueToStore | abe

o= B Notifier_ Add_List .ShowMessageDialog

message

title

buttonText

=g TexiBox Name ~ I Text * LORME &
| set (ETETTREATES - (S5 to

List button

This button “Button_List” allows visualizing the data added. We have created a local

variable” TaglList” and “ItemList” to list each of the items added.

when GClick
L TR TobleArangement] + W visble - Rels (215 ¢ |
H A Add List . EEIEEE to

cot GENSEETRED - CEID © WIEEEN
oo GEAEETRED  EEEE o PR
sel ENEEEITRED (R ¢ HE
el A Operalon 1 - | ol - |
st GRS - WEES v NS

LU

mitialize local [T 0 Yo | o creafe empty list
n [frcach_mlist | gt TEEED
do | 0 add ilems o st st 1ped
e T jHn ged [ENER
‘B
call RIr=EIE -Getvalue
tag | oot 0K
wathzl ey Mol Thesre: ‘B

B _G_tienu_2 + J visibe - 0
= [ENEGED  CEECER o
Y i & o 2 Y Vsl - L

58



Erase List button

This button “Button_Erase_List” allows you to delete all items added in the database.

when Click
[N TinyDB1 » R
call ShowMessageDialog

message
title
buttonText

Return button

Clicking this button “Button_G_Return_2” will allow the layout of the DataBase is
hidden and the Game is visible.

when |- TN EN A Click

L EEE W [ablefrangement « M Visibe + RS true - |
st CEAENERED - (EEA v HETE
= (ENEETRED (ECED « NOTES
s GENTEEAED GRS o WO

sot ILNEEEEA - WA o MO

set (NN - MEECED o MECE
PR A_mage 1+ i Visole + JUgy e
PR L stviewt + I vistle + JORG f35e -

Pl Guitan G_Feetn 7 - J visole - IOy =5

Suilon_Erase L (bl «




