Lab 6 Space Invaders by Nathan Chao
Go to http://appinventor.mit.edu/explore/ai2/space-invaders.html to get all the explanations, graphics and working
block functions you need to get the simple game up and working.
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To help you position the rocket and saucer properly in the full screen with no title or status bars, see below.
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In this lab, a grade better than C+ (minimal working full screen landscape version) will depend on how much you
can improve this game app.

Download the Spacelnvaders2 app apk file from BB to see how an enhanced Spacelnvader would work.


http://appinventor.mit.edu/explore/ai2/space-invaders.html

Lab 6 Spacelnvaders2

Adjustments | made for Spacelnvaders2 app placed on BB

a. Changed bullet x position so bullet emerges more near the center point of the rocket

b. reduced the time of the saucer in one place to 2 seconds from 3

c. Set saucer in motion with a speed of 2 (not too fast or bullet will have trouble with a fast moving target.
d. make sure saucer doesn't turn upside down in wall collisions.

e. Made sure saucer bounced of edge like a ball (see google app invertor video tutorial on Ball Bounce)
f. Increased the bullet speed to 18 to compensate for shorter saucer time and new saucer movement

g. Made saucer Y random near the top 1/3 of the screen of Y from 0 to 100 pixels.

h. Tallied number of hits each time bullet collision routine occurs until it reaches 10

i. Dropped in Clock2 that starts when game start on Screenlback button.

J- Clock stops on 10th hit like lab 5 and a final time is displayed.

For those students able to add the mods, to get a higher grade, you need to explain by showing the modified block
and the original block and explaining how they differ.

Report requirements for grade above C+

1. Screenshots of initial and final (game end time) and your name shown onscreen in your enhanced app.

2. List all the improvements you made like 1 did above.

3. Show original and modified blocks ( as many as you modified or added ) and explain how your modification of
that block affected changes from the original behavior.

a

Origina block

Modified or added block

Explain how your modification of that block affected changes from the original behavior.

b

Origina block

Modified or added block

Explain how your modification of that block affected changes from the original behavior.




