
MIT APP INVENTOR

DAY 4
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INSTRUCTIONS

Welcome to the course on MIT App Inventor. We will be using Zoom

Application for delivering this course. Please adhere to the following

instructions during the presentation.

 All of the participates other than the host are requested to mute (Alt+A)

their microphone unless otherwise specified.

 Please use the chat window to type in your doubts and response to

questions/tasks.
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OVERVIEW
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Build two App games:

• Multiplication quiz.

• Mini Golf.



 App 1 : Multiplication quiz

• App must work in this way: two numbers will pop up randomly, if user get it right 

app will give a massage saying it’s correct answer, otherwise incorrect answer  

has to pop up and show the correct answer.

• Drag four labels one by one and rename it both in components and properties.

• Drag a textbox.

• Drag a button.

• Drag a notifier from user inter face.
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 Blocks editor 

• Create variable, you need one variable for each two numbers that the app is multiplying 

and the correct answer.

• Set a procedure that  reset a question whenever user enter the app, answer or give 

incorrect answer.

• To generate random numbers go to maths and pull out random integer.

• Two random blocks for number 1 and 2, and for the answer we need it to multiply it so 

pull out multiplication block from math.

• Update the number to the screen because the screen wont update itself.

• Instead copy and paste use call procedures and the app will call out the numbers to the 

screen.
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 Add submit button

• When button is pressed, if answer is correct then send a message, if not send 

a message too.

• To check the condition use (if statement).

• The app result and the user’s must be same otherwise its incorrect.

• Create a question after answering each question. 
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 App 2: Mini Golf

• Copy the image file to desktop. 

• Start a new project.

• Drag a canvas and change background color, Height to 300pixels and width to fill parent.

• Drag two balls  rename them to ball and hole.

• Change ball radius to 10 and Z to 2.

• Change hole radius to 15 and color to black.

• Import image file to the golf area and use it as an obstacle. 

Junior-Courses 2020 10



Junior-Courses 2020 11



 Add clock 

• Button to reset the game and rename it to reset.

• Drag a clock from user sensors.

• Change timerInterval to 100 to slow the golf ball.
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 Blocks editor

• User want to throw the ball to reach the hole .

• Need to control the speed and destination.

• If speed of the ball is not convenient use math to increase or 

decrease speed.
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 Stop the ball

• The part before can’t stop the ball.

• So if ball speed is grater than a particular number it will decrease or the ball will 

stop.
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 Bounce off the edge and obstacle 

• There was an example on the introduction of this course (MIT DAY 1) using

event handler.

• Using event handler make it bounce off the obstacle.

• Change the ball heading to be opposite and easiest way to do that is by

subtracting the ball heading .

Junior-Courses 2020 18



Junior-Courses 2020 19



 Goal

• Detect when the ball collided with the hole that means it reached goal .

• If the ball collided with the hole ball speed must be zero “stop”.

• Ball X and Y position should match the hole X and Y position.
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NEXT DAY

Junior-Courses 2020 22

Fidget Spinner :

• Using speed and friction in the app.

• Activity for student (build your own app).



THANK YOU!
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