Game

Anpovpyia véou Project ko puBpicelg 00ovng

MEPIFPA®H EQAPMOIHZ

Oa ulomoloouE €va project oto omoio o xpriotng Ba €xel tn duvatdtnta va {wypadilel otnv 086vn Tou
KLVNTOU Tou. AVOAUTLKOTEPQ, OTAV O XPNOTNG ayyifel Tnv 08ovn, Tote Lwypadilel o ekeivn Tn Béon pia te-
Aela, kal 6tav o XpAoTNG KIVAOEL TO SAKTUAO TOU EMAVW oTNV 0006V, ToTe {wypadillel pia ypapun LeTafl
™G TpEXoUcaC BEoNG TOU SAKTUAOU Kol TNG PonyoupevnG. TEAOG otav kouvnBel To Kvnto, tote Ba kaba-
pileL n 0BovN.

Bipa 1

Anutoupyia véou Project kat puduiosic odovnc.

Anuoupynote €va project pe ovopa game.

ApPXIKA, TO povadikd SLaBEaLo cUoTATIKO TG edapuoyng eivat n 086vn (Screenl) kal Ba xpelaotel va pe-
TOBAAAETE KATIOLEG TTO TLG LOLOTNTEC TNG.

EruAéte To aviikeipevo Screenl amd To TUAMA He TNV emikedaAida Components Kal aAAGETE TLG LOLOTNTES
oto 6e€l p€pog TNG oeAidag oto TUa Ue TNV entkedaAiba Properties.

Screen Orientation: Portrait

Scrollable: (o)1

Title: AyyLEe TNV 006V Kot oUpe To SAKTUASG cou
TitleVisible: Nau

BApa 2

Mpoco8kn aVTKEWEVWY OTO Ypa@Lko meptBailov

Oa XPELAOTEITE TO AVTIKELPEVO TOU KAUPBA, mavw oto onoio Ba {wypadilete. EmutAéov, Ba xpelaoteite Kat
Tov aloBntripa kivnong-emttayuvong (Accelerometer Sensor).

Mo o oXedlaopd TN endAvionc Tou project KAVTE TIG eVEPYELEG TIOU epdavilovtol 6ToV MOPAKATW TivoKa:

210 THNHO 210 runufx Viewer 3710 TuApa Components Y710 TUAa Properties
ks MR AR No To HETOVOUAOETE OF Na peTaBANETE TG LOLOTNTEG
ATO TNV opada VTIKE(PEVO
Drawing and Canvas Canvas2 Width: Fill Parent
Animation Height: Fill Parent
Sensors Accelerometer Sensor AccSensor

ATo 1o avw Se€i pEpog Tou App Inventor ertAé€te To Koupni Blocks yia va uhomoloste Tn cupnepido-
pAa Tou project.
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BAua 3
‘Otav avolyel n epappoyn Kat epdaviletal n 086vn [when Screenl.Initialize] kave:
e kabBaploe tnv 00dvn [call Canvas2.Clear]

when EIIED Initialize

do  call [*ENEERS Clear
—
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Otav ayyilw tov 086vn [when Canvas2.Touched] kave:
e Snulolpynos évav KUKAO 0To onpelo Tou ayyLéa tnv 08dvn Kol PUE OKTLVA LoN HE TO TIAX0C TNG YPAUUAC
[call Canvas2.DrawCircle (X, Y, Canvas2.LineWidth, true)].

when Touched
Xy touchedAnySprite

do call DrawCircle
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ill

‘Otav oépvw to §AKTUAO MAvw otnv 086vn [when Canvas2.Dragged] kave:

e {wypadloe pia ypopun amnd 1o mponyolUevo onueio (prevX, prevY) mou Bplokotav tTo SAKTUAO MAVW
otnv 086vn péxpL to tPéXov onueio (currentX, currentY) mou Ppioketoal to SdktuAo [call Can-
vas2.Drawline (prevX, prevY, currentX, currentY)].
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‘Otav Kouvdw To Kvnto [when AccSensor.Shaking] kave:
e kabBaploe tnv 006vn [call Canvas2.Clear]

when Shaking

do call Clear
. —

A-'{'{_I.EE TNV 0806V Kal olps To 66:1;;6-;(:;: —
Ztnv Suthavr) 00dvn epdaviletal n edbappoyn Ue Eva a-
TIAG oX£610 ou SnuLoupynBnke ayyilovtag tnv 086vn e
To SAKTUAO.




