




Note The “global” in set global dotSize refers to the fact that the
variable can be used in all the event handlers of the program
(globally). In App Inventor, you can also define variables that are
“local” to a particular part of the program (see Chapter 21 for details).

Figure 2-20. Clicking the buttons changes the dotSize; touches thereafter will draw at
that size

Test your app Try clicking the size buttons and then touching
the DrawingCanvas. Are the circles drawn with different sizes?
Are the lines? The line size shouldn’t change because you
programmed dotSize to only be used in the
DrawingCanvas.DrawCircle block. Based on that, can you
think of how you’d change your blocks so that users could
change the line size, as well? (Hint: DrawingCanvas has a
property named LineWidth.)     

The Complete App: PaintPot
Figure 2-20 illustrates our completed PaintPot app.
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Figure 2-21. The final set of blocks for PaintPot

Variations
Here are some variations that you can explore:

• The app’s user interface doesn’t provide much information about the current
settings (for example, the only way to know the current dot size or color is to
draw something). Modify the app so that these settings are displayed to the
user.

• Let the user specify values other than 2 and 8 for the dot size by using a Slider
component.
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Summary
Here are some of the ideas we covered in this chapter:

• The Canvas component lets you draw on it. It can also sense touches and drags,
and you can map these events to drawing functions. 

• You can use screen arrangement components to organize the layout of
components instead of just placing them one below another.

• Some event handlers come with information about the event, such as the
coordinates of where the screen was touched. This information is represented
by arguments. When you drag out an event handler that has arguments, App
Inventor creates get and set items within the block to use to reference these
arguments.

• You create variables by using initialize global name to blocks from the
Variables drawer. Variables let the app remember information, such as dot size,
that isn’t stored in a component property.

• For each variable you define, App Inventor automatically supplies a get global
reference that gives the value of the variable, and a set global block for
changing the value of the variable. To access these, mouse over the variable’s
name in its initialization block.

This chapter showed how you can use the Canvas component for a painting
program. You can also use it to program animations, such as those you’d find in 2D
games. To learn more, check out the MoleMash game in Chapter 3, the Ladybug Chase
game in Chapter 5, and the discussion of animation in Chapter 17.
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