“ Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

Worksheet 1

Google Account & Connecting to Applnventor

Activity: You will create a Google Account and use it to login to the Applnventor site.
Time: 15 Minutes

App Inventor was developed by Google and is now owned and developed by the Massachusetts Institute of
Technology (MIT) and can be accessed through this website: http://appinventor.mit.edu/explore/.
You need three things to use App Inventor:

e A computer—Windows, Macintosh, or GNU/Linux.

e Aninternet connection and browser—Chrome, Firefox, or Safari. (Internet Explorer support is
planned for the future.)

e A Google account—Free, and available at https://accounts.google.com/signup. Note that to set up
your own account, you have to be age 13 or older in most countries. If you’re under 13, a parent
can sign up for an account and work alongside you. (We know—the kids will teach the grownups!)

e Android phone or tablet

(Source: Book “Hello App Inventor!” Beer P., Simmons C., Publications Manning Shelter Island)

TASK DONE?

Google account

Should you already have a Google Account, consider helping out your fellow students who don’t.

Otherwise, open a browser and type in https://accounts.google.com/SignUp .

e Fillin the required information.

e You should also have an active phone number so as to verify your account.

e Write down your username and password for future reference.

Connecting to Applnventor

e Inthe address bar of your browser type http://ai2.appinventor.mit.edu .

e After this you will be presented with the environment of Applinventor.
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Worksheet 2 (part A)

Applinventor Environment

Activity: You will be introduced to the main parts of Applnventor.
Time: 10 Minutes

Sign in with your Google account at http://ai2.appinventor.mit.edu

In all the App Inventor apps you’ll build, you’ll use the same three steps with three different screens:

1. Design the app screen by using the app Designer.
2. Tell the app what to do by programming the Blocks Editor.

3. Test the program using your phone or emulator.

Designer
The Applnventor Designer lets you

a) Create a new project,
b) Add components and
c) design the look of the app.

Blocks Editor

e The Blocks Editor lets you control how the app works by using programming blocks.
(You can toggle between Designer and Blocks as you program.)

Testing!")

e Finally, you'll test the program on your phone.
e You can see if the app looks and works OK.

() Testing on your smartphone
[

e You will need an Android smartphone to download from Google Play the
“MIT Al2 Companion”
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Worksheet 2 (part B)
My first app: Hello World!

Activity: You will create an app that displays a pop-up message saying “Hello World!”

Time: 30 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).

Don’t hesitate to ask if there is something you are not sure of.

TASK

DONE?

Starting a new project

2. Enter the project name, HelloWor1ld, and then click OK.

1. From the menu click “Project” and then choose “Start New Project”.

them.

e No spaces are allowed in project names or component names. One way to separate
words is to use camel case, i.e. capital letters to indicate the start of each word.
e App Inventor projects are automatically saved every few seconds as you work on

Adding a Notifier component to the project

1. From the Palette, | =~ ™77
dragthe Notifier 0 g
component onto e

Screenl here. b
—

Tip: If you can't spot

Notifier in the Palette, ™"

make sure you're e, Aoyt

looking in the User Sensors

Interface section. Social Non visible components

You can use the useful Not i f ier component 3. You're finished in the Designer, so open the
for all kinds of pop-up messages and warnings. Blocks Editor by clicking the Blocks button.
F MIT App Inventor 2

= Beta

T ]

2. You should see the Notifier icon appear in the
Components list above and also down here.
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Writing the program using blocks

hetowors1____ CEBECTEMCETS

Blocks

@ Buinin
Beoo
Wioge

cancelable

call (L2 -ShowMessageDialog

message

8 1 screent - . 2. Drag the Notifierl.

1. Click 77— Hnoient ShowMessageDialog block from

Notifierl. @ Aaycomponent the sidebar into the main work area.

button Text

Now you join the blocks

To join the blocks, drag the purple Not i fier block
into the space in the Screenl.Initialize block. @ This is the Title

when T3 Initialize This is the Message - the
& important bit!

This 1s the Button

l Text - OK?
f

ﬁ Have you noticed the empty jigsaw slots in the Notifier
. block? These are three extra pieces of information that the
) notifier needs before it will work. Here you can see how
they affect the phone’s pop-up notifier.

call QIR ShowMessageDialog
message

title

buttonText

The message, title, and button text that the notifier needs are all pieces of text—in
programming, we call them text strings. To make text strings, you use a Built-in Text block.

1. Click the empty Text 2. Drag three empty Text blocks into

block from the Built-in blocks. the three empty Notifierl slots.

Blocks \ Viewer /

8 Builtin »
.Conuol n
.Logu; Alexlsu'ng

join
."(a"‘ -
.Teﬂ
Bss do call LA ShowMessageDialog
Bcoiors message [ B
.‘/mmhi»f, title
L om compare texts g (< + | |

= |l Notifier ShowM Dial
call (IS ShowMessageDialog PP ——— You can set a text string by clicking
message  Hello World | '——\ between the quote marks.

title

buttonText m / Change the three text strings to

what is shown here.
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TIP:
Before testing the app you should download the “MIT Al2 Companion” from Google Play.

Testing the app

Connect your smartphone or tablet from the Connect menu at the top of your screen.

1. Click Connect. Choose Project - Connect~  Buid~  Help~
Al Companion, Emulator, orlsy\_’

Emulator
2. You can be connected via Viewer ‘ Usse l

only one method at a time.

Reset Connection

Hard Reset

do cal LT3 ShowMessageDialog

message

title
buttonText

e Connect your smartphone on the Wi-Fi network.

e Choose Al Companion. A code will appear on your computer screen. You can enter
or scan this code into your phone by running the Al Companion phone app.

Connect~  Buid - L P

|E e

Emulator E E - .
| use | vf;s’. .
=

Cancel

Reset Connection

Hard Reset

1. Choose Al Companion 2. A unique app code appears 3. On your phone, 4. Either type the app code and

from the Connect menu. in both QR and text form. start the MIT AlI2 click Connect with Code or click
Companion app. Scan the QR Code and point
your phone at the QR code

on your computer screen.

(Source: Book “Hello App Inventor!” Beer P., Simmons C., Publications Manning Shelter Island)
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Worksheet 2 (part C)

Adding functionality: Hello World! App, version 2

Activity: You will add a button to a new copy of your app.
Time: 15 Minutes

The problem in the Hello World! App is that the Screenl.Initialize event handler you use to

trigger the app only happens once: when the app first runs.

It would be better to have an event like a button press that the user can touch to trigger the event

handler whenever they want to see the message.

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK

DONE?

1. Saving a new copy of Hello World!
You call the new project HelloWorldl Button so that when you look at the list of
projects, you know what makes this version different from any others. Giving items sensible
names will help you later when things get more complicated and you’ve created lots of
different projects.

1. Menu Project - Save As...

2. Callyour new project HelloWorldl button

3. Click OK.

2. Adding a Button component

MIT App Inventor 2
oSy Beta

In the Designer screen, click and drag a
button from the Palette onto your

P
phone screen. y.—\ User Interface Display hidden companents in Viewer
v ‘*e‘-Et-\—‘_\ "d'rv‘ﬂ'

You need to tell the user what to do with the button.
Change the buttontosay Click Me!
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Viewer Components Properties
Dis; hsdden comy ts in Viewer Cl Screenl Button
= suttonm
BackgroundColor
| Y
* Notifier! . Default
Enabled
v
Rename  Delete
Non-visible components Text
Cick Me

N Media

You can change the text that appears on the
button by changing its Text property here.

3. Programming the blocks

Blocks Viewer

2 Builtin

B control when [TTNIED Click

B Logic do

Wuah A S o

B when [T GoFocis do call (A ShowMessageDialog

.LI!:! m mess. je
= title

.Colou
- buttonText
W variabies when (=TI LongClick
W rrocedures do
8 T screent
L Buttont when (CTITIED LostFocus
A Netifiert do
® Any component
1. Click Buttonl. 2. Drag a Buttonl.Click event block into the work

area under your Screenl.Initialize code block.

Now drag the Notifier block’s code from Screenl.Initialize into
Buttonl.Click:

1. Drag the purple Neti fierl block from
Screenl.Initialize into the new
call [75ITED ShowMessageDialog Buttonl.Click evenl.
message
title

bution Text

when 77 B Click

0
when IR Initialize 2. You don't need the empty
do /\_, Screenl.Initialize event any more,
s0 to clean up, drag it lo the trash can.

g0 call LR ShowMessageOialog
message

title

buttonText
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4. Testing your app

Connect your smartphone or tablet by choosing from the Connect menu “Al Companion” at
the top of your screen.

Taking it further

1. Add a new button and notifier to your app. Make the notifier say “Goodbye World”
if the user clicks the second button.

2. Try changing the color properties of Screenl and Buttonl. Also change the Font and
Size properties of Buttonl.

Don’t forget to Sign out from Applnventor once you’re finished with your work.

(Source: Book “Hello App Inventor!” Beer P., Simmons C., Publications Manning Shelter Island)
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Worksheet 3

Designing the User Interface (Ul)

Activity: You will design drafts of the Quiz User Interface.
Time: 30 Minutes

The User Interface (Ul) is about
e How the app looks — graphic design, typography (fonts), and color
e How people tell the app what they want to do
e How the app gives information back to the user through the screen, speakers, or haptic feedback
(buzzing the phone’s little motor)

(Source: Book “Hello App Inventor!” Beer P., Simmons C., Publications Manning Shelter Island)

Examples
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(Source: http://Ircommunicationdesign.com/RapidRecon-web-application-design-example.html )
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Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK DONE?

Assigning Groups
e You will be assigned in intercultural-mixed groups.
e Think of a name for your team.

e Choose who will present your work.

User Interface of the app
e How should the first screen of the Quiz app look like?
e  What functions should it have?
e Brainstorm your ideas inspired from other smartphone applications.

e Make drafts on the template provided. Ask for more copies if you need.

Present your results
e Present your ideas to the other group members.

e Explain your thoughts.
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Worksheet 4 (Part A)

Creating a simple Quiz

Activity: You will create a simple quiz with two questions.
First, you will design the interface of the app screen in Applnventor.
Time: 35 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK

DONE?

Assigning Teams

e To accomplish this task you have to team up with your host/guest fellow student.

Connecting to Applnventor

e Open a browser, e.g. Firefox, Chrome, MS Edge, Safari.

e Inthe address bar of your browser type http://ai2.appinventor.mit.edu .
e Sign in with your Google Account.

e After this you're presented with the Applnventor environment.

Starting a new project Projects +  Comect  Duld+ el -

My projects

1. From the menu click “Projects” and then choose “Start New

P ro i eCt” . Import project (.aia) from my computer ...
)
2. Enter the project name, SimpleQuiz, and then click OK. mport profet () rom a epostors

Delete Project

Designing the interface

r_—— ' \
o Make a simple draft of your Quiz interface on 1 ‘w et J
paper. L =
e 1]
How do you want it to look like? e
What components should it include? e T —
‘j Answer :1_ ‘l ANSW e 2
e We will use the “Layout” tools to arrange all the 3| |- L
components on the screen (points 1, 2, 3 and 4). Aoswer 3 Answer Ly
Choose and drag the components from the al a;N xt; )

Palette category “Layout” in the following order:

point 1: HorizontalArrangement
point 2: HorizontalArrangement
point 3: TableArrangement

point 4: HorizontalArrangement

(1]



http://ai2.appinventor.mit.edu/

B Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

Palette Viewer Components Properties
User Interface [Cnisplay hidden components in Viewer ;': =] I:] Screenl “‘; HorizontalArrang
- [ check to see Preview on Tablet size. 4 j ~ H
" Layout =4 B 9:48 HorizontalArrangement] § | alignHorizontal
=l : - i
. ] learizontaIArrangemenlz i |Left:l "
] HorizontalArrangement ? i Screenl i —
B : @Tablemrangemem] Alignvertical
] HorizontalScrollArrangement (7) _ HAN| 1.
H : IﬂHorizontal;‘«rrangemenlS H [Tep:1 ‘
TableArrangement 7 "’~. o BackgroundColor
i Default
Eﬂ VerticalArrangement 0] I e
] Height
Eﬂ VerticalScrollArrangement  (7) : | Automatic...
Media Width
| Automatic...
Drawing and Animation
Image
Maps
| None...
Sensors .
Visible
Social
Storage
Connectivity
LEGO® MINDSTORMS®
Rename  Delete
Experimental
Extension = Media
Upload File ..
e For every component drawn on the screen change the width
“« . ” - :
Width” to Fill Parent. OAutomatic
MFill parent
O pixels
? @) percent
- What do you notice?
Cancel OK

o We need “Labels” for text output, such as the score and the question.
Then, we want the user to “click on” the answers while choosing, so we decide to
draw buttons for our 4 possible answers.
We also need a “Button” to click in order to proceed to the next question.

e Drag from the Palette the appropriate components to the screen, either Label or
Button, as shown below.

Text for Label1 |

Text for Label? | |

Text for Button1 Text for Button2

Text for Button3 Text for Buttond

Text for Button5

e Change the names of the labels and the buttons in “Components” by clicking first
the name and then “Rename” as shown on the next page.
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Components
© [ screent
a dHorizontalArrangemem‘l Oldname abelt
7 7 [Aliaben .
1 a i_'"]HorizontalArrangementz Hewname SEDI-ELabE“
|A]Labet2
8 [ rableArangementl Cancel OK
Hauttont
Teuttonz
Seutiona Repeat this for the label and button components as follows:
euttons Labell & ScoreLabel

e IJ HorizontalArrangement3

Label2 > QuestionLabel,

Deuttons
Buttonl 2 AnswerButtonl,
Button2 > AnswerButton2,
Button3 2 AnswerButton3,
Button4 > AnswerButton4,
2/\(4 ey Do " Button5 > NextButton

e At the end it should look like this

Components

8 [ screent

® [HHorizontala rrangementl
ScoreLabel

a _I HorizontalArrangement2
|3 QuestionLabel

e ‘_I TableArrangement1
[ AnswerButton1
[ Answergutton2
[ Answerguttona
[ answerguttons

© Horizontala rrangement3

w NextButton

Changing Properties
General Rule: First click on the component, then change/edit the properties of it.

e Change the “FontSize” of the QuestionLabel to 18.0
e Change the “TextColor” for every AnswerButton to blue

e Change the “AlignHorizontal” of the HorizontalArrangement3 to Center.
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e Change the “Text” property of every component to look like as below

Score: |

Question

answerl answer2

answer3 answerd

MNEXT
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Worksheet 4 (Part B)

Creating a simple Quiz

Activity: You will program the components of your app “to tell them what to do”.
Time: 35 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK DONE?

“What should the app do?”

First, we have to think about how we want the app to “behave”.
How should the components interact? For example,

e When the screen initializes (the app starts) the first question and 4 possible answers should be
shown.

e Then the user clicks on an answer.

e The app evaluates if it’s correct and

o ..gives feedback by changing the color of the correct answer button to GREEN

e Maybe all the other buttons should be deactivated to prevent the user on trying different
choices.

e [f the answer is correct the score should be updated “+1”.

Finally, the user can move to the next question.

Blocks editor
Switch to the BLOCKS editor (upper right corner).

Create/Initialize 3 variables: the score, a questionList and an answerList

Blocks Viewer
B Built-in ~ ——
D Control
] Logic
B math
_ CLCIX
M Lists () initialize local (EIEY to
M colors in |
| Variables .
W Frocedures @ initialize local m to
e Screenl in

HorizontalArrangemen

e When the app starts, we initialize our score to 0,
e ..create a list with one question “What is the capital of Spain?”
e and create a second list within a list of possible answers.
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Follow the instructions as shown below.

initialize global (5 ) to | ([
initialize global (FTo 1 15 to | (<) make a list

initialize global (C15 - F-Jto [ () makea list |

? Why did we create the answerList as “a list within a list”?

?What does the number “2” represent in the list of possible answers?

Now you have to set the texts of the QuestionLabel and all the AnswerButton’s.

Follow the instructions as shown below.

when Initialize
do set : to | selectlistitem list | get GRS TINED vl
index ED
- set : to | selectlistitem list | selectlistitem list i[=18 global answerlList -

index

index
et : to | selectlistitem list selectlistitem list | get [GIELEIETETEIE S0
index
index _.
- set : to | selectlistitem list | select listitem list s[=8 global answerlList ~

index

index
set . fo | selectlistitem list | selectlistitem list #2110 global answerlist =
index

index
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— | —
— | —
— | —

Selecting a list item
We select a list item with the use of an “index number”.

Example:

The questionList has only one
item.

This item holds the text “What is the
capital of Spain?”

initialize global (-5 i) to [ (&) make a list & What is the capital of Spain? &

If you want to use the text of this item (1t in the list) you have to use the following programming
block with the index number 1.

=8 QuestionLabel ~ [ Text ~ JRGEES -1 e fE C GG ;‘ s[-¢ global questionList -

? What is the index number for the item “Madrid”? How do you refer to it?

Testing the app
TIP: Before testing the app you should download the “MIT Al2 Companion” from Google Play.
Connect your smartphone or tablet from the Connect menu at the top of your screen.

1. Connect your smartphone on the Wi-Fi network.

jects v v ild » Ip *
2. Choose Al Companion from the Connect menu o pomne o e
3. Aunique app code appears in both QR and text I
Screen] - i jcreen
form. ] Emulator
4. Onyour phone start the MIT Al2 Companion Viewer USB
app. { _
5. Either type the app code and click “Connect Reset Connection
with Code” or click “Scan the QR Code” and Hard Reset

point your phone at the QR code on your
computer screen.

Try your app by pressing the buttons.

? Do the buttons have some functionality?
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Worksheet 4 (Part C)

Creating a simple Quiz

Activity: Adding functionality to the buttons.
Time: 15 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

“What should the buttons do?”

If the user clicks on an Answer button, then the answer should be evaluated if it’s correct.

TASK DONE?

The correct answer is given by the number (in this example 2) in the list of possible answers.

() makealistl “ E2B
_Madrid }¢

e |f the user clicks on the correct Answer button,
o then a) it should change its background to green and b) update the score to +1.
e |[f the user clicks the wrong button, then do nothing.

Follow the instructions as shown below

=1 AnswerButton1 -

do (o) if

. select list item list select list item list _. s[=¢ global answerlist + .
index EB

index
X Arsversution - I BackgroundColor -~ Y colour
sét FEEERTER o . () | oot CREEEEED * '@ GREEN

=¥ ScoreLabel - Wiext * KONMEON MM Score: |
get

| -
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when

AnswerButton2 ~ | &

do | (4] if
index D

index .
S AnswerButions + I Backgrounacowor « R,
L gcbalscore - ERMGNEN ™1 gooai <core - JRN T
BT ScoreLabel - M Text - RelEh 0 Score: |

* - global score - |

B

select list item list | select list item list get &3 A

colour
GREEN

Repeat the above for the remaining two (2) AnswerButtons.

TIP: To save time Right Click on the outer block and duplicate it.

Important: Make the necessary changes.
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Worksheet 4 (Part D)

Creating a simple Quiz

Activity: Adding a second question with four possible answers.
Time: 10 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK

DONE?

E,a “Think of a new question”

Write down your question and 4 possible answers.

Following the previous instructions (as in Worksheet 4 part B) to add your question and
answers in the programming blocks.
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Worksheet 4 (Part E)

Creating a simple Quiz

Activity: Programming the NEXT button.
Time: 15 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK DONE?

“What actions should be taken after pressing the NEXT button?”
To programme the next screen we have first to “initialize” certain components.

1. Set/Load the QuestionLabel to the new question
2. Set/Load the new answers into the AnswerButton’s.
3. Un-color the green button, i.e. all buttons should have the same grey colour.

Follow the instructions as shown below.

when .Click
do  set -BEEED to b selectlistitem list | get LollEI T NEE
index .
= . to ;. select listitem list | select listitem list = get
index

set . to [ selectlistitem list | selectlistitem list | get GRLEENEE N8
index

index _.
set . to | select listitem list | select list item list | get [EENS il
index

index .

' set . to |, selectlistitem list | selectlistitem list | get
index _.

index E3

set N BackgroundColor - Rl -

et ¥ BackgroundColor ~ ROBL

. colour GREY
Y AnswerBution3 o 1L colour GREY
S AnswerBution4 - i BackgroundColor + JRCRET colour GREY

colour GREY

Test your application.

? Does your application function properly? Are they any problems?

How would you deal with them?
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Worksheet 4 (Part F)

Creating a simple Quiz

Activity: Recognizing and resolving problems.
Time: 15 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK

DONE?

“Problem identification”

e We move to the next question but the the next set of answers isn’t loaded.
e The app doesn’t highlight the correct answer (green button) when clicked.
e Score is not incremented.

“Problem resolving”

e Toresolve the above issues we have to make use of variables.

Variables

Variables are “containers” of information that can be manipulated.

In Applnventor we use the built-in programming blocks “Initialize”, “Get” and “Set”
for this purpose.

initialize global ([[=15) to

We will create a new variable called “questionListIndex” to hold the index number of
the questionlist and a “answerListIndex” to hold the index number for the answerlList.

s e e | guestionListindex [0 B 0
initialize global = ETE =G S0 | 1)

We also have to edit the programming blocks to accommodate this change.

Follow the instructions as shown below.
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when Initialize
do ' set to

1 global answerListindex -~ L

SR global questionListindex - IS |
G T global answerListindex - |ESIE 1

Add new
instructions

set - E3ES to " select list item list =0 global gquestic —/_> Get first
- WL global questionListindex - question
set NEECEIGHIED - (8D to o select st item list | select list item list | Get first
- > _—
index | — " answer
index choice
select list tem list select list tem list
_ _>Get second
| index — | answer
| index choice
select list item list | select list tem list | .
. » Get third
index —
answer
index choice
select list item list | select list item list : Get fourth
index | answer
index [E} choice
=08 AnswerButtond + BL& TS
do (o] i select list tem list | select list tem list
index |
index
| ] Get first
=21 global score * [l B get + ' 6 answer
— _ choice

- Scorelabel - Wext - RE

"= global score -

&) join

| —

Repeat this for the remaining three (3) answer programming blocks.
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T NextButton ~ JH®ATES

B cobal questontistnder - FONMIGIETcorroeesron sinaer TR Point to.NEXT

|1 olobal answerListindex - TENMMEIET (00 cwerListindex - MR 1) question

=W QuestionLabel * W Text * KL~ il BT global questionList - |
index i[=1 global questionListindex

set . to | selectlistitem list | select listitem list (= global answerlList * |
index s[=0 global answerListindex ~

index
select list tem list | " select list item list |
index .
index
" select listitem list | select list item list
index
index
st : to select list item list | select list item list
index

index .l]
=¥ AnswerButton1 + W BackgroundColor * I3
=4 AnswerButton2 + J BackgroundColor * JRe3

=¥ AnswerBution3 + W BackgroundColo
set . to |
L —_—

Test your application.

? Does your application function properly?
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Worksheet 5

Taking it further...

Activity: Making suggestions to improve the quiz.
Time: 10 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK DONE?

“Further ideas”

e What are some drawbacks of this app?

e How could you improve them?

e What functionality would you add/remove?
e Would you change the interface design?

Discuss your ideas/suggestion in the class.

Save a new copy of your application and implement the changes.

(15]
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Explaining the concept

You will create the very first version (v1) of the “F.A.C.E. IT” Quiz app(lication).

The user will choose a category and a language to play the Quiz.

He/She will proceed through the questions by choosing an answer (correct or wrong).

At the end the final score will be shown.

e This will be the initial user interface.

e Atthe top thereis an “Erasmus+” logo with the title of the Quiz application.

e Below, a list picker for categories and one for languages.
o .followed by a “Play” button to start the game.
e At the bottom, a Share Application icon.

| [

Fun And Curriculum=Oriented
Exercises with Information
Technology

Pick a category
Pick & language

PLAY

<

e Since we have to keep it simple the Quiz app will be limited to 1 category
(Geography) and 1 language (English).

¢ Should someone pick a different set (category, language) a message should
inform him/her about the only option available.

Demo version.

Only works for category
“Geography” and language
“english”.

Please try again, Click Home
button,
Thank you,

e The user has to choose the only working combination of “Geography” and
“english”. After choosing a language an icon with the country flag will
appear next to it.

e Pressing the “PLAY” button will start the game.

Fun And Curri Oriented
Exercises with Information
Technology

Geography

P english
PLAY
<
e The second screen will appear. enslish creoaraphy
e At the top it will inform the user about the current language and category. |
e The score will be set initially to zero (0). Ut st coptlof
e The question will be in blue color. . -
e The answers will be buttons to click on.
el H;

e At the bottom there will be an “Erasmus+” logo and a “Home” button to
start over.

(1]
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e After clicking on an answer, english Geography
. . . . Score: |
o ..the correct answer will be highlighted in green,
o ..the score will be updated with +1 for correct answering or nothing What is the capital of
Germany?
and e
. FHambure Hunich
o ..the “NEXT” button will appear at the bottom. )
- N
NEXT
-Elasrru5+0
e We will provide only 2 questions english reography
. . . Score: 1
o ..tokeep it assimple as possible.
Which is the largest river in
Germany?
Elbe
Rhine Amazon
NEXT
-Elasrru5+0
e At the end the final score will be displayed. english eographiy
. . . You scored 1 out of 2 questions!
e The user will have to click the “Home” button to start over again. )
-Erasrrus+0

Let’s start!
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Worksheet 5 (Part A)

Creating the user interface of the Quiz app

Activity: You will create a simple user interface for the Quiz app which will allow the user to choose

the category of the questions and the language.
Time: 30 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK

DONE?

Connecting to Applnventor

e Open a browser, e.g. Firefox, Chrome, MS Edge, Safari.

e Inthe address bar of your browser type http://ai2.appinventor.mit.edu .
e Sign in with your Google Account.

e After this you're presented with the Applnventor environment.

My projects

e From the menu click “Projects” and then choose “Start New

Starting a new project Projects +  Comect+  Buld+ el -

Start new projeci

H 2
PrOjeCt . Import project (.aia) from my computer ...

Import project (.aia) from a repository ...

e Enterthe project name, FACE_IT vl, and then click OK. Deete Projet

Uploading images to Applnventor

e You will need 9 pictures for this version of the app.
e Theimages are in a zipped file format located in the Twinspace Material folder.
o Sign in to your Twinspace account.
o Follow the path “Material = Files 2 DE-Workshops” and download the file

“QuizApplmages.zip” or directly under
http://twinspace.etwinning.net/files/collabspace/1/21/721/44721/files/b3f920b7.zip

o After downloading unzip the files at your Desktop.
e Upload each one of the files to your Applnventor project.
NOTE: You cannot upload all files at once.

e After completing your Media section should look like this

Media

ErasmusP...Small.png
FACEIT_Image_png
HomeButton.png
ShareButton.png
germany.png
greece.png
poland.png
spain.png
uk.png

Upload File ..
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TASK Screenshot

e This is a screenshot of the user interface of your
Screenl which you will design. B st |

Fun And Curriculum-Oriented Exercise{

Pick a category

|
- Pick a language |
PLAY |

Non-visible components

<

SharingApp MyTinyDB

OpenScreenAnimation

e Edit the Screenl properties as shown.

Zoom ¥

PrimaryColor

. . I Default
NOTE: The screenshots are splitted in two halfs. e
I Default
“ . . . . Screenl SereenQrientation
AboutScreen: “v1.0 of F.A.C.E. IT Quiz application with R sensor +
Erasmus+ KA2 partners from Germany, Greece, Poland momrre T Sorolate
and Spa|n” paztners from Germany, ShowListsAsJson
Greece, Poland and Spain. 0
P ShowStatusBar
I Default
Sizing
AlignHorizontal Fixed =
Center:3 =
Theme
AlignVertical Classic *
Center:2 =
Title
AppName EACE T
FACETT
Titlevisible
BackgroundColor
D St TutorialURL

Backgroundimage
Mone...

VersionCode

CloseScreenAnimation i
Fade =

VersionName
lcon
10
FACEIT_Image.png...
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1 SharingApp and
1 TinyDB.

The interface consists of
8 HorizontalArrangements,

Components

=]

| Screenl

o) HorizontalArrangement1
B HorizontalArrangement2
B HorizontalArrangement3

= HorizontalArrangement4

®

= HorizontalArrangements
o) HorizontalArrangements
B HorizontalArrangement?
J HorizontalArrangement8
=<t sh aringApp

= MyTinyDB

HorizontalArrangement1

AlignHorizontal
Center:3 v

AlignVertical

Center:2 »

BackgroundColor
l Default

Height

50 pixels...

width
Fill parent...

Image

MNone...

Visible

HorizontalArrangement2

AlignHorizontal
Left:1~

AlignVertical
Top:1
BackgroundCol
l Default
Height

Automatic...

width
Fill parent...

Image

Mone. ..

Visible

HorizontalArrangement3

AlignHorizontal

Center:3 =
AlignVertical
Center:2 »

or BackgroundColor

l Default

Height

25 pixels....

Width
Fill parent. .

Image

HNone...

Visible

HorizontalArrangement5
AlignHorizontal
Left:1 +

Alignvertical
Top:1~
BackgroundColor
I Default
Height

Automatic, ..

Width
Fil parent...

Image

MNone...

Visible

HorizontalArra
AlignHorizontal
Left:1 v

Alignvertical
Top:1~

BackgroundCol
I Default

Height
Automatic...

Width
Fill parent. .

Image

Nore...

Visible

Check and edit the properties of all 8 HorizontalArrangements as shown.

HorizontalArrangement4

AlignHorizontal
Left:1 +

AlignVertical
Top:l~
BackgroundColor
l Default
Height

Automatic...

Width
Fill parent...

Image

None. ..

Visible

ngement HorizontalArrangement?
AlignHorizental

Center:3 «

Alignvertical
Center:2 r

= BackgroundColor

I Default
Height

25 pixels...

Width

Fill parent...

Image

None...

Visible

HorizontalArrangement8
AlignHorizontal
Center: 3 ~

AlignVertical

Center: 2 ~

BackgroundColor
I Default

Height

Fill paren. .

Width

Fill parent...

Image

MNone...

Visible
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HorizontalArrangementl

e From the Palette “User Interface”, drag the Image component onto your

HorizontalArrangementl.

ErasmusPlusimage

Height
Automatic...

Width
Automatic...

Picture

ErasmusPluslconSmal prg.

- Erasmus+ RotationAngle
‘ScalePictureToFit
O
e Rename it to ErasmusPlusimage and il
e ..edit the properties as shown:
HorizontalArrangement2 FACETLavel
BackgroundColor
[1 None
e From the Palette “User Interface”, drag the Label component onto your _—
HorizontalArrangement2. Fontiac
m]
FontSize
|Fun And Curriculum-Oriented Exercise{ e
]
e Rename it to FACEITLabel and =
. . HasMargins
o ..edit the properties as shown:
Height
Text property is ___
“Fun And Curriculum-Oriented Exercises with Information Technology” Teu

Fun And Curriculum-Orientec
Textalignment
center:1 v

TextColor
B Default

Visible

HorizontalArrangement4

e From the Palette “User Interface”, drag the ListPicker
component onto your HorizontalArrangement4.

Pick a category

e Rename it to CategoryListPicker and
e ..edit the properties as shown:

CategoryListPicker
BackgroundColor
B befautt

ElementsFromstring

Enabled
FontBold

O

Fontitalic

FontSize
24.0

FontTypeface
default
Height

Automatic. .

Width
Fill paren.

Image
None...

ItemBackgroundColor
B oefaut

ItemTextColor
[ oefautt

Selection

Shape
default v

ShowFeedback

ShowFilterBar
m}

Text

Picka category
TextAlignment
center-1 v

TextColor
B oefaut

Title

Visible
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HorizontalArrangement5

e From the Palette “User Interface”, drag the Image
component onto your HorizontalArrangement5.

e Rename the Image to Languagelmage and

e ..edit the properties as shown.

Languagelmage

Height
Fill parent...

width
Automatic.

Picture

None...

RotationAngle
0.0

ScalePictureToFit

Visible
e From the Palette “User Interface”, drag the ListPicker —
component onto your HorizontalArrangement5. ot
ItemTextColor
. [0 oefauit
i LanguageListPicker .
— Pick a language BackgroundGolor o
B oefault
ElementsFromstring Shape
default v
e Rename the ListPicker to LanguagelistPicker and —
. . =]
e ..edit the properties as shown. o sevses
O
Fontitalic jrext
[m] Pick a language
Fontsize TextAlignment
240 center:1 v
FontTypeface TextColor
default + B Defaut
Height Title
Width Visible
Fill parent.
HorizontalArrangement6 Fleyauton
BackgroundCalor
[0 orange
e From the Palette “User Interface”, drag the Button et image
. Mone..
component onto your HorizontalArrangement6. FontBold -
default +
Fl:nlr\tltalic DWFEEdhaCk
PLAY -
EoniTypefeee TextAlignment
default *
e Rename the Button to PlayButton and — o
e ..edit the properties as shown. o B o
Fillparent...
HorizontalArrangement8 i
BackgroundColor
B pefeutt
e From the Palette “User Interface”, drag the Button -
. Image
component onto your HorizontalArrangements8. Fontsols i
m] Shape
Fontltalic default »
< [m} ShowFeedback
FontSize
FontTypeface
default TextAlignment
e Rename the Button to ShareButton and i oo
. . B oefautt
e ..edit the properties as shown. v e
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Non-visible components

III

e From the Palette “Social” choose the component
SharingApp and drag it to the interface.

e From the Palette “Storage” choose the component TinyDB
and drag it to the interface. Rename to MyTinyDB.

<

SharingApp MyTinyDB

Testing the app
TIP: Before testing the app you should download the “MIT Al2 Companion” from Google Play.
Connect your smartphone or tablet from the Connect menu at the top of your screen.

1. Connect your smartphone on the Wi-Fi network.

2. Choose Al Companion from the Connect menu e o R R
3. A unique app code appears in both QR and text form. —— | —

4. On your phone start the MIT Al2 Companion app. «  Emulator ;

5. Either type the app code and click “Connect with Code” or  viewer USB

click “Scan the QR Code” and point your phone at the QR

Reset Connection
code on your computer screen.

Hard Reset

Try your app by pressing the buttons.

(8]




- Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

Worksheet 5 (Part B)

Programming the user interface (Screenl)

Activity: You will program the components of the user interface in order to add interactivity to your
application.
Time: 20 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK Screenshot

Blocks editor

Switch to the BLOCKS editor (upper right corner).
Initializing

We initialize two variables as lists

e category to accommodate a list with the choices “English”, “Funny”, “General”,
“Geography”, “History”, and “Maths” and

e language to accommodate a list with the choices “english”, “german”, “greek”, “polish” and
“spanish”.

initialize global (2 cesd o | (=) makealist “ [ERED " initialize: global (ENFTENES) to [ (&) make a list

| General

| Geography |

(9]
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Picking elements from lists

when CategnryLlstPlcker AfterPicking
to

[CaiegoryListPicker - ] Selecton - |
e After the user picks a category we

change the Text property of
CategoryListPicker to reflect the
user selection.

o Likewise, after picking a language we
change the Text property of
LanguageListPicker to reflect the
user selection. Also, we set a picture of
the respective country flag by changing
the Picture property of
LanguageImage as shown.

a . - Selection - [ = - I german |5

a | LanguageListPicker - | Selection + | = * JSI poiish |5

Playing
e The user has made a choice of category When ECILET I Click
and |anguage do | cal [DUOTREES StoreValue
tag
e Those values have to be passed on to a alueToStore _
new screen to load the appropriate call StoreValue
questions. tag |, * (CUNTIIERD *
) valueToStore
e For this purpose, we take advantage of e e e

the Database component TinyDB to
share those values between two screens.

Sharing the application

e Last, we want to offer the opportunity to
share the application through social
media.

e At this point, we haven’t yet any
functional link to Google Play.

e That’s why we’ll show only a message
with the text “A link will be provided in
future to download from Google Play.”

UG ShareButton * e
do | cal EOECTOES ShareMessage

message

. Ail(wiheprwidedhflmemdnwrlnaﬂrr....

Testing the app

e Up until this point you’ve created the first screen (Screenl) and added functionality to its
componets. Before proceeding with the next task you should test your app.
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Worksheet 5 (Part C)

Creating the Question interface

Activity: You will create a second screen for the interface of the questions.
Time: 30 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK DONE?

Adding a Screen

Click on the Add Screen button and add a new screen with the name Screen2.

Screenl ~ | Add Screen _ | Remove Screen
TASK Screenshot
e Thisis a screenshot of the interface of your Screen2 _
which you will dESign. | Language: Category: |
Score:
|Question |
answer1 answer2
answer3 answer4
NEXT
-Erasmus+ G
o £ (=]

Non-visible components

myTinyDB

(11]



- Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

e Edit the Screen2 properties as shown. e

AboutScreen

A_\ignHorizcmal
‘ Center:3 = |

Alignvertical
‘ Center:2 = |

BackgroundColor
D Default

Backgroundimage

| Mone...

CloseScreenAnimation

‘Zoom '|

OpenScreenAnimation

‘Zuﬂm '|

ScreenOrientation

‘Sensor A |

Scrollable

O

ShowStatusBar

Title

| sweenz

TitleVisible

(12]
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e The interface consists of Components
7 HorizontalArrangements and 0 | M sorcens
1 TlnYDB ® JHorizontalArrangementl
@ @ HorizontalArrangement2
@ B HorizontalArrangement3
J HorizontalArrangementd
= HorizontalArrangements
@ @ HorizontalArrangements
@ @ HorizontalArrangement?
myTinyDB
[ J

HorizontalArrangement1

AlignHorizontal AlignHorizontal

Center:3 v Left:1 ~
AlignVertical AlignVertical
Center:2 = Top:1~
BackgroundCalor BackgroundColor
B pefault B oefautt
Height Height
Automatic. .. Fill parent. .
Width Width

Fill parent... Fill parent...
Image Image
More... Horne. ..
Visible Visible

HorizontalArrangement2

AlignHorizontal
Left:1 v

Alignvertical
Top:1 -~
BackgroundCaolor
I Default
Height

Automatic...

Width

Fil parent. .

Image

Mone...

Visible

HorizontalArrangement5
AlignHorizontal
Left:1

AlignVertical
Top:1~
BackgroundColor
I Default
Height

Fil parent...

Width

Fill parent...

Image

MNone...

Visible

HorizontalArrangement6

AlignHorizontal

Center:3 =

AlignVertical

Center:2 =

BackgroundColor
I Default

Height
Fill parent. ..

Width
Fill parent...

Image

Mone...

Visible

HorizontalArrangement3

Check and edit the properties of all 7 HorizontalArrangements as shown.

HorizontalArrangement4
AlignHorizontal
Left:1 v

AlignVertical
Top:1 -~

BackgroundColor
I Default

Height

Fill parent...

Width
Fill parent...

Image

Mone...

Visible

HorizontalArrangement?
AlignHorizontal
Center:3 =

Alignvertical

Center:2 =

BackgroundColor
I Default

Height
Fill parent. .

Width
Fill parent...

Image

Mone...

Visible
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HOI"iZOﬂtalArra ngementl LanguagelLabel CategoryLabel
BackgroundColor BackgroundColor
None [ None
e From the Palette “User Interface”, drag two Label e .
. O O
components onto your HorizontalArrangementl. RIS RS
O
| Language: Category: | 2 e
FontTypeface FontTypeface
default » default =
e Rename the first label to Languagelabel and o o
HasMargins HasMargins
o ..edit the properties as shown. X °
Height Height
e Rename the second label to CategoryLabel and e P
e ..edit the properties as shown. — fl
TextAlignment Textalignment
left:0 v left:o v
G G
Visible Visible
HorizontalArrangement2
HasMargins
e From the Palette “User Interface”, drag a Label component Seoreabe
] BackgroundGolor Automatic.
onto your HorizontalArrangement2. 00 tene .
FDDHCBDM Automatic...
Score: mea”c T:x‘
F:Dn;S\'le TextAlignment
left-0 v
FontTypeface TextColor
uefauTlp' [ ] uellauu
e Rename the label to ScoreLabel and L omat e
e ..edit the properties as shown.
HorizontalArrangement3 _ Hastargins
QuestionLabel
BackgroundColor Height
e From the Palette “User Interface”, drag a Label component e
onto your HorizontalArrangement3. 5 ——
Fontltalic
N C } Question
IQUEStIO” | F;”:S‘le TextAlignment
left:0 ~
FontTypeface
. defallTlp' TextColor
e Rename the label to QuestionLabel and e e
. . O Visible
e ..edit the properties as shown.
HorizontalArrangement4 evertetent
BackgroundColor
[0 white
e From the Palette “User Interface”, drag two Button eraed -
components onto your HorizontalArrangement4. Fontaold
O Shape
Fontltalic default -
m] showFeedback
FontSize
answer1 answer2 180 Text
FontTypeface sreiert
H default * TextAlignment
e Rename the first button to AnswerButtonl and e a1 +
e ..the second button to AnswerButton2. B o
Width !
e Edit the properties as shown. b
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HorizontalArrangement5

AnswerButton1

BackgroundColor

[0 wnite
e From the Palette “User Interface”, drag two Button enaes -
components onto your HorizontalArrangement5. Fontod
Shape
Fontitalic "Ef:”" '
0 ShowFeedback
FontSize
answer3 answer4 180 Text
FontTypeface Eneert
e Rename the first button to AnswerButton3 and :'m“ rexlnment
e ..the second button to AnswerButton4. B
e Edit the properties as shown. S
HorizontalArrangement6 femen
BackgroundColor
B oefaut
e From the Palette “User Interface”, drag a Button enabed mage
MNone...
component onto your HorizontalArrangement6. e hape
default ~
Fontitalic
= ow eedback
NEXT -
e Tetlgrment
e Rename the button to NextButton and o cener 1+
- TextColor
e ..edit the properties as shown. B oeteun
Width Visible
Automatic.., "
HorizontalArrangement?7
ErasmusPlusimage
e From the Palette “User Interface”, drag an Image and a pegh
Button component onto your widn
HorizontalArrangement7.
RotationAngle
- Erasmu5+ O ScalePictureToFit
O
e Rename the image to ErasmusPlusimage and B
e ..edit the properties as shown.
e Rename the button to HomeButton and i
BackgroundCalor
e ..edit the properties as shown. W oot
Enabled Image
HomeButton.pna...
FontBold Shape
o default »
Fontltalic
=] owFEEdhack
FontTypelage TextAlignment
default ~ center-1 +
Height TextColor
Width Visible
Automatic...
Non-visible components
e From the Palette “Storage” choose the component TinyDB myTinyDB

and drag it to the interface. Rename to MyTinyDB.
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Testing the app

e Up until this point you’ve created successfully the design of the second screen (Screen2).
Before proceeding with the next task you should test your app.
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Worksheet 5 (Part D)

Programming the Question interface (Screen2)

Activity: You will program the components of the Question interface in order to pick the right list of
user’s choice of category and language. Then to proceed through the questions, to evaluate
the user’s answer, to update the score and finally to show a message of the final score.

Time: 45 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK Screenshot

Blocks editor

Switch to the BLOCKS editor (upper right corner).

Initializing

We will use a set of variables which have to be initialized with a proper value before using.

e Variables category and 1anguage will hold the shared values of the user’s choice of
category and language from Screenl. Initially they will hold an empty text string.

initialize global to @

initialize global to ‘@

e The variable chosenList will be used to load the appropriate Question-Answers of the
user’s choice. Initially it will hold an empty list.

e The variable ListIndex will point to the elements in the list and the variable
correctAnswer will hold the correct answer for every question.

initialize global to | (2] create empty list

initialize global to
initialize global to | (D

e The variable score will hold the current score of the user. Initially it is set to 0.
e The variable userAnswer will be used to compare user’s choice with the correctAnswer.
Both of them are initially set to 0.

initialize global (2 to . ([

initialize global to (D

(17]
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Initializing the Question interface

e The Question interface (Screen2) gets the values of the category and the language
from the shared Database myTinyDB.

e Also, sets the labels of CategoryLabel and LanguageLabel respectively to inform the
user during the game.

IMPORTANT: In order to keep it simple we will create a quiz with only 2 questions and for 1
category in 1 language. For this purpose we have chosen Geography and english.

o If the criteria of “Geography” and “english” are met, the chosenList is loaded with the
appropriate list from a csv (comma separated value) table.

e You have to fill the data of the csv table in the text field as follows
What is the capital of Germany?, Hamburg, Munich, Berlin, Hannover, 3\n
Which is the largest river in Germany?, Elbe, Danube, Rhine, Amazon, 2\n

Pay attention to the punctuation, such as the comma (,) and the question mark (?).
Each question ends with a new line character “\n”.

IMPORTANT: At this point the procedure initializeQA must be called. Since you haven’t
created it yet you will add this programming block later on once you’ve built it.

e |[f the criteria are not met, a message will inform the user to choose “Geography” and
“english”. The message will be
Demo version.\n Only works for category "Geography" and language "english".\nPlease try
again. Click Home button.\nThank you.

when EEGEFA Initialize

(R global category + RGIMIEGEIN myTinyDB + ReEUETE

tag | - EEEI
valuelfTagMotThere . N

=" global language -+ LCl BTN myTinyDB - Rer AT
EL R languagelD |
valuelfTagMotThere ‘®

B CategoryLabel - N Text - WO | global category -

(ConguageLael + I Text - R | global language - |

= " global category -+ | = - Ml Geography Bl 219 " = giobal language - || = - B engiish &
= T global chosenlist B :- list from csv table text e ii

call
—

et N Visioie - RO
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Procedure initializeQA

e This procedure will be called each time to set the labels of Screen2 with the content of the
next question, the possible answers, and the score respectively.

e In order to avoid an “empty” response from the user the NextButton is hidden (set to
false). It will only be shown once the user makes a choice, i.e. clicks on an AnswerButton.

BT nitalizeCA)
do | set - CEEEED to
%58 Scorelabel * M Text  BeRL Gb L
/2§ global score * |
' set . to | selectlistitem list selectlistitem list  get EEEEREESED
"5« WY global Listindex - |

index [ED
set . to | selectlistitem list | select listitem list 1[=0 global chosenlList +
index s[=4¢ global Listindex -

index _-
set _ ol e e lobail ChosenList *
index s [=¢ global Listindex

index
select listitem list | selectlistitem list | get []ELEEDEE NG

i« -t global Listindex -

index

set ) fo _- select list item list _' 2 el (10 = M = SN =8 global chosenlist * |
12 S B EY global Listindex ~ |
index _-
e e to | Seiectlistitem list | selectlistitem list | get FL B
LGB global Listindex |

index 3

NOTE: We use a table for storing our questions, answers and an index to the correct answer. The table
consists of rows and columns separated by commas. Each row ends with a new line character “\n”.

Row 1 What is the capital of Germany?, Hamburg, Munich, Berlin, Hannover, 3\n
| B N\
[
Column 1 Column 2 Column 3 Column4 Column5 Column6

Column1 holds the question. Columns 2 to 5 the four possible answers. Column 6 the number for the
correct answer which for the above example is 3, i.e. “Berlin”.

select listitem list [ selectlistitem list #2108 global chosenList -

index . #1210 global Listindex -~

The above programming blocks translate to “Choose from the current list (variable chosenlList) and the
row (variable ListIndex) the value of the first column (number 1)”, i.e. the question.
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Adding functionality to the AnswerButtonX

e Once the user clicks on an AnswerButton his/her choice is marked (userAnswer set to 1,
2,3o0r4),

e ..all the other buttons are deactivated (procedure deactivateButtons) to prevent the
user from trying many times, and

e ..thescore is updated accordingly (procedure updateScore) with +1 if the user chose
correctly.

IMPORTANT: At this point the procedures deactivateButtons and updateScore must
be called. Since you haven’t created them yet you will add those programming block later on
once you’ve built them.

= AnswerButton2 ¢ P8 e
sl Boot global userAnswer * LG
call

= AnswerButton1 « DLeE
do

== |8 deactivateButtons -

AnswerButton3 - L= AnswerButtond -+

Procedure deactivateButtons

To deactivate the buttons we set the Enabled property to false.
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Procedure updateScore

e The user’s answer is checked against the correct answer. If it is the same (true) the score is
updated +1, otherwise not.

e The BackgroundColor of the correct answer is highlighted in green (procedure
highlightCorrectAnswer).

e The value of the new score is stored in our Database TinyDB.

e The NextButton s shown, i.e.set Visible to true.

get & et
(-0 o global score - LCRBRENEE 0ioba1 score - il 1 )

28l ScoreLabel ~ Ml Text ~ RGRENCEINCLINERE Score: B
:127 global score -

call AIEED StoreValue
tag | °

valueToStore | get
set : to

Procedure highlightCorrectAnswer
The BackgroundColor of the correct AnswerButton is set to green.

Sl O 5 LT global correctAnswer - | = - I 1 )

(&) to

then

—— L Y global correctAnswer + I = © 4 3 )
then _sef : to
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Moving to next question

When the user clicks on the NextButton the ListIndex points to the next question,
e _.andifit hasn’t reached the end of the question list,

e ..activates all the buttons (procedure activateButtons),

e ..changesthe BackgroundColor of all the buttons (procedure whiteButtons),

e ..and sets the text of the new question with its respective choices of answers.

e Otherwise, the final score is shown (procedure showFinalScore).

when Click
[OIEYY global Listindex = Ry E "1 global Listindex + |5 n

(=] "4 global Listindex * IS * I i il global chosenList < |

then call
call
call
 _—

SEEOEE W showFinalScore »
.

I activateButtons

do  set : to

set : to
_set : to
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Show final score

e After completing the quiz challenge for a certain category the user is shown the final score.

e For this purpose, we hide some of the components such as the QuestionLabel, the
AnswerButtonsX and the NextButton as shown below (procedure
hideComponents).

e The message is “You scored X out of Y questions!” where X is the user’s score and Y the total
number of questions.

1 & showFinalScore

do [ call

=Y Scoclabel * W ext » ERHOE R You scored B
"1 global score
!, length of list list = get

05 hideComponents

do  set : to |
set : to
U8 AnswerButton2 + B Visible -~ RON

=Cl AnswerButton3 + I Visible + UM

BEY AnswerButtond - I Visible + IO
EEq NexiBution + N Visible + Rl false

S

Testing the app

e At this point you’ve created two screens and added proper functionality to its componets. It’s
time to test your app check its behaviour. Make adjustments if necessary.

(23]




n Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

Worksheet 5 (Part E)

Downloading and installing the Application

Activity: You will download and install your recently-created Quiz App to your smartphone.
Time: 10 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

TASK DONE?

Before downloading

e Applnventor will bundle all your components and programming blocks of your Quiz
app into an APK file (Android Package Kit). This package file format is used by the
Android operating system for distribution and installation of mobile apps. Just like
Windows systems use an .exe file for installing software.

e There are two options to install the app to your smartphone:
...either through a download link provided by a QR code
...or by saving it first on the computer desktop.

e We will go for the first option (QR code). Follow the screenshot instructions below

Projects - Connect = Build - Help =

Screenl + | Add Screen ...
| App ( save .apk to my compute

L VEP—. -

e After selecting the above choice, Applnventor will compile all parts, build the APK
file (you will notice the progress bars) and provide the QR Code to download the file
like shown below.

NOTE: In order to read the above QR code you have to have a “QR Reader”. If you
don’t have any on your smartphone or tablet download one of your choice from
Google Play.
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e Your security settings of your smartphone may prevent you from “installing from
unknown sources”. For this time only, allow the installation since it’s your app
you’ve built.

< LOCK SCREEN AND SECURITY

Unknown sources

Allow the installation of apps from sources
other than Play Store or Galaxy Apps.

Unknown sources

Installing from unknown sources

may be harmful to your device and

. personal date. By tepping OK, you
agree that you are solely responsible

i for any damage to your device or loss

| of data that may result from using
these applications,

| Allow this installation only
CANCEL 0k

BPACKUP AND RESTORE
DEVICE SECURITY

LOCATION

e After installation you are ready to try your application.
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EXAMPLE for Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has been sent to the Greek students’ e-mail accounts.
e Import this file into your Applnventor account.
e You are now ready to study the components.

[1]
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Group Name:

Information Technology

GROUP X

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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HelpScreen (Blocks View)

When the Home Eutton (s
clicked t netunns to the
Home Screen (Sreen /)

when Click

do | open another screen screenName
L

gl Screent

These are Guttons to the
we@/)daaes 06 each (lﬁah,fweh,

SCAOOQ.

ﬂcfivifzy Starter s wsed to
h.eaeise the o/)elu'ug 06 the
wel Browser 06 the
3malzf/)lwue or tallet,

=18 GermanSchoolBution -
do  set _ to htips.//www.wirtschaftsschule-dinkelsbuehl.de/ Jgi|
StartActivity

call
A

=0 GreekSchoolButton -
do set . to tps:/iwww.facebook com/epal.lechaina/ §
cal StartActivity

N PolishSchoolButton +
set : to ttp://zsokluczbork p
StartActivity

call
-

StartActivity

call
-
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has been sent to the Greek students’ e-mail accounts.
e Import this file into your Applnventor account.
e You are now ready to study the components.
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Group Name:

Information Technology

GROUP A

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Screen 1 (Designer View)

FACE IT

Co-funded by the
Erasmus+ Programme of

the Eurcpean Union Erasmus _I_
-,

Fun And Curriculum-Oriented Exercise;

Pick a category

- Pick a language

FACEIT!

20 3 ® ¥ O
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUP B

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Screen 1 (Blocks View)

initialize global | Jto | (2] make a list

initialize global [ to | (o] make a list

when Initialize

do set : to

T global category -
b= 8 global languages -

set : to
 —
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when Click

do | open another screen screenName

=) HelpButton - E# s 4

do  open another screen screenName
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Screen 2 (Designer View)

AN

Language: Category:

Score:

#. Question
answeri answerd
answer3 answerd

NEXT
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HelpScreen (Designer View)

A

FACE IT or Fun And Curriculum-Oriented
Exercises with Information Technology is a Quiz
application for Android smartphones and tablets

implementing over 220 questions from 5

categories (English, General, History, Geography,
IMaths) and translated into 5 languages (English,
German, Greek, Polish and Spanish). This
application is a common effort of an Erasmus+
KAZ2 project during 2017-2019 involving the
following partner schools:
1. Staatliche Wirtschaftsschule Dinkelsbanhl

P Rt

[ — —
= :
— I
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUP C

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Screen 1 (Blocks View)

WUCUN CategoryListPicker - BCIEE )
-l CategoryListPicker - Jif Text - JRUREH CategoryListPicker - Il Selection - _

=l LanguagelistPicker = B ile 0]
-1 JER N L anguagelListPicker - [ Text ~ G L anguageListPicker - M Selection -

BF LanguageListPicker - M Selection - J= * IS english Kl
€ Cenguageimage - W Picture - NG uk on l

Lo iE LanguageListPicker - || Selection -~ 1 = + B8 german &
- B X Cenguageimage - Wricture - JCHINE o -

B LanguageListPicker - | Selection - I = - IS qreek &
B anguageimage - Wricture - MM oreece pno |

Lo iE LanguageListPicker - || Selection ~ JL = ~ I8 polish J&
B X Cenguageimage - Wricture - JECHNE poland ¢

BF LanguageListPicker - M Selection - B - IS spanish 1l
B Canguageimage - W Picture - RSN spain pro |

L.
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUP D

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Screen 1 (Blocks View)

1=l HelpButton -~ JE#[Tes

do | open another screen screenName
e,

when Click

Y https.//vww. facebook .com/F unandCurriculumoniente... B

call WebPageOpenActivity Starter - BRI ETials 0147

: to
\_call WebPageOpenActivity Starter - BIENGTEIT

: to 8 hitps:/fwww.youtube.com/channel/lUCelLNcs
SIECIN -StartActivity

8 Datallri - 1] : -Iftwinspace.etwinning.net/4472 1/home
\_call WebPageOpenActivity Starter - BIEN G0

{ : to | https://faceit.blog/ |§
\_call WebPageOpenActivity Starter - BIEGTE 0T

nska wixsite.com/faceit

§ DataUri - BT
\Eall WebPageOpenActivityStarter -~ B ET L1
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUPE

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Screen 2 (Blocks View)

initilize global | =| create empty list nitialize global JEL =5
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Screen 2 (Blocks View)

when EECCPZES Initialize
LT global category ~ RO NI ] [GetValue
tag
valueliTagNotThere
E1 global language - |l myTinyDB - e U T

tag
valueliTagNoiThere
set . to Lo d global category -
set _ to 0[2 8 global language -
a 11 global category - ||| = - Ml English |§
then \f.Et global chosenlList - §0] list from csv table text o “After all that fresh air today, I'm sure 'l 5.
B2 V1 global category - ||| = - /8 :
' 71 global language - J = - I engiisn Jll
then :et global chosenList = §0] list from csv table text “ are the main characters in Myths and Legend... |d
BER .11 global language - | = - i german |§
LN global chosenist - T3 " listfrom csvtable text ‘sind die Haupthguren in Mythen und Legende. .. B
2 AT{ global language - | = - N oreek K
then \_set Iul:al chosenList = i list from csv table text ‘B £Vl 01 KEVTPIKO! ¥OPOKTNPES Twy MuBuwv k... Je
BEE0 11 gloval language - | = - W polish Iy
then :et global chosenList - R0l . list from csv table text : : i aciami i Lege ...

B2 (] global language - | = - X spanish |

then set Iubal CIEEd to (| listfrom csv table text “
| —

—

[4]



- Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

121 global category - [l = - [
3@ T global language - || = - IR
then \EEtm list from csv table
=20 (1 global language - || = - 8
then éettu list from csv table
a=E0 (2] global language - | = - B
then :ettu list from csv table

- get &= -

then éet global chosenList - §i] list from csv table

BEEO (1] global language - | = - B
then \.EEI Iul}al chosenList = R0 list from csv table

+1 global category - | = - B
B0 L T giobal language - | = - G
then :ettu list from csv table
3=zl 21 global language -} = - g
then éettu list from csv table
a=E0 (] global language - | = - 8
then éettu list from csv table
EEEIE ] global language - | = -
then éetto list from csv table
e (] global language - | = - 8

then | set n—- chosenList - §i} list from csv table
L —
—
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»-] global category - J = - |

3@ G global language -~ L= -

1 T global chosenList - R0 list from csv table
L

SiSeu 1 global language - || = -

then :et to | list from csv table
B2 "] global language - || = -

then :et to | list from csv table
sesit get =

then \_set to list from csv table
BER "1 global language - | = - #E

then \__set to list from z.:sv table

-
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUP F

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUP G

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.

(2]




- Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

Screen 2 (Blocks View)

when Click
L[ global userAnswer - RGN 1 |
call

when Click
CLEEEE global userAnswer - Fi
call

| |l updateScore -
(-

when Click
GLEIRETTE global userAnswer - RGINI 3 |
call

L8 AnswerButtond - Be T2
s global userAnswer - R
call

w1 updateScore - =N updateScore -
A -

=)0 i} deactivateButtons
do  set . to
set : to

A AnswerButton3 - B Enabled - B0
i AnswerButtond - B Enabled - BT

3]



n Fun And Curriculum-oriented Exercises with
Erasmus+ Information Technology

Worksheet 6

Software Documentation

Activity: Students study in detail and document the different parts of the Quiz Application.
Time: 30 Minutes

DESCRIPTION

EE “What is software documentation?”

Software documentation is written text or illustration that accompanies computer software or is
embedded in the source code. It either explains how it operates or how to use it.

(Wikipedia)
Documentation is often divided into the following categories:

e Installation: describes how to install a programme or device
e Reference: detailed descriptions of particular items presented in alphabetical order.
e Tutorial: teaches a user how to use the product.

(www.webopedia.com)

PREPARATION

Building working groups

e Students get in 8 intercultural mixed groups.

e FEach group gets a designated letter from A to H (i.e. 8 groups are formed).

e Once you are in your group choose a catchy name, e.g. App Rangers, Lions, etc.
e Each group gets a specific task of the Quiz documentation (see next page).

Connecting to Applnventor (Greek students only)

e Open a browser, e.g. Chrome, Firefox.

e Inthe address bar of your browser type the URL http://ai2.appinventor.mit.edu .
e Signin with your Google Account.

e After this you're presented with the Applnventor environment.

Load the Quiz file

e Afinal version of the Quiz file has already been sent to the Greek students’ e-mail account as
an attachment.

e Import this file into your Applnventor account.

e You are now ready to study the components.
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Group Name:

Information Technology

GROUPH

Students:

TASK

DONE?

Documenting

Read your group assignment carefully.

Each group gets a small part of the entire Quiz application in form of screenshots.
In order to understand your assignment you may load the app on your smartphone,
experiment with it, and browse through the different screens in Blocks or Designer
View.

Write your comments around the screenshot as shown in the example.

After completion you are invited to present your results in the plenary session.
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Screen 2 (Blocks View)
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Worksheet 7

Testing the QuizApp

Activity: Students test the Quiz App and comment on positive attributes as well as weaknesses.
Time: 15 Minutes

Follow your facilitator and complete the tasks below (put a mark if completed).
Don’t hesitate to ask if there is something you are not sure of.

PREPARATION

Building working groups

e You stay in the same group you worked previously (Worksheet 6).

Download on smartphone/tablet

e Download the Android Package Kit (.apk file) to your smartphone or tablet as it's shown below
Projects * Connect = Build - Help ~
Screenl = | Add Screen ...

' App ( save .apk to my computer )

LI _

TASK DONE?

Why do we need testing?

e Brainstorm your ideas in the group.

e Present it to the plenary session.

What should be tested?

e Discuss in the plenary session.

Strong/Weak attributes

e Discuss in your group:
» How does the Quiz App behave?

What are its strong attributes?
Are there any weaknesses?

What do you like most?

YV V V V

What is missing or at fault?

e Write down your observations in the respective columns of the following table:

[1]
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