L3U8.6-8.8
Student Guide: Lesson 2

SKETCH AND GUESS

1 ' Inthis lesson, you will build a drawing
'—Pi app as the first part of your final Sketch
! and Guess app.

Check

Draw Share Guess Answer

ORDER OF EVENTS

[ Review with your partner the diagrams below. Check that you understand the sequence
of steps for the Sketch and Guess app. Fill in the empty spaces with A or B.

A. Clear the screen B. Draw a line where the
user has dragged

( )

User places a
: User presses Clear
finger on the
dd button

L screenaI rags ) )

4 N\ 4 N\

. J . J




L3U8.6-8.8
Student Guide: Lesson 2

SKETCH AND GUESS

UNDERSTAND HOW TO DRAW A LINE IN THE APP

To draw something on the Canvas, we need to use the when Canvas.Dragged block and the
call Canvas1.DrawLine block.

Below is a demonstration that shows how to use coordinates to draw a line in the app. A line is
drawn by joining two points. Using call Canvas1.DrawLine block, we need to specify the
position of the start point (x1, y1) and the position of the end point (x2, y2).

(5, 9)

.W»(zo, 10)
/A bt

prevX prevY
currentX currentY

Therefore, if we want to draw a line in the app, we need to use prevX, prevY and currentX,
currentY. Below please work with your partner to fill in the blanks.

(5. 8) dragged
dragged (3.5) (15,5)
(5, 20)
prevX
prevY
currentX

currentY
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UNDERSTAND HOW TO DRAW A CURVE IN THE APP

A line is formed by many dots. Each of the dots is represented by coordinate (x,y).

Point 2 80984 piing
Point 1 (50, 20) (100, 20) Point 4
(0, 50) (150, 50)

Therefore, if we want to draw a curve in the app, we need to draw many points, each with
their own prevX, prevY and currentX, currentY. Below please work with your partner to
fill in the blanks.

Point 1 - Point 2 | Point 2 - Point 3 | Point 3 - Point 4

prevX

prevyY

currentX

currentY
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DRAW WHEN WE DRAG ON THE CANVAS

[ Switch to SketcherScreen and open the Blocks Editor.

U Add Screen ... | Remove Screen

—
GuesserScreen
Screenl
SketcherScreen

Notice that there are some code blocks already provided for you. Some blocks will be used in future
lessons. Do not worry! The student guides will let you know when and how to use them!

- [ From the Blocks menu, pull out when Canvas1.Dragged and call Canvas1.DrawLine blocks.

S st when [ENZEEES .Dragged
W oo startX | starY | prevX | prevY | cureniX  currenty | chaggedAnySprte
.Logic do
B Math
Bren when .Flung
—— x|y speed heading xvel yvel flungSprie_
M colors
M variables
rocedures when .TouchDown
—p nl 0 0
itleLabel
L startButton
@ [ gyessarangbment when [ FIZEIES -TouchUp

-~ Canvasl D O

do

== ClearButton

when .Dragged

do

W Logic

B van call DrawLine

M rext x: :

Huists y ” C D L

Ecolors x2 cal al“lvas1 = DrawLine
y2

M variables x1

Procedures call [(EIZEIES .DrawPoint
creenl X y1
TitleLabel y x2
| stanButton

call .DrawShape y2
pointList

LU true - J

ClearButton
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SPECIFY THE START AND END POINTS

1 Set the start point. e — -
I I Mouse over the prevX and pull out

' S prevx -] |

the get prevX |
when (TGRS O, >°! (LSS o a ___________

stanX  startY [ prevX | prevY curentX  culigntY  draggedAnySprite. startX and startY are the point

do  cal DrawLine where the user first puts down
x1 their finger. prevX,prevY to

v currentX, currentY marks the 1

:z current line segment being

drawn. i

6 | p - B
W Canvasi - 1)

startX  startY  prevX | | currentX  durrentY  draggedAnySprite
do call [ZZEIRS Drawline

x1 [ get

yl ¢

> ARRRERERY" | get (TNAD

y2

1 Continue to set the end point: set x2 and
y2 to currentX and currentY respectively. = =,

when .Dragged
startX  startY  prevX  prevY  currentX  currentY  draggedAnySprite
do call [EEEES .Drawline

x1 [ get (IE2E3

yt [ get
x2 [ get
y2 [ get
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CLEAR THE CANVAS

r = [ Pull out a when ClearButton.Click block.

= Built-in 5
\13=1 ClearButton ~ ©&1s¢
.Control
.Logic
W vatn [Ji-: ClearButton « | lo)izsl

B :
—_— o y=11 ClearButton ~ 1110 ¢

B colors when LongC
M variables do
O Procedures
© [ screen when .LostFo “
\ | TitleLabel do
tartButton

=0 ClearButton ~ Fafelilel
do

|GuessArrangemgnt

.4 Canvasl
t— > | ClearButton

A Snap the call Canvas1.Clear block to when ClearButton.Click block.

.Lists "N Canvasi ~
.Colors
M variables call .DrawArc = Canvas1 - A5
M procedures left
® [ screen top
itleLabel right
bottom
tartButton
startAngle
- GuessArrangement
| sweepAngle
.~ Canvasl
Projects ~ Build ~
(1 Test your app using MIT Al2 Companion. === - - > '

-

Emulator
|

Try drawing something on your device, then
try pressing the Clear button to clear the Canvas.
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COMPUTATIONAL THINKING CONCEPTS

The following are the computational thinking concept learnt in Lesson 2.

L.3U8.6-8.8 Sketch And Guess

1. Events

when .Dragged
startX  startY  prevX  prevY  currentX  currentY  draggedAnySprite

1= ClearButton « & #]1[¢]s
do




