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NEPITPA®H E®OAPMOIHZz

H edappoyn autn divel tn Suvatotnta otov Xpnoth Tng va pixvel SUo {apLa e To MATNUA EVOC KOUUTILOU,
omwce akplBwc kat oto TaPAL To pifuo twv {aplwv Ba evepyomoleital 6tav o Xprotng ayyilel To Kouuri
«Roll the Dice». To meptBaiiov Tng edbapuoyng Ba poldlel pe TO TMAPAKATW.

Roll the Dice

MeTa@dépTwon apxeiwv oto App Inventor

AveBaloupe OTOV UTIOAOYLOTH HAC TIG €LkOVEC Twv lapwwv (1.png, 2.png, 3.png, 4.png, 5.png,
6.png) kat Tov KataAAnAo nxo tng pidnc (RollDiceSound.mp3).
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Emregepyaoia Screen

TpormomoloU e TI¢ LOLOTNTEC Tou otolxelou Screenl (0Bovn) wg €nc:

Title: "Dice"
BackgroundColor: Dark Gray

Eicaywyn oToixgiwv
Eloayoupe otnv 066vn Ta MapakATw otolyeia:
Buttonl (User Interface)

HorizontalArrangement  (Layout)
Imagel, Image2 (User Interface) e€vtdg tou HorizontalArrangement

Sound (Media) pn opatd otoilxeio

Text for Button1

Components

) Screen1
wew Button1
HorizontalArrangement1
- Image1
- Image2

Non-visible components <"’sound1

L |
Sound1




MeTovouaoia oToixgiwv

MeTovouAlOUPE TO OTOLXELQ TTOU €XOUUE ELOAYEL XPNOLUOTIOLWVTOC TILO KATOVONTA OVOUATa Ta
omola MapATEUMOUV 0TO TIEPLEXOUEVO TOUC:

Components Components

e Screenl S Screenl

w Button1 w ThrowButton

HorizontalArrangement1 “IDiceArea

“& Image1 / «# Dicellmage

w [mage2 :‘ Dice2lmage

~ ::’ ‘
Sl N*ThrowSound

MNa tn petovopooia kdBe otolxeiov, emiléyoupe To otolxelo amd tn Alota Components kal

TIATALLE TO KOUUTL Rename.

Rename

KaBopioudg 1I810TATWY OTOIXEIWV

KaBopiloupe tig tdlotnteg (Properties) mou €xouv ta avtikeipeva (Components) Tng epappoync.

Component Néo ovoua Properties

Background Color: Orange
Font Size: 30

Shape: rounded

Text: "Roll the Dice"
Width: Fill Parent
Height: 80 pixels

Buttonl ThrowButton

AlignHorizontal: Centre

. . Width: Fill Parent
HorizontalArrangement1 DiceArea Height: 100 pixels

Visible: Yes

Imagel Dicellmage Picture: 1.png

Image2 Dice2Ilmage Picture: 1.png

Sound1 ThrowSound Source: RollDiceSound.mp3

E. X. ZlovAag (KaBnyntng NMAnpodopikng)




MéxpL otyung, oto mapdbupo oyxediaong (Designer) €xoupe oxebldoel tnv Slemadr TG
edbappoyng pag, aAAd Sev €xou e oploel KaBOAou TNV cuUTEPLPOPA TNC.

Roll the Dice

)= ThrowButton + FLelle
“ L Dice1lmage - [ Picture - G "\ random integer from to [ @

SC Dice2image ~ MY Picture =BG random integer from to @'

||l ThrowSound » MEEW
N




APAZTHPIOTHTA 1

Ytnv edappoyn Roll the Dice to piélpo Twv oplwv evepyoToLElTAL PE TO AYYLYUA TOU KOUUTILOU
«Roll the Dice». Evag eVOANQKTIKOC TPOTIO evepyomoinong twv {aplwv mou dev mep\aupavel To
ayylypa tng oBovng elval pe TN XPnon TOU  ETUTAXUVOLOUETPOU. TO  ETMLTAXUVOLOUETPO
(Accelerometer) sivat évag and toug aloBnTrpeg mou SLaBETouy Ta KVNTA KAl Ol TAUTIAETEG, UE
Tov onolo n ouokeun malpvel TAnpodopleg yLla To av emTaxVVETaL, Kal Katd dco, o€ TTolov afova
(X,Y,Z) kaBw¢ kat yla To av TNV HETAKWVOUUE Urpog-Tiiow €. Na efelifete tnv edpapuoyn Roll
the Dice, €10l wote N plPn Twv laplwv va ylvetat kat pe Toug SU0 TPOTOUC.

Tip: To otoeio Accelerometer mpémnel va MpoypapUaTIoTEL WG €ENG:

{50 AccelerometerSensor1 - .Shaking
do Sét . to join | random integer from

set . to join [ random integer from | (D

o[l ThrowSound v BEEY
e —

APAXTHPIOTHTA 2

Na emekteivete tnv mponyouuevn edappoyn Roll the Dice €tol wote va epdavilel pAvupa
ermutuxlog otav o xprotng dépel SUTAEG Kal va kpatdel okop, SnAadr va eVNUEPWVEL TOV XpNoTN
TOOEC GOPEC EXEL METUXEL SUTAEC.

Tipl: To score Ba eudaviletal pe T Xprnon €vog otolxeiou Label
(eTkéTa) mou Ba epdavilel To pvupa Score: KaL To TPEXOV OKOp.

Tip2: To uvupa erutuyiag You winll Ba epdavitetat ava pe t xprion
€VOC GAAou otolxelou Label mou apxwkd Ba elvat pun opatd kat Ba
eudaviletal povo otav epxovral SUTAEC.

Score =4 Tip3: To tp€xov okop Ba umoloyiletal pe t Ponbela pag LeTaBANTAC
Le ovopa score, n omola Ba mpooaudvetal katd 1 kabe dopd mou
€pyovtal OUTAEG.

Tip: H véa edappoyr) mpémel va akoAouBel Tov MapakATwW TPOYPAUUATIONO:

http://www.zioulas.gr E. X. ZlovAag (KaBnyntrg NAnpodopikng)




y=h s ThrowButton + HeI[(E8
do | set ELEICITIMM o | random integer from | @) | to

set ELEICIEERM 10 | random integer from | '@ | to

S8 Dicellmage * W Picture + BG) join [
S8 Dice2lmage * M Picture » BG) join [

=[N ThrowSound  FE(EW

=0 BEETE ResultLabel v B Text » MGRIESS !
\ ,
-1 global score * \‘ (@) “[1 global score - el 1)

|

W ScoreLabel + M Text * RGMEENEHMESE Score = K&
[ :[s1i global score

L —

APAZTHPIOTHTA 3

Na enekteivete TNV mponyoLuevn edappoyr €T0L WOTE VA TIEPLEXEL EVA AKOUA KOUUTL e T(tAo
Reset Score to omnoio Ba Sivel oto xpriotn tnv Suvatotnta va pundevilel To okop UE TO MATNUA TOU.

Roll the Dice Roll the Dice

Score =4 Score =0

Tip: O unbeviouog tou okop Ba yivetal pe tn Ponbela evog Button mou Ba akoAouBel tov

TIOPOKATW TIPOYPAUUOTIOUO.

when IEEEE I Click
do | set FEE R to |
%W ScoreLabel + W Text * K AHON LM Score - B
"1 global score - |

S




APATHPIOTHTA 4

Na emektelvete TNV mMponyoupevn edapuoyn £ToL WOTE va eUdavilel O€ ULA ETIKETO TO GUVOALKO
opBPo mayvIbWwy Tou €xel Taléel o malktng KabBwe Kal To MOcoaTo (%) Twv maVISLWY TToU 0
naiktng €dpepe SUTAEG.

Tipl: O aplBuodg mavidwy Ba umoloyiletal ye tn Porbela pLog
LeTOBANTAG Ke Ovoua game n omnola Ba mpooavédvetal kata 1 Kabe
dopa mou natape to kouurni Roll the Dice.

Tip2: Ta pnviuata Tou ouvoAlkoU aplBuou malxvidiwyv Total Games
KalL TOU TT0C0O0TOU eTiTu)iag Success Ba eudavifovral e t Bonbela
dvo otolelwv Label.

Score =2
Total Games = 8 Tip3: To mocootod KepSLopEVwY Tatyvidlwy Ba umoloyiletal anod tov
, kepSlopéva oty vidia

TUMo: * 100

GUVOALKG TTaLyviSia

Tip: O mpoypaUUATIONOG TNG VEQS edappoync Ba eival o akoAoUuBwg:

when Click
(R global game * R MG =1 global game - IRl 1] initialize global (5= ) to |

£~ W TotalGamesLabel ~ M Text * ROMBICINT W Total Games = i initialize global [T75=2) t

get
initialize global (5505 to

=4 global dice1 * kil random integer from n
= - | initialize global | | to
set CIEEETS2B 1 | random integer from | ' J

-8 Dicellmage ~ B to | (0] join I get EEEEIISIN

co Dice2image - [ Picture ~ i

= ThrowSound ~ J
=4 global dicel - J = * A=Y global dice2 * |
call QUSETTI Play
S g ResuitLabel - I Texi - RNl You winll |
=1 global score - LENMOINE =T oichaTscore - YR
set EEEETED . 0TED to [ () jon | EZ0ED”
"1 global score - |

=8 PercentageLabel « [ Text * RSN BB Success = |
(2]
' 124 global score + NRBENGET global game - |




