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SKETCH AND GUESS Student Guide: Lesson 5

' In this lesson, you will code the sharing of what the Sketcher is

: drawing, so the guesser can check whether they are correct.

Check

Draw Share Guess i

ORDER OF EVENTS

In Lesson 4, you built a Sketch and Guess app, but it would be nice for the guesser to be able
to guess what is being drawn, and to check whether or not their answer is correct.

To do that, the Sketcher needs to send the current drawing to the other devices so the app
can check whether or not the guess is correct.

A. See what the Sketcher draws B. Show a random item for drawing
|_ —————— T e e - |
| Sketcher | | Guesser |
J J
Press “l want to draw” Press “l want to guess”
button button

v

| |

v v

Sketcher draws
according to the topic
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UNDERSTAND THE TAGS

A new tag and value will be stored in CloudDB to help all users play the game. “CurrentDrawing”
will be set randomly by the Sketcher and stored so the Guessers can get the information to check
for a correct guess.

See the table below for the tags that are used in this app.

Tags Meaning Sketcher Guesser
The start pointand | Store the :
€ " end point for coordinates of Get the coordinates of
. : drawing
drawing drawing
. s— gg&ig‘le Get the item being
What is being drawn . drawn for answer
generated item to .
draw checking
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REVIEW THE GIVEN BLOCKS

[ Open your project developed in Lesson 4. If you have not finished Part 4, please ask your
teacher for help. Make sure you are in the SketcherScreen and in the Blocks Editor.

=1

GuesserScreen

Add Screen ... | Remove Screen

Screenl

SketcherScreen

’roperties ‘

screen’

—

(A Check the items in the drawingOptions list, which are used for the drawing topics (already built-
I in for you). Modify the items as you wish.

initialize global [CIE1 ¢ 0 e ) to | (&) make a list

1 Also note the “currentDrawing” variable, which will be used to save a random item from the

;  drawingOptions list.
|
— —» 1@ EFLE|ER currentDrawing FEn B K ‘
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PICK A RANDOM ITEM WHEN STARTBUTTON IS CLICKED

— = =[1 Pull out a when StartButton.Click block.

|

|

! Built-in

1 =0 StartButton ~ 180

I B control

|

I .Logic

' StartButton - [¢/]
! B viath when EEETETTTED GotFod \\1oi=g StartButton ~ @710 ¢
s  E . o .

I -

I .Lists

: ® colors (WL CHN StartButton ~ JE e

|

I rocedures

: nl =0 StartButton ~ Kz

' JStartButton

( Pick a random item from the drawingOptions list, then save it to the variable,
currentDrawing.

|
: Mouse over currentDrawing |

— e o e e e o e o o = — |
initialize global RUELIDIET R0 “”

ﬂl §Iobal currentDrawin§ - I

=zi¢ global currentDrawing ~ | ()

BUIEin (¢] add items to list list
O Control item
= Logic

M vath is in list? thing
M rext list

+/-1¢ global drawingOptions ~

c L longth of st iist initialize global CIEN [ [efdtnt N to [ (<] make a list
d |

/ oot (TS
S 8 '

Screenl

I
==10 global drawingOptions ~ F]
|
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DISPLAY THE RANDOM ITEM IN THE DRAWINGLABEL

(1 Pull out a set DrawingLabel.Text to block.

iz StartButton ~ Fe][lel<
do set Iobal GV (0 S picKarandomiitem st

T R
..........
LU
" .
O

o [=1f global drawingOpti

I
I
I
I
I
chreen]

DrawingLabel ~ | Text ~ |
2|8 DrawingLabel ~ B Text ~ B!

TitleLabel

tartButton

<1
GuessArrangement

d

A |DrawingLabel

 DrawingLabel - [ TextColor -
Built-in e | 518 DrawingLabel ~ Bl Text v B G;

Control
() i (| -

gic

Math
] Text
ELists

@ Look in the Blocks Viewer window for the
supplied code blocks. Find the code block e [Draw a
“Draw a”, and snap it to the first element of
the join block.

L
.........
" .
.
0

geI Iobal currentDrawing -

set to

»[=¢ global currentDrawing -~
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STORE CURRENTDRAWING IN CLOUDDB

[ Since the Sketcher is starting a new picture, clear the Canvas.

Y StartButton ~ Pe e

<) B global currentDrawing « Hi) [1 eIl Nl ol Gl b SB[ global drawingOptions +
LS DrawingLabel ~ B Text ~ RERERENTTMES Draw a [
s[511 global currentDrawing ~

e ||l Canvas1 ~ MeET;

(d  The Sketcher will store the current drawing in CloudDB, so it can be passed to the
Guessers. You'll use the tag, “CurrentDrawing”.

SV StartButton -

+or = global currentDrawing «+ i) [l ol R bl S G Sl global drawingOptions +
0 DrawingLabel ~ B Text ~ MCMENEYNETESS Draw a ¢
+[-11 global currentDrawing ~

o-||8 Canvas1 ~ BeiET;
¥ N

LR
L
" .
.
e,
"
.
.
0
.
.
"
.

1 Drag out a CloudDB1.StoreValue block.

=]/l CloudDB1 ~ ES0UEAEIE
tag

valueToStore

%AnswerSpinner =]l CloudDB1 * ESGIEYENTS
.ACanvas] tag
& clearButton valueToStore
/N Notifier1

»{Ciouabs1 - W ProjectiD -
I cloudDB1




L3U8.6-8.8

SKETCH AND GUESS Student Guide: Lesson 5

STORE CURRENTDRAWING IN CLOUDDB (CONT’D)

(1 Add the DrawingData block to the tag slot and the create empty list block to the
valueToStore slot, so that the canvas of GuesserScreen will be cleared when the
StartButton of SketcherScreen is pressed.

when StartButton « | 1#1[¢/4

«.0 o4 global currentDrawing ~ | (_1 pick'arandom item ISt get Fe|lelef-1Ne =10 (gle[0]e](le]g IR
SN DrawingLabel ~ B Text ~ ROMENE)NETESE Draw a 4
(=14 global currentDrawing ~

call Clear
|| CloudDB1 ~ Bt G

-------
- .,

.....
------
------
"
.

([ Look in the Blocks Viewer window for the
supplied code blocks. Find the code block
DrawingData’, right-click on it and duplicate

the block.

i Drawir -2z -

Duplicate ) .
! DrawingData [
omment
Collapse Block
© Built-in . () create empty list
.Control

= Logic
(] Math

\ (&) create empty list

B rext () add items to list list
Eists | item

. Dictionarie
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STORE CURRENTDRAWING IN CLOUDDB (CONT’D)

(d Add the tag and valueToStore.

when .Click
o IBSEE global currentDrawing + R ole et =lablelniic b (5 e G ETE global drawingOptions + |
I DrawingLabel ~ N Text - BN LM Draw a K
0| global currentDrawing -

' call Clear
' call .StoreValue
tag | “ ’
valueToStore | .- @ create empty list
call .StoreValue
tag

valueToStore

1 Look in the Blocks Viewer window for a “ "

the supplied code blocks. Find the
code block CurrentDrawing,
and drag it to tag.

:[=1 global currentDrawing -

(| Logic

M 1ath

] Text

M ists

M colors
B variables
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GET CURRENTDRAWING FOR GUESSER

(1 Switch to the GuesserScreen and make sure you are in the Blocks Editor.

! m Add Screen ... | Remove Screen
—
GuesserScreen
I Screenl .
'ropertles
SketcherScreen
| screenl
when .DataChanged
(1 The Sketcher stored the tag  value
CurrentDrawing to CloudDB, ST e TR 68, ©

then @ if "is list empty? list ' s[4 value ~ |
then dall .Clear

and CloudDB needs to update

the GuesserScreen so it has the
else | call .DrawLine

correct CurrentDrawing to 1 1 seloct lstem st | " got
check for a correct guess. | index
y1 select list item list
Built-in | LGS
x2 select list item list
. Control index
. Logic y2 | selectlistitem list
index
. Logic
B viath
. Text
. Lists
. Colors
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GET CURRENTDRAWING FOR GUESSER (CON'T)

[ Test whether the tag is “CurrentDrawing”.

when {e[]il[8}z§ B .DataChanged
tag  value
do | (%] if

then

Q. - tag - || = - W@ DrawingData J

then (& if | islistempty? list | get CZITED

then da" Clear

else | call EINZEED .DrawLine
x1

y1

x2-

y2 !

select list item list

index

" select list item list

index
select list item list
index
select list item list

index

(1 Look in the Blocks Viewer window for the
supplied code blocks. Drag the code block
CurrentDrawing to the if-then conditional

block.

o5 value ~

T value - |

10
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GET CURRENTDRAWING FOR GUESSER (CON'T)

1 Set the currentDrawing variable to the value received from CloudDB.

when [&{[]il:[s]:3 84 .DataChanged

tag  value

dor ()it F ' oot TR0 (RO » -

== 8 global currentDrawing ~ RGN« -

.Text
. Lists

M coiors /

. Variables

. Procedures

HEOM CloudDB1 » BEIE & BN T
. o510 value ~

do | () if —

e ol value * R

In Lesson 6, you'll use the
CurrentDrawing information to
check whether or not the Guesser’s
guess is correct.

________________________________________

11



L3U8.6-8.8

SKETCH AND GUESS Student Guide: Lesson 5

COMPUTATIONAL THINKING CONCEPTS

The following are the computational thinking concepts learnt in Lesson 5.

|.3U8.6-8.8 Sketch And Guess

1. Conditionals

©) | CurrentDrawing [

; -

{11 === global currentDrawing « [ | x o[-0 value ~

2. Naming and Variables

initialize global LM ozl edto . “@”

3. Data Structures

=511 global currentDrawing ~ () lI ol Sl el i g e B Ele global drawingOptions «

12



