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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.

Exit

Basic concepts

e Events.
e Random numbers.
e Variables
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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 ~

D E En App Inventor is now in Portuguese! Loogle™ Custom Saar “

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.

g MIT App Invent{E);reé Projects Connect *  Build +  Help ~ My Projects  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 S_and_C 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 ...
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Import objects in the workspace of the Viewer

Screenl

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

Title: S_and_C
Background Color: White
Scrollable: un-check
ShowsStatusBar: un-check
TitleVisible: un-check



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).

0o STUDY and CONQUER
D2 Exit

= H_A_Logo_1
| _ogo_1
. ‘ ‘lLabel_Title_1
..... Button_Exit_1
@D = H_AT_Menu_1
. . = Quiz

..... SlideShow

= H_AZ_Menu_1
& - (w1 SGame

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: Centre
Alignment

AlignVertical: Centre
Height: Fill Parent

Width: 50 pixels



App Inventor

Image

Label

Button

Horizontal
Alignment

Button

Button

Logo_1

Label_Title_1

Button_Exit_1

H_A1_Menu_1

Quiz

SlideShow

Study and Conquer Application

Height: Fill Parent

Width: 50 pixels

Picture: Logo_S_and_C.jpg
ScalePictureToFit: ckeck
Background Color: Yellow
FontBold: check

Font Size: 18

Text: STUDY and CONQUER
Height: 200 (pixels)

Width: Fill Parent

TextAligment: center
Background Color: Cyan

Shape: rounded
Text: Exit

Height: Fill Parent
Width: Fill Parent
TextAligment: center
AlignHorizontal: Centre
AlignVertical: Centre
Height: Fill Parent
Width: Fill Parent
Height: 120 (pixels)
Width: Fill Parent
Image: Quizl.jpg
TextAligment: center
Height: 120 (pixels)
Width: Fill Parent
Image: SlideShow.jpg

TextAligment: center

10



Layout Horizontal H_A2_Menu_1 AlignHorizontal: Centre

Alignment
AlignVertical: Centre
Height: Fill Parent
Width: Fill Parent
Userinterface Button Game Height: 120 (pixels)

Width: Fill Parent
Image: Games.jpg

TextAligment: center

Sub-Menu Quiz

You should now be prepared one of the sub-menus which in this case is the Quiz.
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The table below shows in detail the new names and the properties of the components.

Horizontal H_A_Logo_2 AlignHorizontal: Centre
Alignment

AlignVertical: Centre

Height: Fill Parent

Width: 50 pixels
Image Image_Logo_2 Height: Fill Parent

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: ckeck

Label Label_Title_2 Background Color: Yellow
FontBold: check
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: Centre
Alignment
AlignVertical: Centre
Height: Fill Parent

Width: Fill Parent

12



Userlinterface Button Button_Quiz_MAT_2 Height: Fill Parent
Width: 130 (pixels)
Image: Quiz_Mat.jpg
TextAligment: center

Userinterface Button Button_Quiz_ENG_2 Height: Fill Parent
Width: 130 (pixels)
Image: Quiz_Eng.jpg
TextAligment: center

Userlnterface Button Button_Quiz_CHE_2 Height: Fill Parent
Width: 130 (pixels)
Image: Quiz_Che.jpg

TextAligment: center

Quiz Mathematics

You'll design the quiz game so that the user proceeds from question to question by
clicking a Next button, and receives simple correct/incorrect feedback on each answer.

a'e STUDY and CONQUER

: Return

Time: Score: s [mageZ_Logo_3

Label_Title_3

Button_Return_3

m

=4 = H_A_T_Score_3
Label_Time_3

Label_Time_YWalue,

Question: Label_Score_3

Label_Score_Value
H_A_Image_3

s [mage_Ouestion_3

A i 3
H_A_Question_3

1 i r Label_0_3

Label_Question_3
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Question:

Submit Next

m

Study and Conquer Application

TableArrangement3
| CheckBox1
v|CheckBox 2
v|CheckBox3

Label4

Label3

Label5
H_A_Submit

Button_Submit_3

Label_Result_3

Button_Mext_3
H_A_Conguer

i |mage_Conguer

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

from the drawer

Layout

Userlnterface

Userlnterface

we drag and we name the component we modify the properties

drop the

component

Horizontal H_A_Logo_3
Alignment

Image Image_Logo_3
Label Label_Title_3

AlignHorizontal: Centre
AlignVertical: Centre
Height: Fill Parent
Width: 50 pixels
Height: Fill Parent

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: ckecked
Background Color: Yellow

FontBold: checked

Font Size: 18
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Text: STUDY and CONQUER
Height: 200 (pixels)
Width: Fill Parent

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: Centre

Height: 20 pixels

Width: Fill Parent
Label Label_Time_3 Background Color: None

FontBold: checked

Font Size: 14

Text: Time:

Height Fill Parent

Width: 40 (pixels)

TextAligment: left
Label Label_Time_Value_3 Background Color: None

FontBold: checked
Font Size: 14
Height Fill Parent
Width: 150 (pixels)
TextAligment: left

Label Label_Score_3 Background Color: None

FontBold: checked
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Font Size: 14
Text: Score:
Height Fill Parent
Width: 45 (pixels)
TextAligment: left

Label Label_Score_Value_3 Background Color: None
FontBold: checked
Font Size: 14
Height Fill Parent
Width: Fill Parent

TextAligment: left
Horizontal H_A_Image_3 AlignHorizontal: Center
Alignment . .

AlignVertical: Center

Height: 150 pixels

Width: Fill Parent
Image Image_Question_3 Height: 100 pixels

Width: 100 pixels
Picture: None

Horizontal H_A_Question_3 AlignHorizontal: Left

Alignment . .
AlignVertical: Top
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

16



TableArrangeme
nt

Label

Horizontal
Alignment

Button

Label

TableArrangement3

CheckBox1, CheckBox2,
CheckBox3

Label4, Label5, Label6

H_A_Submit

Button_Submit_3

Label_Result_3

Font Size: 14
Height 40 pixels
Width: Fill Parent

TextAligment: left
Columns: 2

Rows: 3

Height 130 pixels
Width: Fill Parent
Background Color: None
Enabled: checked

Font Size: 14

Height Fill Parent
Width: Fill Parent
Background Color: None
Font Size: 14

Height Fill Parent
Width: Fill Parent

TextAligment: left
AlignHorizontal: Left

AlignVertical: Top
Height: 40 pixels

Width: Fill Parent
Background Color: Default

Shape: Default
Text: Submit
Height: Fill Parent
Width: Fill Parent

TextAligment: center
Background Color: Cyan

Font Size: 14
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Button

Horizontal
Alignment

Image

Button_Next_3

H_A_Conquer

Image_Conquer

Study and Conquer Application

Height Fill Parent
Width: Fill Parent

TextAligment: Center
Background Color: Default

Shape: 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

Note: The quiz of English and Chemistry are not yet finalized, so it is not possible to

submit a description.

Non visible components

7Y

MNon-visible components

7Y

Motifier_Return_3 Motifier_End_3 Timer_CountDown_3

18



SlideShow

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

Screen_SlideShow

&' STUDY AND CONQUER
it f) e Return
=
= H_A_SS5_Logo
[
= Image_Logo_ 55
Label_Title_55
Button_Return_55
= H_A_S5_Ilmage
s |mage_SlideShown
= H_A_S5_Button
Hext Previous
Button_Mext
— ——— . Button_Previous
hiz sample iz zimilar to the “Mext” button code above but
now the index variable decrements and the slideshow = H_A_Text

Label_Text

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

from the drawer we drag and we name the component we modify the properties
drop the
component

Layout Horizontal H_A_SS Logo AlignHorizontal: Center
Alignment
AlignVertical: Center
Height: Fill Parent

Width: 50 pixels
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Image

Label

Button

Horizontal
Alignment

Image

Horizontal
Alignment

Image_Logo_SS

Label_Title_SS

Button_Return_SS

H_A_SS_Image

Image_SlideShown

H_A_SS_Button

Study and Conquer Application

Height: Fill Parent

Width: 50 pixels

Picture: Logo_S_and_C.jpg
ScalePictureToFit: ckecked
Background Color: Yellow
FontBold: check

Font Size: 18

Text: STUDY and CONQUER
Height: 200 (pixels)

Width: Fill Parent

TextAligment: center
Background Color: Cyan

Shape: rounded
Text: Return

Height: Fill Parent
Width: Fill Parent
TextAligment: center
AlignHorizontal: Left
AlignVertical: Top
Height: 250 pixels

Width: Fill Parent
Height: Fill Parent

Width: Fill Parent
Picture: SS_1.jpg

ScalePictureToFit: ckecked
AlignHorizontal: Left
AlignVertical: Top

Height: 50 pixels

Width: Fill Parent

20



Button

Button

Horizontal
Alignment

Label

Button_Next

Button_Previous

H_A_Text

Label_Text

Background Color: Default
Shape: Default

Text: Next

Height: Fill Parent

Width: 100 pixels

TextAligment: center
Background Color: Default

Shape: Default
Text: Previous
Height: Fill Parent
Width: 100 pixels

TextAligment: center
AlignHorizontal: Left

AlignVertical: Top
Height: 150 pixels

Width: 50 pixels
Background Color: None

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

TextAligment: center
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Game

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 figures to reach the result of 24.

e
i J‘} 3 Return
|Time: Score: s Image_Logo_1

*Label_Title_1

= Button_Return_1

= H_A_G_Score_1

m

'ILabel_Time
Label_Time_Value
\ el S
Init Label_Score
‘ILabel_Score_Value

= TableArrangement1
dButton_Second
— = Button_third

d Button_four

dButton_lirst

G = Button_cther_1

JButton_other_2

= Button_Init

22



H_A_Operator_1

Button_more

Init

Button_less

Button_multipli

Button_divide

= H_A_Results_1

Label_nunn_1

Label_operator

Label_num_2

Label_result

Add Creoutict Label_24
List SERiE =5 y_a_add List_1

Button_Add_List

= o =' TextBox_Name

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

from the drawer we drag and we name the component we modify the properties

drop the
component
Layout Horizontal H_A_G_Menu_1 AlignHorizontal: Centre
Alignment . .
AlignVertical: Centre
Height: Fill Parent
Width: 50 pixels
Userlinterface Image Image_Logo_1 Height: Fill Parent

Width: 50 pixels
Picture: Logo_S_and_C.jpg

ScalePictureToFit: ckecked
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Label Label_Title_1 Background Color: Yellow
FontBold: check
Font Size: 18
Text: STUDY AND CONQUER
Height: 200 (pixels)
Width: Fill Parent

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: Centre

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
FontBold: checked
Font Size: 14
Text: Time:

Height 20 pixels

24



l Label Label_Score

I Label Label_Score_Value

. TableArrangementl

. Button Button_First, and others
Horizontal H_A_Image_1
Alignment

Width: 50 pixels
TextAligment: left
Background Color: None
FontBold: checked

Font Size: 14

Text: Time:

Height Fill Parent
Width: Automatic

TextAligment: left
Background Color: None

FontBold: checked
Font Size: 14
Text: Time:

Height Fill Parent
Width: 20 pixels

TextAligment: left

TextColor: Red
Columns: 6

Rows: 3

Height Automatic

Width: Fill Parent
Background Color: Default

Shape: Default
Height: 50 pixels
Width: 50 pixels

TextAligment: center
AlignHorizontal: Center

AlignVertical: Center
Height: Fill Parent

Width: Fill Parent
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Image

Horizontal
Alignment

Button

Button

Horizontal
Alignment

Label

Image_Card

H_A_Operator_1

Button_more,
others

Button_clear

H_A_Results_1

Label_num_1,
others

Study and Conquer Application

and

and

Height: 100 pixels

Width: 100 pixels
Picture: None

ScalePictureToFit: ckecked
AlignHorizontal: Center

AlignVertical: Top
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

26



Horizontal
Alignment

Button

Text

Button

H_A_Add_List_1

Button_Add_List

TextBox_Name

Button_List

TextColor:, black, and last is
Red
AlignHorizontal: Left

AlignVertical: Top
Background Color: Orange
Height: Automatic

Width: Fill Parent
Background Color: Default

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

TextAligment: center
Background Color: Default

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

TextAligment: left
Background Color: Default

Shape: Default
Text: Checklist
Height: 50 pixels

Width: 900 pixels

TextAligment: center
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DataBase

Study and Conquer Application

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

data” Name 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

L

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: Left
AlignVertical: Top
Height: Automatic

Width: Fill Parent

28



Image

Label

Button

Horizontal
Alignment

Label

Image_Logo_DB

Label_Logo_DB

Button_G_Return_2

ListViewl

Button_Erase_List

Height: 50 pixels

Width: 50 pixels

Picture: Logo_S_and_C.jpg
ScalePictureToFit: ckecked
Background Color: Yellow
FontBold: checked

Font Size: 18

Text: STUDY and CONQUER
Height: 200 (pixels)

Width: Fill Parent

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

Background Color: Default
FontBold: checked

Font Size: 14

Text: Erase List

Height Fill Parent

Width: Fill Parent
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TextAligment: left

Non visible components

Motifier_End_List Motifier_End_Letter Mofifier_Add_List TinyDB1 Motifier_Erase_List Clock_Count_Up_GC

Motifier_Return

30



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
Components Properties
DDiSpH}}' hidden components in Viewer 8 Screenl H_AZ_Menu_1
Check to see Preview on Tablet size ® BH_A Logo 3 AlignHerizontal
& [H_A_T_Score_3 Center: 3 v
B E4_a_Image_3 AligniVertical
£¢. STUDY and CONQUER R @ [By_a_question 3 Center:2 v
}— g 3 | e | ® E7ablearrangement3 BackgroundColor
& H_A_submit W oefout
¥ ﬂ @ [H_a_conquer Height
I_II"—rn ® H_A_Logo 2 Fill parent...
| _I'q‘__ f & [ Hv_a Menu_z Width
— [ 2 M - [ p—

Screen

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.

when Ciick

do [::I‘E}se application




App Inventor Study and Conquer Application

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

menu is hidden.

S M A Togo_1 ~ P Visire + g false
B H AT Menu_1 ~ B Visible + R, false
B H A2 Menu_1 - Y Visible - el false ~
=g H_A Logo_2 ~ JY Visile - )
| set (NIETED - WEEDED to

These two buttons allow you to open two other screen respectively.

do | open another screen screenMame

| open another screen screenName

Sub- Menu Quiz

Clicking this button will allow the layout of the sub-menu Quiz is hidden and the main menu are
visible.

TN Buitton_Retum_2 - JE1
o I H A Logo_ 1 - [ Visible v G
S H_AT Wenu 1~ I Visible ~ RCR, true -
Y A2 Menu_1 - W Visible ~ KRy true -
=Y H A Logo 2 - W Visible * JeR | false |

L —

32



Quiz_Matthematics

To define the five list variables, you'll need the following blocks:

Block Type Drawer Purpose

to Variables Defines the QuestionList variable

to Variables Defines the AnswerlList variable

to Variables Defines the SelectionA variable

{H I

.
T

Variables Defines the SelectionB variable
imitialize global to Variables Defines the SelectionC variable
imitialize global to Variables Defines the Picturelist variable
imitialize global to Variables Defines the currentQuestionindex variable

a w—— Used to insert the items of the QuestionlList,
& make a lis . . . . .
— Lists Answerlist, SelectionA, SelectionB, SelectionC

and PicturelList

n ( 3 of them) Text The actual questions, answer and selection
nitialize global :]tﬂ Variables Defines the seconds variable
@ Math Select the first question by using an index of 1. Set
a
(10) the value to be 1.
initialize global (=115 to Variables Defines the Score variable
E Select the first question by using an index of 1. Set
Math

the value to be 0.
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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? §
o VWhich term best classifies the triangle? &

initialize global | |to & make a list

mnitialize global | fo @ make a list

34



initialize global | |to o make a list

initialize global | | to o] make a list

52 + 7+ 10x o

initialize global | Jto | 2] make a list

initialize global [

Quiz MAT

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.
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N Bton_Guiz WAT 2 - Je s
dol sct CENTTINED  CEEED to
[ AT tenu 1+ J vistie - 3
A2 eno 1+ i visbie - 0O
H A Logo 2 * M Visible » R3]
GENETWED - UEED
[F_A_Logo_s - W Visbie - 0

A T Score 3« B to
T_A Tmage_3 - i Visblc ~ 03

H_A Question_3 * |8 to

TableArrangements + I Visble ~ JOR
rue
e

[F_A_submi_+ W Visiole ~ )
[ A_Canguer - JVisitle - )0
(Buton_Submi_s + ] Enabled )03
.m

Study and Conquer Application

false ~
false ~
false - |
false
false - |
frue © |
true © |
true |
true |

false ~
(Tmertnabled + 03

—to [ [true |

— ([Erabied - )05
[Cobel_Score_vae_s I et~ I3
.tu ]
[Creckioxt + J Checked + 3
[CheckBox2 + J Checked - 3
[CheckBons -~ i Checked ~ J00
(0]
[Cabel_Guesion 3~ W Ter - I

(image_Gueston_3 + I Piciure ~ 3
(Labeis + W Text + KON
,m‘.|

D 8D b |

Checked

select list item list

" select list item list
select list tem list
select list tem list

select list tem list

[ frue "
false
false ~
false +

get

index | §)

get
index | B

get

index

get

index

get

index

In accordance with the three options 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.

do | (@] if

then

CheckBox1 » | Checked -
L8 global Selection » [LEVE 1 e

etm_:zn ur:.._ntc»i
R Checkbox2 + ] Enabled - gy faise
ﬁet— —tcu.IEEﬂ

B CreckBoxt ~ W Enabied ~ Iy true

j Enabled - O tue -
ockBox3 + M Enabled ~ RN trus
=Y Button_Submi_3 ~ I Enabled - gy false
1 1 global Selection - [0 |

set

set

when (S5 Changed
do | (e if CheckBox2 = || Checked +
= I global Selection + [0

Sl CheckBox3 + B Fnabled ~ NI
Ii"'n...- to

gL Enabled + RO

set true
set IE g rf B Enabled + RO
LW CheckBoxd ~ M Enabled - RGN
Sl Button_Submit_3 + |8 to

2 global Selection = LG = :
S 3 m

true
true -
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UL CheckBox3 » eGELLEL
'@ 7 CheckBox3 - W Checked -
| T global Selection - LML B

Sl CheckBox1 ~ Y Enabled ~ G

LW CheckBox2 ~ M Enabled ~ JOM
Ll CheckBox3 ~ B abled to |

B Checkbox2 - I Enabled - Rl tue
By Checkboxs + Ji Enabled + JR, true

SSeN set (DA - EETED o MEITES
t
t

P Gutton_Submit_3 + J Enabled ~ JRgly  alse - |
-1 global Selection - |CH IS0l

Submit

Next, you'll 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 "current" question, using an if then block

to check. The Label_Result should be modified to report whether or not the answer is correct.

{71 = N Button_Submit_3 ~ K&

do (o) P7Y giobal Selection = NL= * ol ol =t = = BT clobal AnswerList © -
index (1= global CurrentQuestionindex

== Label_Result_3 ~ B Text ~ ROMBEN Correto ¢

=W Label_Result_3 - M TextColor = Ni

Sl Button_Next 3 + B Enabled * RUN true - |

S Button_Submit 3 + |8 L, false * |

.- 4 global Score * RGNENG] 624 global Score + JIEE 1]

EY Cabel Score Value 5 i Toxt ~ JR0 - global Score — |

E=) Timer Gountbown 5 +Ji Tmerenabled + JLMY fase -

=W e Conauer W Ficture ~ JCMGN L iobal Score - |
e

[ global Score + J[= - |
[ Notifier_End_3 + JEILIVEE
notice
Sl CheckBoxi + I Enabled - UMY feisc ~ |
Sl Checkbox2 + W Enabled - UM faise |
set [Enabled ~ 'O faise - |
=4 Button_Submit_3 + i Fnabled + 8
Enabled
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Next Button

Now program the behavior of the NextButton_3. You've already defined the
currentQuestionindex to remember the question the user is on. When NextButton 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 "current" question. When it reaches the end of
the last question appears a notification. If the answer is YES returns to the previous menu and if

the answer is NO starts again the Quiz.

butbond Text

Bt Tex

=W Cabel_Guesion_a - BB 1e0 R

ot (EEIGEETE - LT o

el Thecboo - W Checked © R
Checked « WG

—hecked

== TI l'-"l E i' :'-"-."-.';- b
= REER BT o |

=+ BT = WM oiohal QuestionList +

R iobsl urreniCucsiningex - SR
st I?:'"l"l_.- : !n l_:n 1o select st temn st get “ H [!E n
midex [l globa 2
set [EEERS - 1= o stdect s iem Bt = global Selecions
ndex g 2riUE
el [(ETEEE D o b select st dem kst | ge

set [EEEE . TR to i selectlistitem kst
mdex || get [f
== Image Cuestion 3 - M Picure ~ OB - o -0 00 = SR clobal Ficturelist - |
index | get [T

38



when (AT AfterChoosing

Lild]

select st tem kst
miex
sedect list tem st
ey




App Inventor Study and Conquer Application

Return

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 starts again the Quiz. It is possible to return to the

previous menu at any time.

when Click
do call CEEEGETOERED ShowChooseDialog
message

title

button1Text
button2Text

cancelable |

when AfterChoosing
choice

=l compare texts | get (= v I YES

(H_A Imags_3 - J§ Visibls ~ R false
H A Questio N Visible ~ WOW | false
[F_A Logo_2 + J Visiole + 3

- ¢ global CurrentQuestionindex « FGEIE 1
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Timer

You will need to implement a clock in order to control the response time of the Quiz.

Vg Timer CountDown 3 BN
do | (o] # 24 global seconds - [ = - 0]

else  set to
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SlideShow

It’s a sample gallery application in that application. | have a set of 2 images.

Variables

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

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

initialize global | jto o imakealistl “ EENEG)

initialize global | ) to E: make a list

initialize global 2= to [ §)

Next

When the user clicks “Button_Next”, the index is checked to see if the user has gone too
far. If index is less than the length of the list (2 in this case), then the index is incremented and

the next picture file is placed into Image_SlideShow.

@) Bution_Next - o2

do [(o] ¥ 2] global index + JJ( < * [H2]]
LB IE global index » LCRIESCINRIPY o/obal index + JIREN 1 )
set  EETEED to | selectlistitem list | get
index | get
set . to | select listitem fist (=4 global Label * |
= IR global index -

P4 giobal index * ML= " 1M 2 )
then | set ELRENNEERM fo
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Previous

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.

Y Biiton Previous ~ KoL,
do | (o] if R4 global index * W= * I 1]

set . EETEED to b selectlistitem list | get GIREENNEFEN

index 1[=1 global index -
set . to | selectlistitem list | get FEREIEREE
index 4[=4 global index -

| —

Return

Button Return_55 -

| close screen
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Games

Variables

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.

initialize global | Jto ( list from csvrow text  ° [EEIEEED T

initialize global | Jto [ @/ create empty list

initialize global |

initialize global [ |

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

Init
This button is required to initialize the game and calls the function random.

when (TN Click

set
set
set
set
set
set
set
set
set

set

set

2L global igual - 10)

EE global minutes + LN 0]
J global seconds + I

- global seconds - {i) (0]
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Random

While the list of cards do not end is initialized a new card random with their image.

[ 8 random
do | iF

then

LS.

¢| initialize local [[CEDt0 | jandom mteger from | §J | to I lengthoflist list | get CEEFEGEED
n | zet (EEEGENER o | select st item kst =4 olobal cards + |
index | get [RENN
remove Bstitem kst | get PEERERERD
ndex | get

to select st #fem st =4 global Picture = |

o Y oiobal rendor -

o | EE)

Y clobai random ~ | = -
CIEE

Y clobai random < | = -
(card 7 -

PR clobai random | = -
CIEE

Y clobai random + | = -
CIER

PTY dobal random - = -
card 5 -

Cards

Each card has four associated numbers.

o) to (1K)

do | set

set
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Numbers

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.

when [EFEEETESS -Click
- R Label num 2 + WText ~ RERIE Button_First ~ [ Text - |
c Button_more ~ i Enabled + RO
c24) Button less - B Enabled ~ JR0]
Bution_multipii ~ B Enabled ~ BT}

"N Button_third + R4S
U R Label num 2 v B Text + RO Button_third ~ [ Text + |
[Sution_more + I Enabled + i)
Y Bution Toss - i Enabled - 0
=Y Gutton_muitiph - Y Enabled ~ JUOgy (e - |
EEY Eutton_divide ~ I Enabled + Oy true |
[Sition third - 4 Enabled - Gl faise - |
[Cabel resutt + I Text - RN B

Intermediate results

when Click

do

Bl Tabel num 2 - W et~ JCBL Gutton Second - i Texct © |

EE Button_less - w0
=9 Button_multiph -~ J Enabled - 03
B Button_dwide ~ I Enabled - J0)

9 Buiton Second - N Enabied - R false - |
| T v |8
E

[Ty Biiion four + e

do

Y Cabel rum 2 ~ i Toxt ~ R} Evtton four - J Texd -

G Dutton_more + B Enabled ~ R0
By Guiton Iess - WErebies - )
L Button_multipli + B Enabled + BE)
Lo Button_four - B Fnabled = O]
| set (ETITEIED - WD ©°

Keep the intermediate result of each arithmetic operation.

\ =W Button_other 1 + &3
o JCEg Label num 2 + B Text * JORNEY Button_other 1 » [ Text +

P Bition_more -~ J Enabled ~ 03
Y Buiion loss ~ I Enabled - 03
P9 Btion_multpl + J Enabled + k03

FEY Sutton_dvide - J Enabled ~ gl tue |

when Click

do

set (ELENIWED - WSHED to

So8l Button_more - Ji Enabled - 2]
cC9) Button_less + B Enabled * RGN

[

Bution_other_2 - J Text - |
o e
Talse -

Y Gution_mutiph + J Enabled + 0
Y Gution_other_2 + J§ Enabled - 9
L —
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Clear

If you click this button the game will be initialized to the current card.

W Sution First * W Enabied * I
 Button_Second * & Enabled * RGO e
Button_third * B Enabled * J \

Set Ls.ﬁﬁ;m Enabled * Bl true - |

=8l Label num 1 v [ Text + KU
=W | abel_operator ~ B Text = BU
Sl Label num 2 v I Text v R

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.

when Eunon_mullipli' Click

when Glick
do | sct to | (EEIGRES . A
AT E

doN sct (EENTINES - (D o |(EEEnE

= G o

ser.m
=y Tobe rum 2 - Wien - KRNI B
st T St | 8
== Bution_more ~ W Enabled - JONG e - |
== Buiion_less + ) Enabled + K13
=y Buton muitoi + W Enabied + Ly faise ©
N Gude - W Eraved - OO0 e

gl Label_operator + Jif Text ~ RCRER + i
=l Button_more + M Text ~ R4} "
gl Label_num 2 - i Text - 0]

ol Label_result ~ W Text - RO |
gl Bution_more ~ [ Enabled ~ JRGRL false - |
kgl Button_less + W Enabled + R true - |
al Button_muitiph ~ B Enabled - R0
55 Button divide * Jif Enabled * UL true © |

T B ess + JL
0N sot (ETNITMED - (TS o
=Y CoboLoperzor - Wiod - KA B

when (T T Ciick

o) sci (EENIINED - (T to ) (EEITIVED - LTSS
Gl Label_operator - J Text ~ N :
C=d Button_divide * “
Gl Label_num 2+ } '
Cog Label_resuft ~ M Text + ROBES
B Gutton_more + ) Enabled -~ U true -
=9 Button_less + i Enabled + )0

il Label result ~ [ Text - ORISR I
Cf) Button_more ~ [ Frabled + JURC true - |
S8 Button_less v Enabled + RN false

B Gution_muliph - J Enabled - )10

=9 Gution_mutipi + i Enabled Ry | true - |
By Siton_dvide + J Enabled + O3 true -
&

set fo BIEESN
—
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Add

By clicking the Add button is checked which the operator that was selected made then

your calculation. If the end result is equal to 24 will see the message END.

whon ETTWTORE Ok
| CLETTER

(Lanel mure 2 - Q8 et - |

Looalnure 2+ R Test - )

 Vesi + | {Lanel ouam 2 < Y e =)

Add List

Adds a database the name and score.

48



List

Allows visualizing the data added. We have created a local variable to list each of the

items added.

mitialize local |
for cach [ nlist
do | 0 addilemsiolst ks gl
an 3 jin el [ENER
"B’

call RIDElEIER -Getvalue

tay gel [ETE

wathel Tesg ol Thesres B

Erase List

Allows you to delete all items added in the database

(Tl Bultion_Erase List - EEUE

do
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Return

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

Timer

The time is incremented up to two minutes. When you reach this time appears the

TimeOut message.

sot IR o0 | (©) | oot CTEE
=Y global seconds + L= * IN0)

WY oicbal seconds -
T

then | set (ET TRl © | O
set (RGN clobal seconds
b2 minutes - LY oiobal minutes - RSN 1)
o EIN N alobal minutes * |
‘-
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