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RUNEAT TUTORIAL 

 
RunEat is an application developed by AppInventor 2.0, an open source software            
developed by MIT. 
The application aims to help people to have a healthy diet. This is done by               
calculating the calories, BMI and BMR, providing the pedometer, a device for            
calculation of the steps taken during the day and that, combined with the section of               
the calculation and curiosity advises users what to eat and what activities it is better               
to play in maintaining a healthy body. 
The application is suitable for people aged between 10 and 99 years thanks to its               
simple and intuitive interface. 
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RUNEAT DESIGN  
 
The design of the application is very simple. We created simple images with the              
Paint.net program. 
Each image was conceived by a group of designers who were concerned only with              
the graphic part of the application. 
Each image recalls the combination of white / orange colors we chose to associate              
with our application. 
The orange used is FF9800. 
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STEP BY STEP 
 

1.HOME 

 
Figure 1 

 
The Application Home has the logo in the top center of the screen, followed by four                
buttons pointing to the different parts of the application: 
- A flame for calories 
- One foot for the pedometer 
- A man for exercises 
- A chef for recipes 
Each button, when pressed, will allow you to open a new screen with the dedicated               
application part. 
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So let's go with the components of our app and in           
particular an HorizontalArrangement that we find in the        
Layout menu. 
Subsequently we will insert a VerticalScrollArrangement      
within this box, which will serve if we have smaller          
screens of the page size and three       
HorizontalArrangement. 
 
 
 
 
 
 
 

Figure 2 
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The first HorizontalArrangement will have as its       
property: 

- AlignHorizontal: center: 3 
- AlignVertical: top: 1 
- Height: 10% 
- Width: fill parent 

 
In this box we will insert the image of the application           
logo, loading it from the properties that are on the          
right side of AppInventor. Always include in the        
properties as height and width data respectively 10%        
and 20% and click on the box that makes this image           
visible. 
 
 
 
 

Figure 3 
 
 
Let's now go to the second HorizontalArrangement that will contain the first two             
buttons, the one related to the calories and the one related to the pedometer. The               
procedure for button insertion is very simple, just click on User Interface and then on               
Botton. Rename each button so it will be easier to write the code later. To rename,                
just select the button inside the components, and click the Rename button at the              
bottom of the Components pane. 
In addition, each button must be depicted with the image of its function, so let's load                
the corresponding image into each property. 
As far as the Height property is concerned, this will be a fill parent, and by the width                  
we will have to indicate 50% so that each button will occupy half of the box. 
 
We will do the same for the third HorizontalArrangement, but changing the button             
images and names to the latter. 
The end result must be as in Figure 1. 
Before we pass code writing, we create four more screens that we will use for the                
four parts of the app. We give each Screen a name. 
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BLOCKS: 
 
As for the code this is very simple. Let's go to the Blocks mode. 
The code will cover the four buttons that each will have to open a different screen. 
But the code will be the same for everyone. We put the first block of calorie brass,                 
which we find by clicking on the calorie lock, "When calorie_Button2.Click do". This             
will allow us to say that when the button is clicked it will have to do an operation.                  
Below we insert a second "open another screen screenname" check block followed            
by a blank text block where we will insert the screen name that will have to open that                  
button. In my case "jokes". 
This must be done for all four buttons. 
Here is the code: 
 
 

 
Figure 4 

 
 

At this point Home of our application is over. We can then try out whether it works                 
through the emulator or using our smartphone. 
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2. CALORIE (Screen Scherzone) 

 
Let's now create the next screens for our application. The first we will build will be the                 
one related to Calories. 
First, let's enter a HorizontalArrangement where we put a button. In the property of              
the latter, we will insert the image of the application logo. 
We then insert two Labels that we call met_bas and IMC respectively and in their               
properties we remove the flag from visible. 
Next we will insert a VerticalScrollArrangement, renaming it card1, inside which we            
will put three buttons that we will call respectively: 
Basal Metabolism 
Calculation of the calories 
Body mass index 
Each button will look like a white button with orange border that we created earlier.               
We now insert a textbox named BMR_dom and in the property we remove the visible               
flag. 
We now insert two VerticalArrangement, which we rename met_basale and          
IMC_schermo respectively. In the first, we insert a textbox called IMC_dom. In the             
second, however, we include a Notifier and a Storage TinyDB. 
 

 
 
At this point the graphic part of the second         
screen is completed, then we can proceed       
with the code. 
The result of the graphics will be like the         
picture here to the side. 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 5 
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BLOCKS: 
 
We put a checkbox "When ... click Do" and select BMR? In empty space. After DO                
we will connect the blocks for met_basale and BMR_dom. This block will be "set ...               
visible to" for both, followed by the Logical False block for the met_basale and true               
for BMR_dom. 
This code sequence is used to hide or display components on the screen. 
 
 

 
 

 

 

 
Figure 6  
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Let's now write the code for calculating the BMR. The code will first allow us a                
division based on sex, weight and age. 
Below are the blocks to insert: 
 
 

 
Figure 7 
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Figure 7bis 

 
Each of these blocks calculates the BMR based on the age and weight of the subject                
that is using the application. 
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Next we will write the code for the Calculation of the Body Mass Index. The body                
mass index as the basal metabolism is an operation that uses the data that the user                
inserts. Additionally, this feature allows the user to identify his physical shape. 
Below is the code that allows us to perform these operations. 
 
 

 
Figure 8 

 
BM and Calorie Calculation use a TinyDB data storage call to save the results,              
which are displayed in the archive of the day. This tool saves values by associating               
them with a key. 
To do this we need to write code that will allow us to save the data in our database.                   
In particular, we will have to insert these blocks: 
 

 
Figure 9 
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The next blocks to insert are those that allow us to open a new Screen when the                 
Calculation Calorie button is pressed and return to Home when we press the logo. 

 
Figure 10 

 
 
Lastly, we need to include a code block that allows us to change the colors in our                 
application. 
 

 
Figure 11 




