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CODING THE LOCATION SCREEN

O Switch back to the LocationScreen. 17 — ’ Add Screen

I
I
| Palette ‘ Screenl

—-_————p LocationScreen

User Interface /

hancock-tower.jpg

You can also set (change) ’mg_mbbal ecaichindoxs

the value of a variable within your app.

navyyard.jpg
mit-dome.jpg

Blocks
Let's start by uploading the images you've selected for your four landmarks. R
Click on “Upload File” under Media, Bl control
. \ DLogic
and upload your four image files. = =-=-=-=-=-=-=-=-=-=-=---- 1
1 . Math
: .Text
| E Lists
|
VARIABLES : M colors
| B variables
We need to store all the information for our landmarks in our app. : B procedures
) . . . . ! = LocationScreen
We can do that with variables. Variables are a way to store information | i image1
by giving it a name, and referencing the name in our code. We can also : LocationLabel
change the value of a variable if we need to. I DescriptionLabel
: e HorizontalArrangemen
The Variables drawer holds the blocks used for variables. I H alleryButton
. . : «. BackButton
To use a variable, you must first | ! ¥ extrospecch
initialize it. BLIETFERGGLETR Jocationindex f O | : _
1 Rename Delete
|
You can get the value of o' global locationindex - .
a variable. : Media
|
1
|
I
|
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CODING THE LOCATION SCREEN

‘ Make three new variables, and name them Locations, Descriptions,
and Pictures.

o By @ initialize global (T to W
| Control
= Logic
B vath
.Text m
Buists %) initialize local (25 ) to initialize global (L =105 to PrEE
& -
B variables

.,
.

. (] make a list

Drag out 3 make a list blocks from the Lists drawer. \
Add items so they are each 4 elements long,
and snap them into the 3 variables.
|

\/

@ Built-in ]
(@) create empty list
.Control

® Logic (v) make a list
° B vt 4 items
N B
® (v) add itemsto list list
item
olors
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LET’S CONTINUE

c To Locations, add 4 text blocks with the names of
your four landmarks. These should match exactly the
names you used as startValue in Screen1.

initialize global (2= ") to ( (&) make alist K2

v - ol Hancock Tower

G Add text descriptions (the longer descriptions from the
Landmarks worksheet) for your four landmarks to the

Descriptions list, making sure they are in the same

order as the Locations!

“known for its research ...

initialize global faE0 I {0 |
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LET’S CONTINUE

And to Pictures, add text blocks that contain the exact
filenames for the uploaded pictures. — -

initialize global (°1=-)to ( (&) make a list

G Let's make a new variable,
locationindex, to keep track of

which Location we want to display.
Initialize it to 0.
- - - - (e

“ Set the value of locationindex in LocationScreen.Initialize event, the event is triggered when

the screen first opens. °
B procedures WLEUT LocationScreen + BIINEIFC "1 'l LocationScreen v BLE1[F4)
) do
_ILocationScreen Q) I N ER______________________/ Wil <« - ----..
Imagel Descriptions -

when .OtherScreen(

[A] LocationLab\}

-J

B control initialize global [ | to
. Logic
B [ get (5B -1 global locationIndex * |t
.Text @/
0‘ Lists
A Coiors (] initialize local (i) to
C EVariables p) in (R




LET’S CONTINUE
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Set the value of locationindex based on the start value passed from Screen1. Look for the
location passed in start value in the Locations list, and set locationindex to whatever that

-1 LocationScreen « M liiF-1[r4=]

index is.
. Control
M Logic length of list list

. Variables
. Procedures

=] ‘T | nratinnQrraan

is list empty? list

C

pick a random item list

index in list thing
list

(Bo )
Q\Aath
\ _/‘I’ ext
] Lists
] Colors
] Variables
] Procedures
j LocationScreen
i Imagel
E LocationLabel
E DescriptionLabel
'E HorizontalArrangemer:
B GalleryButton
E BackButton
_ TextToSpeech1

Any component

while test
do

u

ﬂ Locatio]

‘ get start valug i’

-

do \fet global locationIindex « (o) [« ..

. index in list finds the
. thing (location) and tells
us its index in the
Locations list.

index in list thing

. .
.
. .
.
. .
.
. 0
. " .
.
. .
. 0
.
.
.
.
.
0
.

+[5¢ global Locations

O Control
O Logic
O Math
. Text

- Lists

- Variables

initialize local | | to

(2]
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LET’S CONTINUE

Now we use locationindex to point to the correct Location, Description, and Picture items in our
three lists!

G Start with the set LocationLabel.Text block, snapping it in below set global locationindex.

EI LocationLabel ~ I HeightPercent g

i‘LocationLabel LocationLabel -

° SR (BESW LocationLabel v W Text v R

T8 Do &
°\
N4

C] LocationScreen

select list item pulls out an :

item from a list, when you * : - _
tell it the index. . @ The I|s:t is Locations.

| select list item list PP +5¢ global Locations ~

index K28

«[=¢ global locationIlndex ~

A

Let's do the same for the Description. Let's make ° and inldex is locationIndex.
it easier by duplicating the block we just made. N

O

Right-click on the set LocationLabel.Text block and Duplicate it.
@l LocationLabel ~ M Text » IR -1 T 8 [ 81ET N [ SNBG 18 global Locations «
' -1 global locationIndex ~

index |

-——— - Duplicate

Collapse Block
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LET’S CONTINUE

G Change LocationLabel to DescriptionLabel, and Locations to Descriptions.

LocationLabel + | Text v Je¥ " select list item list

DescriptionLabel index |

v LocationLabel ° v global Locations °
4 global Pictures Y/

0 And snap it into LocationScreen.Initialize event, below set LocationLabel.Text.

° Let's also set the Image.Picture to the correct Plcture.
We can’t Duplicate the entire block so dragout out set Image1.Picture.

— UTTAIITCD

.Procedures
e gcatignScreen

LocationLabel

set (EFEIRS - GEUICES to K3

|
A lNeserintionl ahel —

e Duplicate just select list item this time, and change Locations and to Pictures. .-

select list item list (| get FERE " select list item list global Locations v]

index | global Descriptions
©

0 And snap the block into LocationScreen.Initialize event, below
set DescriptionLabel.Text.

Duplicate v global Locations

° C global Pictures >
N

Inline Inputs
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LET’S CONTINUE

Let's use the TextToSpeech component to have the app “speak” the description..

.Variables =
Weiocaiies || TextToSpeech1
- : message
© " Locationscreen =1 TextToSpeech1 v BESTol=E] 4
JImage]

TextToSpeec -| AvailableCountries ~ message » SN

i‘ LocationLabel

AlpescriptionLabel ‘TextToSBeecM v IAvaiIableLanguages 7 I
e fjHorizontaIArrangemer — . —

a TextToSpeech1 » |-

N4

- GalleryButton L
CCH TextToSpeecht + Ji Country ~ MU DescriptionLabel * | Text *

Bacelulion
izTextToSpeech]

.4 -
DescriptionLabel * | Text * |

c Al caion o
N—4 DescriptionLabel 8 to And snap itin to
e P angemen =" LocationScreen.Initialize

‘DescriptionLabel Y lTextCoIor Y l event, below

set Image1.Picture.

JGaIIeryButton

One more button and we're finished with this screen!

Complete the ,
when BackButton.Click block. °
-

6
ﬂ

while test

M math do
Bl Text
Eists Cf
H colors then
B variables else
B procedures
® [ LocationScreen iz :
. . BBimager result
SCreem IS St|" AlLocationLabel | evaluate but ignore result

AlDescriptionLabel

® PHorizontalArrangemen open another screen screenName

open under this
screen, so if we
close this screen,
the map W|" appear get start value

\,_/’ o
' agaln- N Rename  Delete
""""""""""""" close screen

JcalleryButton
e open another screen with start value screenName

startValue



TESTING

O Test your app with the MIT Al2 companion.

O

Long click on each of your markers and see that
the LocationScreen opens, displays the correct
description and picture, and the correct
description is read aloud.

Try the Back to Maps button to make sure you
can go back and forth between the first two
screens.
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