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' o In this lesson, you will add guessing and answer- :

| checkmg to the sketching app. I

Draw Share Guess

ORDER OF EVENTS

In previous lessons, you built a Sketching and Guessing app.

Check
Answer

Review with your partner the diagrams below. Fill in the empty spaces with A, B, or C.
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UNDERSTAND THE TAGS
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Open your project developed in Lesson 5. If you have not finished Part 5, please ask your teacher

for help.

The Sketcher sends the correct answer to the Guesser so that they can check the answer to see if
it is correct. We'll do this by storing the answer in CloudDB using a new tag, “CurrentDrawing”.

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

Tags Meaning Sketcher Guesser
The start point Store the Get the
« i and end point for | coordinates of coordinates of
drawing drawing drawing
Store the Get the
« » The option for randomly CurrentDrawing
drawing generated for answer
drawing option checking

» CorrectGuess |+

Guesser made a
correct guess of
the drawing

Get notification
of a correct
guess

Store the correct
guess
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SET UP GUESS OPTIONS

AnswerSpinner is a component that will list the possible objects being drawn, so the Guesser can
make a guess when the Sketcher draws something. You need to set the AnswerSpinner’'s Elements

to the list of drawingOptions.
A Add Screen ... | Remove Screen

GuesserScreen I

J  Switch to GuesserScreen. = = = — =—»

ocreen|

SketcherScreen
(1 Pull out a GuesserScreen.Initialize block.

O Lists lI -

O Dictionaries

E colors 1= GuesserScreen « |l [P

O Variables

B procedures

when JelETE S GE R OtherScreenClosed
2 BackButton ~otherScreenName  result

e jGuessArrangement

GuesserScreen « | |liif=] 7=

Alneaio i i

A  Set the AnswerSpinner.Elements to the drawingOptions list.

B variables
W procedures .
O screent ol AnswerSpinner vIElemmIsmeString 'E ol Answerspinner -~ B Elements ~ B
[AlTitleLabel
' startButton q AnswerSpinner - I Height - I

© [HGuessHorizontalArran

AnswerSpinner - | Height -

ﬁ’ AnswaSE'rner 2 I HE' htPercent ~ Iu:

(A] DrawingLabel

lg;&nswerSpinnel

# Canvas]

Blocks Viewer

@ Built-in

initialize global {fy11,-) to
O Control

+ =4 global drawingOptions -

| Logic
- Math
Brex  set 3 to &
[ st
=8 (%) initialize local ((Z10) to
= Colors

in

. Variables
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CHECK ANSWER

Check if the answer that the Guesser selected from the AnswerSpinner is correct,
and notify the user.

(A  Check the answer in the when AnswerSpinner.AfterSelecting block.
|
I Warn when .AfterSelecting
Mrex selection
I .L\s‘ts
I Bcolors
* :Variames call (ESTAd DisplayDropdown when .AfterSelecting
B SC,QZ: - q AnswerSpinner ~ I Elements - l

L=l AnswerSpinner ~ M Elements ~ JG]

SE AnswerSpinner ~ il ElementsFromSt

AlTitleLabel

D startButton

M GuessArrangement
A brawingLabel

Ig Anewerspinner r | AnswerSpinner - I Height - }

= Built-in

. Control

Logic

. Mat
. Tex
. Lists

.Dictionaries

when AfterSelecting

selection i
N e | A seiecton -

==11 selection ~ ()

Built-in p————y
initialize global J t n
M conto i +[-1« global currentDrawing ~
Hiogic /
B wath
-Text w

Huists (2] initialize local ([(Z155) to

in




L3U8.6-8.8

SKETCH AND GUESS Student Guide: Lesson 6

CHECK ANSWER (CONT’D)

(  Pull out a call Notifier1.ShowAlert block and set the messages. If the user’s selection in
the AnswerSpinner matches CurrentDrawing, notify the user that they are correct: “That’s
right! Good job!”; otherwise, notify user “Oh no! Try again!”.

when AfterSelecting

Ssiection)

BN LT solection - ||| = - M global currentDrawing -
then

I StartButton | Notifier1 ~ BEsls|={(e]g

" GuessArrangement message

| DrawingLabel
=N Notifier1 ~ BEG LI
=1 AnswerSpinner
message
A Canvas1
L ClearButton call = -LogWarning
_ DrawingArrangement message

/\ Notifier1
I CloudDBT (=1 Notifier1 ~ IV

else |

call B\blnitzlaled .ShowAlert

Any component notice nOtice { LI

(1 Drag the built-in “That’s right! Good job!” text block.

e & That's right! Good job!

[ Duplicate the call Notifier1.ShowAlert block, snap the built-in “Oh no! Try again!” bIock
in as the notice, and add it as the else clause of the if-then-else block.

call (RS .ShowAlert TR
QLR Oh no! Try again! i

J Test with rt 4@
est with your partner. o @Helpv

Build the apk using the QR

code option, scan the QR

code and download and g
install the apk on your m I
p y L App (' save .apk to my computer) !
J

individual devices. —
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NOTIFY ALL USERS OF CORRECT GUESS

The last thing to do is to notify all other players, including the Sketcher, when someone has
guessed the correct answer.

The Guesser who guesses correctly should store that information in CloudDB, which in turn will
send that information out to all other users.

A Inthe if-then-else block in AnswerSpinner.AfterSelecting, add a CloudDB1.StoreValue
block. For a tag, use “CorrectGuess’, and store as the value the variable currentDrawing.

‘when AfterSelecting
selection

do | (2] if (1 .- selection ~ || = ~ [l (-1 global currentDrawing ~

then call GRS -ShowAlert
M@ That's right! Good job! Jil

|

else

notice | () * :

=N CloudDB1 + B VA1)

tag

valueToStore K IEEER «[:1f global currentDrawing ~

All users should be notified of a correct guess, both Guessers and the Sketcher.

1  Add another if-then block to the CloudDB1.DataChanged event, and test if the
tag = “CorrectGuess”.

. tag - || = - BN@NH CorrectGuess J& \
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NOTIFY ALL USERS OF CORRECT GUESS (CON'T)

For the Guessers, it is enough to notify them that someone made the correct guess.

(1 Add a Notifier1.ShowAlert block and use a join block to tell the user the correct guess has
been made. Remember that value is the currentDrawing, so you can also tell others what
the correct guess was.

©) | CorrectGuess [«

call .ShowAlert
e RN The Grawing of a K
"1 value -

The Sketcher should be notified too, and you will use the same blocks. Here is a neat trick to copy
blocks between Screens.

(1 Drag the if block you just added to the backpack in the upper right corner of the screen. It
will move the block out of CloudDB1.DataChanged, but you can just snap it back in.

index

*selectlistitem list  get CEITED
index :

select list item list (-8 value ~ |
index

' selectlistitem list  get CEITED

index

- e QIIVAD | ™ mau=r-) )
I (. selectlistitem list | get (EERS

QL T - || - - M@ CorreciGuess B
then call (EHITZED .ShowAlert

notice 3N WS The drawing of a [
L value - |
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NOTIFY ALL USERS OF CORRECT GUESS (CON'T)

Your backpack now has blocks sticking out, to denote there are blocks enclosed.

O Switch to SketcherScreen. Add Screen ... § Remmove Screen
GuesserScreen

a 1 Screenl I
I SketcherScreen

(1 This screen does not have a CloudDB1.DataChanged event yet, so drag out that block.
when [eIIGI[IEERA DataChanged

(1 Click on the backpack in the upper right corner
of the screen, and drag out the if-then block
you just stored there, and snap it into CloudDB1.DataChanged.

G 5 L T tag - | = - MO CorrectGuess Kl

then  call ShowAlert
(B NGTERE The drawing of a
DI ] value ~ |

1 Final test! Test that everyone is notified when a correct guess is made.
e ——

Connect @ Help ~
! e
)

App ( provide QR code for .apk )

App ( save .apk to my computer)
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COMPUTATIONAL THINKING CONCEPTS

The following are the computational thinking concepts learnt in Lesson 6.

L3U8.6-8.8 Sketch And Guess

1. Events

when .AfterSelecting
selection

2. Conditionals
%) [ tag - | = - #8 CurrentDrawing |

(1= L= global currentDrawing ~ fer (€9 0 value ~ |

™) .. selection - || =~ & 1 global currentDrawing - |

=\ Notifier1 « B A El
1[0« That's right! Good job! &

call LIRS -ShowAlert
ZCEREE Oh no! Try again! &

3. Data Structures

(=||N CloudDB1 + B GIGEIE
=B CorrectGuess [

VEITEReRS G =SB 218 global currentDrawing +
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COMPUTATIONAL THINKING PRACTICES

The following are the computational thinking practices used in this unit.

.3U8.6-8.8 Sketch And Guess

1. Being incremental and iterative

a. Students build this app incrementally over six lessons.

2. Testing and debugging
a. Students test over multiple devices with a partner. Starting from
Lesson 4, students work in pairs and use a new method to test and
debug, by scanning the QR Code generated when building the apk
files. Both students need to work using the same QR Code to test

the app.

3. Algorithmic thinking
a. Algorithmic thinking is required to understand how to draw on a
Canvas.
b. Algorithmic thinking is required to understand the transfer of
information between devices by storing and getting values in
CloudDB.
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