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INTRODUCTION 

Now that we have seen the basic structure of a mobile 

app and learned how to make it accessible on a mobile 

device, we will turn our attention to creating more and 

more sophisticated apps. 

 

In this unit, we will create a game app that is based on  

a very simple concept, namely poking a cow. Similar 

to the whac-a-mole carnival game, this app will display 

an image of a cow at a random location on the screen. 

The user will try to poke the cow before it moves to a  

new random location. The app will keep track of the 

number of pokes that successfully hit the cow. 

 

The basic mechanics of this game can be extended to 

create a wide variety of other game apps.  

LEARNING GOALS 

 Extend our knowledge of JavaScript to include functions, timers, and conditional statements 

 Detect taps on animated images  
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GETTING SET UP 

Just like with HelloName, we will begin by building this app with existing code. 

 Create a new folder called CowPoke 
 

 Using a text editor, create three new files in the folder: index.html, cowpoke.css and 
cowpoke.js. The index file will load the app’s CSS and JavaScript files. The cowpoke.css file 
will contains the style formatting instructions for the app. The cowpoke.js file will contain the 
instructions for the image movement and scoring system.  
 

 Download the cow.png image from 
 http://media.mivu.org/mvu_pd/advapps/cow.png  
and save it in the CowPoke project folder. 

http://media.mivu.org/mvu_pd/advapps/cow.png
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GETTING SET UP CONTINUED 

Enter the following code into the respective files, or copy/paste using the PasteBin links.  

 

 

 

 

index.html 
http://pastebin.com/0bQ7YigU 

 

 
cowpoke.css 

http://pastebin.com/KT5Admk3 

 

 

cowpoke.js 
http://pastebin.com/DC6i3vS1 

 

 

http://pastebin.com/0bQ7YigU
http://pastebin.com/KT5Admk3
http://pastebin.com/DC6i3vS1
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TESTING THE APP 

 Once all the files are created and saved in the same folder,  
open the index.html file using a modern web browser  
(Google Chrome is recommended).  

 When the web app opens, it should look like the image at  
right. (Resize your browser to make it the approximate  
dimensions of a mobile device.) 

 The cow should be jumping randomly around the screen  
approximately once each second. Each time you successfully 
tap the cow, the score should increase by one. 

 

MAKING SENSE OF THE CODE 

As with every app we will make, we want to be sure we  
understand exactly what the code is doing. 

 Go through the index.html, cowpoke.css and cowpoke.js  
files line by line to examine how the code functions. 

 If you need help making sense of the code, watch this instructional video: (http://bit.ly/MZFnji) 

 To solidify your understanding, try making small changes to the code and explore the impact it has 
on the web app. For example: 

o Customize formatting details in the app, such as the colors, fonts, or the cow image. 

o Change the speed of the cow’s motion. Make it jump to a new location once every 0.5 
seconds and once every 2 seconds.   

o Alter the size of the game area by making it only half of the screen. Be sure to change the 
code so that the cow stays within this new smaller game area. 

o Change the app so that the cow immediately jumps to a new location after it is poked – 
this will prevent players from cheating by double-tapping the cow. 

 

CHALLENGES 

On the following page, you will find a list of progressively more difficult challenges. Complete at least 
two of the challenges as your assignment for this unit. As evidence that you have completed the 
challenges, submit a zip file of your updated CowPoke folder to the Edmodo course page. 

 

http://bit.ly/MZFnji
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CHALLENGES CONTINUED 

Challenge 1 – Customize the App: Change the text elements, 

formatting, images, speed, etc. Make the app  

your own. 

 

Challenge 2 – Progressive Levels: To make the game more 

challenging, increase the speed of the cow as  

the player’s score gets higher. Either continually 

increase the speed with each hit, or have the  

speed jump up after each 10 hits.  

 

Challenge 3 – Selectable Levels: Add buttons to the bottom 

of the app that allow you to select the difficulty: 

easy, medium, or hard. Be sure the score resets 

each time the difficulty is changed.  

 

Challenge 4 – Pause Button: Create a functioning pause button. Make sure that the button clearly 

indicates whether the game is currently paused or not. To increase the challenge, add 

options to the pause menu such as “reset score” or “choose difficulty.” 

 
EDMODO CONNECTION 

Now that you are getting more comfortable with programming mobile apps, let’s take some time to 

consider the potential value of teaching programming in the context of mobile apps. Go to the Edmodo 

Unit 3 page to discuss some of the following questions: 

 What sort of programming do your students currently learn?  

What kinds of programs do they make? 

 In what ways would programming with mobile apps be an improvement? 

 What are some potential hurdles to teaching programming with mobile apps? 

 

In addition, be sure to upload and submit your completed challenge files in the Unit 3 assignment area.  
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