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Build a balloon pop game!
Part 2

An MIT App Inventor tutorial

Feat. Tim the beaver




App overview: Build a balloon pop game! Part 2

In this second version of the Balloon Pop game, we will be adding functionality to
respond to balloons reaching the bottom of the screen. We will be including:

* A “game over” message
* Arestart button that appears after a player has lost the game

Because this builds on the first version of balloon pop, you must have gone through
the “Build a balloon pop game! Part 1” tutorial first in order to complete this one.

Let’s get

started!



http://appinventor.mit.edu/explore/sites/all/files/hourofcode/BalloonPop.pdf
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Step 1: Add extra components!

To extend this app you will need to add three components—a HorizontalArrangement,
Label, and a Button. Place the HorizontalArrangment below the Canvas, and the Label

and Button inside the HorizontalArrangement.

User Interface
Button
Layout
' CheckBox
HorizontalArrangement
J DatePicker
HorizontalScrollArrangement 4 Image
TableArrangement f \| Label
VerticalArrangement f ListPicker
VerticalScrollArrangement
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a Your screen should now look like this:

Components

Viewer
Display hidden components in Viewer e Screenl
C S]

Check to see Preview on Tablet size
* ImageSpritel
* ImageSprite2
* ImageSprite3

-4 Canvas1

e HorizontalArrangement1
‘ILabell
« Button1
© clock
A
»
TextforLabell | 7oyt for Button1 | Rename Delete
L= E = Media
Non-visible components 3
i alloon.png
Clock1 Upload File ..

Make sure you put the
Label and Button inside the
HorizontalArrangement!
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Step 2: Set properties

1. Click on Labell, set Text to “Game
over!” and uncheck the Visible box.

2. Click on Buttonl, set Text to
“Restart”. Then uncheck the

Enabled and Visible boxes.

Properties
Labell

BackgroundColor
[] None

FontBold
Fontltalic

FontSize

FontTypeface
default -

HTMLFormat
HasMargins

v

Height

Width

Properties
Button1

BackgroundColor
Bl Default

Enabled

Text

FontBold
Fontltalic

FontSize
14.0

FontTypeface
default ~

Height
Width
Image

None...

Shape
default ~

ShowFeedback

TextAlignment
left-0 ~

TextColor

B Black

Restart

Visible

TextAlignment
center:1 ~

TextColor
B Default

Visible
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ke this:

Screenl

Your screen should now look

Display hidden components in Viewer
Check to see Preview on Tablet size.

M
m

~# Canvasl]
- ImageSpritel

vl ImageSprite2

o ImageSprite3

0]

HorizontalArrangement1

‘|Labell
weu/ Button1
Clock1

Rename = Delete

Media

Non-visible components

Balloon.png

Clock1 Upload File ...
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Step 3: Switch to the blocks window to write code!

Now that all new components have been added to the app, switch to the blocks
window by clicking the “Blocks” button in the upper right corner.

Components Properties

Screen] Screenl

AboutScreen

AlignHorizontal
Left:1 ~

AlignVertical
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Step 3 continued

When a balloon reaches the bottom of the screen, we would like all three of the balloons to re-set in the same
way we had them reset when touched. Because we are doing the same thing, we can reuse code!

1. In part 1 of this tutorial, you wrote the following code to reset each balloon

if it touched the bottom of the screen:

when QILERESCERS . Touched

ImageSprited ~ [arll 0
Xy Xy
do set - to | o ¥ imageSprite2 - M Y - BN

Xy
-8 ImageSprite3 v B Y v RGNS 10 |
-8 ImageSprite3 v B Enabled ~ RGeM  false -«

c 8 ImageSprite1 ~ [ Enabled ~ MGR false - =% ImageSprite2 ~ M Enabled ~ Rl false - |

; . : - -8 ImageSprite3 ~ M Visible v RGN false
gl [megeSpritet - Y Visiole - JUggy falso - X imageSprite2 - J Visible - T false - - :

2. Duplicate each of these groups of blocks by right-clicking on the “when” block and choosing “Duplicate”

"0 8 ImageSprite1 * FLIe )

00

Duplicate
Add Comment
Collapse Block

Reusing
code is an

Disable Block _
Add to Backpack (0) Alse - Important

skill!

Delete 9 Blocks
Help
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Step 3 continued

1. Remove the green interior blocks from all three of the duplicated blocks, and stack all these green blocks

together. Then you can delete the duplicated “when” blocks. Make sure not to change the originals!

L When (ErES i CIRg  Touched

-8 ImageSprite1 ~ to | m
set ImageSprite1 ~ (oM false

)
. EEH ImageSprite1 ~ BY ~ IGEMET 10 |

L8 ImageSprite1 ~ Al Enabled ~ RGN false - set ImageSprite1 ~ to (,(EEB
set mageSpntez v - | [E)
set G faise - |

S0 ImageSprite1 ~ B Visible ~ BT | false ~

[ when .Touched
Xy set mageSpntez v . L false -~

set .CE2 o ,§0 s ImageSprite3 ~ B Y ~ REMEE 10

set : (M false - -8 ImageSprite3 ~ Bl Enabled ~ RGN  false -~
ImageSprite2 ~ W Visible ~ false - . .

L.l ImageSprite2 isible v MM false set ImageSprltes - o | m

" when ImageSprite3 « el ey [cle]
00

- ImageSprite3 ~ |

S ImageSprite3 ~ Il Enabled ~ RUM false -
S0 ImageSprite3 ~ Y Visible ~ BT | false ~

when Touched | when Touched J when QUERES[JEIES -Touched
XV 00 Xy

You can delete these leftover blocks now:
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Step 3 continued

The huge green block you just put together will form the basis for what we want to happen
when an Image Sprite reaches the bottom edge of the device.

ELE ImageSprite1 v BEeGEIREER L
~edge
1. Click on ImageSpritel and drag out a block that looks like this: l !

2. Now grab the stack of blocks you made in the previous slide
and click them into place within the “when” block you just dragged out.

3. Right click on the “when” block and duplicate it twice to get three copies
of this group of assembled blocks.

4. Click on ImageSpritel in the
ImageSpritel.EdgeReached gold block in one of the
duplicates to get a dropdown menu and change
ImageSpritel to ImageSprite2.

You should end up
with one “when”
block each for
ImageSpritel,
ImageSprite2, and
ImageSprite3

5. Change ImageSpritel to ImageSprite3 in the
other copy.



MIT App Inventor

S when (L Es o g EdgeReached

- ¥ imageSprite1 - M Y ~ RelL| 10
c- 8 ImageSprite1 -~ B Enabled ~ MM false -
-8 ImageSprite1 ~ B Visible ~ W false -
28 ImageSprite2 v BY ~ RGBT 10
-= 8 ImageSprite2 ~ | Enabled ~ RGM false -
Sl ImageSprite2 ~ | Visible ~ RN false -
Y imageSprited ~ Y ~ JL AL 10)
S8 ImageSprite3 v | Enabled v RGN false - |

L8 ImageSprite3 ~ Y Visible ~ RN false -
S

S0 ImageSprite2 « &=l R EET

The code you have just written should look like

this:

when [InEGESJOCEES .EdgeReached

_edge
Y imageSprite1 - WY - L 10
4 imageSprite1 ~ J} Enabled ~ UL false -
=Y imageSprite1 - I Visible ~ el faise -
Y imageSprite ~ N Y ~ L4, 10
4 imageSprite2 ~ J Enabled ~ L. false -
Y imageSprited -~ Y ~ 4L 10
=Y imageSprite3 -~ i Enabled ~ L, faise -
= ImageSprite3 - i Visible ~ I, false -

D

. ¥ imageSprite1 - M Y ~ R0 10
o) mageSprite - Ji Enabled - LN false
) mageSprite - J Visible - JUR false -
X imageSprite2 - J Y - JLOME( 10
X imageSprite2 - | Enabled - L] false
X mageSprite? - J Visible - JUR] false -
A mageSprite3 - J Y - IR 10
Y ImageSprite3 - J Enabled - NN false -

=W ImageSprite3 ~ M Visible ~ M. false gl mageSprite2 - JY Visible - JCRLY) false -
) ————S
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Step 3 continued

Awesome! Now when a balloon reaches the bottom of the screen, it will restart at the top of the
screen. We want to do a little more than that, though. When the bottom of the screen is reached,
the balloons should stop falling, and a game over message and restart button should appear.

1. Click on Clockl and drag out a block that looks like this: Egikciockl i TimerEnabled ~ BT
2. Click on Labell and drag out a block that looks like this &L : to

3. Click on Buttonl and drag out a block that looks like this: §=# Button1 ~ ¥ to

And this: (EBitiont <

4. Snap them all together. @S<WFEockT ~ M TimerEnabled « 1o
set Label1 ~ to

set EI!EEI!D to
- 8 Button1 ~ B8 Enabled ~ B

Make sure to
double-check
that you set
all correctly!
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Step 3 continued

Now, we will fill in the stack of code we just created.

1. Click on Logic and drag out a False block. Snap it into place beside the “set
Clock1.TimerEnabled” block from the previous slide.

2. Click on Logic and drag out a True block. Duplicate the True block two times.
Then snap them into place beside the bottom three blocks in the stack.

Your final result should look like this:

Y Clocki + W Tmercnabled * . false
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Step 3 continued

1. Take the stack of code you just made and duplicate it
EWhen (L CS 3 EdgeReached three times to get four three copies. Move one of

edge them aside for now; you will use it later.
-1 [ imageSprite1 - I Y - JINA 10)

*= ¥ imageSprite1 ~ Ji Enabled - Xl false - 2. Add one of the three remaining to each of the “when
- Y ImageSprite1 - i Visible ~ Xl false - ImageSprite.EdgeReached” blocks

=Y ImageSprite - Y - A 10

==Y ImageSprite2 - Jif Enabled - JM} false -

==Y ImageSprite2 - | Visible - W false -

£ ImageSprite3 ~ Y - A 10
"= 4 ImageSprite3 ~ Jif Enabled ~ M false -
(X mageSprite - J Visible - TN

co g Clock v Y TimerEnabled + JRC false -

!
el Button1 ~ I Enabled ~ JRURE true -

“when ImageSprite2 « =l EF el

_edge

- B mageSpritet - Y - R4 10 when (TSTERD EdgeReached 4. Put aside for later
Ot b ] o — S W CTockt + W Tmercnabled * L faise -

[ImageSprite1 ~ B i to b 4 ImageSprite1 ~ Y ~ WEME 10|

set UIERESIIERRD - A2 o (61 ClimageSpritet - J Enabled - JURE false - =4 Label1 | Visible ~ RUM true ~
S8 ImageSprite2 ~ i Enabled ~ RGN false - | ¥ ImageSprite1 ~ | Visible - W faise -
cE 8 ImageSprite2 ~ B Visible ~ ROM false - W imageSprite2 ~ W Y ~ Bl 10 |
set (IS - A3 o |6 =¥ imageSprite2 - i Enabled - R, false -
S ImageSprite3 ~ | Enabled ~ RUMC false - W imageSprited - W Y ~ Bl 10 |

=3 imageSprite3 ~ i Enabled - Ly false

=¥ ImageSprite3 ~ J Visible - AL, faise -

:et ImageSprite3 v B Visible v MM false ~ |

8 ImageSprite2 ~ M Visible v WOM - false ~ |
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The code you have written so far should look like this:

[ when ImageSprite2 « 11 a -l eil 4Ll ImageSprite3 v = IR EET T

Imageéprite1 @ -EdgeReached

~edge
> WimageSpritet ~ WY - K| 10
=¥ imageSprite1 ~ i Enabled ~ R, false -
¥ ImageSprite1 - W Visible - . false -
=¥ imageSprite2 ~ L Y ~ LB, 10
=¥ imageSprite2 - i Enabled - N
W mageSprite3 ~ I Y ~ B4 10
=¥ imageSprite3 - i Enabled - IRl false -
=¥ imageSprite3 - I Visible ~ JLlL, false -
=Y imageSprite2 ~ J Visible - Il faise -

- ¥ mageSprite1 - WY ~ AL 10)
=¥ imageSprite1 - P Enabled ~ LA | false -
=Y imageSprite1 - W Visible ~ LB, faise -
=W imageSprite2 - W Y ~ JLlL| 10)
¥ imageSprite2 - I Enabled ~ L, faise -
=Y imageSprite2 ~ J Visible ~ Ly faise -
=W imageSprited ~ M Y ~ JLlL, 10)
=¥ ImageSprite3 - M Enabled ~ I false -
W ImageSprite3 - J Visible - AL false -

W imageSprite1 ~ I Y ~ Lls| 10
-8 ImageSprite1 « . to REEIEERS
) ImageSprite1 ~ | Visible - W faise -
=¥ imageSprite2 ~ M Y ~ Lla| 10
=W imageSprite2 ~ P Enabled - Ll  false -
=¥ imageSprite2 ~ i Visible - LB, false -
=¥ imageSprite ~ 1 Y ~ Il | 10
=¥ imageSprite3 ~ i Enabled - R, false -
=¥ imageSprite3 ~ i Visible - LML, false

18 Clock1 ~ B TimerEnabled ~ MGM - false ~
set - to KLCTES

=4 Button1 - J§ Visible - IRy true -
-1 Button1 ~ B Enabled v WG true -
t—————t————SS

=518 Clock1 ~ B TimerEnabled ~ MGl - false -
-E ) Label1 ~ B Visible ~ WO true -~

Sl Button1 ~ I Visible ~ ROMC true -
:et Button1 ~ B Enabled v RGN - true -~

- 8 Clock1 ~ B TimerEnabled ~ BN false -~

=% Label1 ~ M Visible ~ M true -
o8 Button ~ 8 IOl true -
18 Button1 ~ B Enabled v RGN
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Step 3 continued

Now we need to tell the app what to do when the restart button is clicked

LUCHN Bution v eIl
do

1. Click on “Button1” and drag out a block that looks like this: |
2. Take the stack of blocks that you set aside.

3.  For this stack of blocks, set all Trues to False, and all Falses to True. Then snap this block into
place inside the “when Buttonl1.Click” block.

Your final result should look like this:

- =Y Clock1 ~ W Timertnabled + JGRg | rue -

= Button1 * J Visible * R faise -
L,



Step 4: Testing and debugging!

Awesome! You're all done coding your app. Open the App Inventor
Companion app and make sure everything is working properly.
Remember, your app should:

* Reveal a new balloon at the top of the canvas every half a second
* Have that balloon drop to the floor
 Remove the balloon if the user clicks on it

* |If a balloon reaches the bottom,
Game over! and the Restart button appear

* Clicking the Restart button should start
the balloons dropping again
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Here are some ideas to add to your

Balloon Pop app!

* Keep score

* Speed up the balloons dropping
as time goes by or as the score
gets larger

* Make the balloons smaller as time
passes to make it harder to
click on them

* Add more balloons!

 What else can you think of?

Thanks for coding with us!
You’ve done a great job. Check
out more tutorials at
http://appinventor.mit.edu/
explore/hour-of-code.html




