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SKETCH AND GUESS Student Guide: Lesson 3

: In this lesson, you will store the drawing information :
—N in the Canvas.Dragged event to CloudDB to send to '
. the Guesser. .

Check

Draw Share Guess N

START HERE

In this lesson, you will use the CloudDB component to communicate between devices.

Q  Review with your partner the diagrams below. Fill in the empty spaces with A, B, or C..

A. Receives drawing B. Stores drawing data | C. Sends drawing data
data from CloudDB to CloudDB to all connected devices

(oo | ] [ ]
l l

Image drawn on
screen based on

CloudDB
information
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USING CLOUDDB TO DRAW

In this lesson, you will use the CloudDB component that you used in the Two-button Game.

Using the call CloudDB.StoreValue and when CloudDB.DataChanged blocks, two devices
communicate with each other through CloudDB, based on the tag.

tag ‘tag  value

valueToStore

Please note that a tag is just like a variable. You can store what you sketch while your partner can
get what you draw through the value stored in the tag.

In this lesson, the name of the tag is “DrawingData”.

Tags Meaning Sketcher (You) Guesser (Partner)

o The start point and | Store the Get the
end point for coordinates of the | coordinates of the
drawing drawing drawing
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USING CLOUDDB TO DRAW ACROSS DEVICES

[ Open your project developed in Lesson 2. If you have not finished
Part 2, please ask your teacher for help.

To display the lines that you have drawn on your partner's screen,
the lines first need to be saved on the CloudDB server using the call
CloudDB1.StoreValue block.

Following the Student Guide: Lesson 2, there are four coordinates
that are used to draw when you drag on the screen.

when Dragged

startX  startY  prevX  prevY  currentX  currentY  draggedAnySprite
[ Il Canvasi ~ sl ET

T orevx -

VAR - prevY -~
x2 (RgetTCLNES
VA L currentY -

You will package those 4 coordinates in a list and store them in a
single tag in CloudDB rather than using 4 separate tags.

(% makealist ) X get IE2Ed
get CIENES

get
get

Sketch and Guess (Sketcher) :
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BUILD THE BLOCKS

(1 Make sure you have the SketcherScreen open and are in the Blocks Editor.

A ] Add Screen ... | Remove Screen -
E=F (o=re]

GuesserScreen

| Screenl ’roperties
SketcherScreen I L ]
pcreen

- Pull out call CloudDB1.StoreValue it Il
startX  startY | prevX  prevY  currentX = currentY  draggedAnySprite
block from the CloudDB1 drawer. do  call DrawLine

x1 [ get 1E%E

call [ETEDLELRS .StoreValue y1 [ get (IENED
tag LB currentX ~
valueToStore y2 [ get

=
® GuessArrangement

{Canvas]

rButton

ingArrangement = .

CloudDB1 ~ ' ProjectID ~
i =1/l CloudDB1 ~ JESIGICAEIITE
CloudDB1 ~ | RedisPort ~

#cloudDB1

tag

valueToStore KEE e .
1 Look in the Blocks Viewer window for : :

the supplied code blocks. Find the
code block DrawingData, : .
and drag it to tag. : .
O |
1 Drag the make a list block from the Lists :
drawer, add 2 more items to the existing 2 items,

and snap it to the valueToStore block.
(&) make a list

. —— @) make a list Lol
(©) add items to list list .
item -----------

t
| . Lists
. Colors
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STORE THE COORDINATES IN CLOUDDB

[ Mouse over the prevX, prevY, currentX, and currentY blocks from when Canvas1.Dragged
block and snap those blocks to the make a list block.

when .Draaaed

stard@ Y | prevX JF e
M. ; opod  EZSIN
set (EZED to o
yi get FIENAS
IR currentX -
y2 | get CTENAD
' call StoreValue
B DrawingData &

valueToStore | ‘ (2] make a list MR EECIIEEES p 4 get revX v

when .Dragged
startX  startY _nsmayX T 7|  draggedAnySprite
do call wLine [ |
£ x1 [ M set (IEMAD to
VAR 2 DrevY -
A current -
AL ] currentY -
' call StoreValue
B DrawingData
valueToStore ‘l[@ make a list | B8 prevX - |

.......... b9 +[-14 prevY ~ |

(1 Do the same for the remaining blocks: currentX and currentY. = = = = 7

when .Dragged
startX  startY  prevX  prevY  currentX  currentY  draggedAnySprite
do [ (3] if “[-1{ global isDrawer - |
then call e EZ5Ea Drawline
x1 [ get (IERED
yl | get (IENAD
PM T current -
A | currentY -

=l CloudDB1 ~ BESIGICVEITE

tag Drawing
valueToStore (¢) makealist get (IE2&2
get [IENES
<2 currentX - |
\ L] current -
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CLEAR THE DRAWING

ClearButton -

1 When the Sketcher clears the screen, they need
to send a message to the other tablet to clear do dall .Clear
the screen too. ‘

[ To signal to the guesser to clear the Canvas, we .
will store an empty list using the “DrawingData” :
tag in CloudDB.

winglLabel (=1l CloudDB1 ~ e q¥1[I=]
0 (=N CloudDB1 ~ BSiGICEINTE
vas] tag
valuelfTagNotThere tag 4 - - .

= ClearButton

ﬂcloud[)m .
= : i valueToStore K BERT
Any oo call (&GRS RemoveFirstFromList ..
tag ¢

Rename  Delete call [EREYEDEIED StoreValue

tag
dia

valueToStore

(1 Look in the Blocks Viewer area for the supplied
code blocks. Find the code block “DrawingData”,
right-click on it and duplicate the block.

¢ Drawic==

Collapse Block

(©) create empty list

(&) make a list

() create empty list g

i
Control
Logic

.Math
-Text

We will complete the Guesser’s
code to receive the drawing
information in the next lesson!

Colors

(©) add items to list list
item

-Variables
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COMPUTATIONAL THINKING CONCEPTS

The following are the computational thinking concepts learnt in Lesson 3.

L3U8.6-8.8 Sketch And Guess

1. Events

when Dragged

startX  startY  prevX  prevY  currentX  currentY  draggedAnySprite
do

2. Naming and Variables

(1N CloudDB1 ~ BSIGIEVETITE
tag + DrawingData [ I
valueToStore [ (@] makealist | get FIEZEd

get
UL currentX - |
| get

3. Data Structures

=N CloudDB1 + BSiGIGENE
tag 2 DrawingData &

valueToStore (o) make alist | get E2Ed

L prevY -
£ L currentX -
UL currentY -




