Lesson 16: Events in AppLab

Overview

Question of the Day: How can | use events to create an
app?

In this lesson, students learn how to add screens to their
apps, how to import screens created by other students,
and how to program events to navigate between
screens. Students learn basic event-driven programming
by building up the model app that they started in the
previous lesson. At the end of the lesson, students make
a plan for how they will stay organized when importing
each other’s screens in tomorrow’s lesson.

Purpose

This lesson gives enough programming context for
students to be successful creating their digital
prototypes. The goal of this lesson is not to teach
programming in App Lab (there will be time for that in
Unit 6), but rather to teach the minimum amount of
programming skills to allow students to make their apps
interactive.

Assessment Opportunities

1. Create an event that detects and responds to user
input

Code Studio: See rubric on bubble 9.

Full Course Alignment

Standards

CSTA K-12 Computer Science Standards (2017)
» AP - Algorithms & Programming

» IC - Impacts of Computing

Agenda

Warm Up (5 minutes)
Getting Prepared
Journal

Activity (35 minutes)
Events in App Lab
Preparing for Screen Import

Objectives

Students will be able to:

¢ Create an event that detects and
responds to user input

Links

Heads Up! Please make a copy of
any documents you plan to share
with students.

For the teachers

e CSD Unit 4 - The Design Process
- Slides

Introduced Code

e console.log(message)
e onEvent(id, type, callback)

e setScreen(screenId)


https://staging-studio.code.org/courses/csd-2021/standards
https://docs.google.com/presentation/d/1aM1QmHeYJTx1V-Puzinc4Jp8gpae7ZArLW1Y1sI3CYY/copy
https://staging-studio.code.org/docs/applab/console.log/
https://staging-studio.code.org/docs/applab/onEvent/
https://staging-studio.code.org/docs/applab/setScreen/

Wrap Up (5 minutes)
Journal

Teaching Guide

Warm Up (5 minutes)

Getting Prepared

Distribute: Make sure each team has their materials available.

Journal

Prompt: Think back to when you were programming in Game Lab. When you wanted a game to
respond to user interaction, how did you do it?

Discuss: Students should journal individually, then share in pairs before asking a few students to share
with the class.

-
®, Discussion Goal AW

Goal: Students should remember that Game Lab uses a ‘draw’ loop that runs constantly. If they
wanted to check for a user interaction, they needed to use if-statements inside the loop to
constantly check what the user was doing.

Alternate Prompt: If your students haven’t completed Game Lab, you can adjust the prompt to
have them think of a game they’ve played and ask how it gets input from the user. They may
brainstorm things like pressing a button on a keyboard or clicking a character on a screen, or they
could consider phone interactions like tapping the screen, or swiping or pinching for an action to
happen.

& Remarks

In Game Lab, we used the ‘draw’ loop to constantly check if a user had interacted with the game. This
technigue works really well in games and animations where you need to be updating a lot of things all
the time. However, most phone apps are not doing things constantly. In fact, a lot of apps do
absolutely nothing but wait for the user to click on something - this is called an event. Today, we’re
going to learn how to add events in App Lab by continuing to create the Recycle Helper app.
Tomorrow, we’ll add events to our own digital prototypes

Question of the Day: How can | use events to create an app?

Activity (35 minutes)

Events in App Lab

Code Studio: Have students log into their computers and open Code Studio. If you’ve used Pair
Programming in previous units, consider having students use it throughout these levels.

Q Teaching Tip -



Video Review: The second half of the video from yesterday is a good guide for what students will
be completing today. You may decide to re-watch just the second half where Caley creates a new
screen and adds an event to the screen, since this is what students will be completing today.

= 1-4 Adding Screens

1 2 3 4

& 5-7 Events and Linking Screens
S5 6 7°

Circulate: Monitor students as they complete the levels in Code Studio. As they progress through the
bubbles, they should be adding to the Recycle Finder app from previous lessons. Students will spend
most of the class completing these levels. As teams start to finish up, begin to transition to the next
stage of this activity

& Remarks

A key part of adding events to your app was having different screens to link to. Today we learned one
way to do that is by importing other screens. We will be doing this same process with your teammates

- importing their screens into your app. To prepare for this, we need to plan how we will share our
projects with each other.

Preparing for Screen Import

Do This: Have students discuss as a group how they will share their screen’s import URLs with each
other. They should decide on a plan that they will implement tomorrow.

Q@ Teaching Tip -

Preparing to Share: Having a system for students to share their project URLs is important for
tomorrow’s lesson. Common strategies include having a shared Google Doc where students paste
their URLs, or send emails to everyone in the group and creating an email thread, or using your
school’s learning management system to have students communicate with each other. You can let
students decide which method they would like to use, or you can instruct students to use a specific
strategy to simplify the process.

Wrap Up (5 minutes)

Collect: Collect all the materials from each team in a safe storage location.

Journal

Prompt: What do you think will be a challenge when it’s time to import screens and continue creating
your digital prototypes tomorrow? How can your teammates help with these challenges?



Discuss: Have students journal individually first, then have students share with a partner before asking
a few students to share with the class.

- . .
®) Discussion Goal ‘W

Goal: Students may predict that they may have trouble staying organized with all the different IDs,
or they may make coding mistakes with the events, or they may have import errors when trying to
import screens. Encourage students to consider how their teammates can be a resource, such as
acting like a “thought partner” to help with debugging or by using their Screen Design Activity
Guide to help stay organized with IDs.




