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True/False

If

Clock animation

Clock
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(variables).
. 

If then ).

1

App Inventor

2

text labels)
.

D e s i g n e r

Label
User Interface.

UserInterface Label ResultLabel Font Size : 40

Text Alignment : center

Text :

Width : Fill Parent
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3

UserInterface Label ScoreLabel Font Size : 20

TextColor : White

Text : : 0

Width : Fill Parent

random integer from

,

54 - 

B l o c k s
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4

Variables
initialize global [name] to

55 - Variables

name
dice

dice
Math)

56 - 

dice

dice
0.
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5

57 - 

set [       ] to ,

58 - 

dice

duplicate
dice2.

59 - 

set Dice1Image.Picture to   
join

get [    ], Variable
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60 - get

61 - 

6

IF (

dice dice

if [ ] then [ ] Control.

62 - If

dice
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63 - 

dice2. 

and

64 - AND

O AND

65 - AND

if.

E IF

set [ResultLabel].Text
to ResultLabel.

67 - 

if

66 - if
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68 - if

dice dice

69 - H

7

score

70 - score
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71 - score

score.

72 - score

score

if.

ScoreLabel
set [ScoreLabel].Text to ScoreLabel. 

score

73 - 
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74 - 

1

2. 

3
longClick
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: GUARDDOG

Guard Dog

2 

accelerometer).
if).

- clock).

1 p r o j e c t

GuardDog.

2

D e s i g n e r

erSensor. 

Sensors AccelerometerSensor AccSensor
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2

Y

Z

AcceleratorSensor when AccSensor 
AccelerationChanged do

Control if then

Math 0 

11

DogCalmClock set DogCalmClock 
TimerEnabled to

B l o c k s
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3

D e s i g n e r

. 

Clock

TimerInterval ( msec) 

User Interface Clock DogCalmClock TimerEnabled: No

TimeInterval: 3000
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DogCalmClock set DogCalmClock 
TimerEnabled to

Logic true false

DogCalmClock

B l o c k s


