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» Let's create an app to vote for the team that will win the cricket world cup

Vote for your favorite 3
teams
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This app allows you to vote for three teams that you like and think will win
and shows the votes received for all teams in a graph.

All the screens related to the design of this app have been designed in the
project given to you.

First let's create the data tables required for this app.

Go to the Data tab and create two tables as below as Users and Teams.
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** Create columns in the Users table as follows.

© Back to data B e

Users Visualize Data Clear table Import csv Export to csv
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+* Now add the columns in the Teams table as follows. No data has been
added manually for the Users table, but for the Teams table, add rows in
this way and give them the team name as below and the votes received for
them as 0.
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“England™

"MNew fealands”

"South Africa”

“Australia™

"5Sr Lanka®

“Pakistan™

“Bangladesh™

*Afghanistan™
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"MNetherlands™




<+ After creating the data tables in that way, let's start coding.
¢+ Create the array as variables and choices required for the app as follows.

bassword
choices

<+ Then, when you click on the Register and Login button in the Home screen,
create to move to the Register and Login screen.

-—

onEvent (¥ "brtnRegister”, ¥ "click",

set3creen (¥ "Register"); I

s ot { d “btnl{agin" : b "CliCk“ L _

setScreen (V¥ "Login") ;I
L 3
“+ Now let's code how to register a new user. Enter the values entered in the
Name, Username and Password text boxes in the Register screen, and

when you click the Register button, they should be created as a new record
in the Users table

onEveant (¥ "benReg”, ¥ "click", |

getText (¥ "cxtName")
getText (¥ "txtUssrname”)

lpassword gatTaxt (¥ "cxtPasaword”)

craataBacord("Usera" NameSnamsSUUsarnameBusarnamelbasawor

)]
- £
setScreen(Y "Login”); |
)]

Here, the value of the txtName text box stored in the name variable for the

Name column of the User table is given.

¢+ Returns the value stored in the username variable for the Username
column.

%+ Returns the value stored in the password variable for the password
column.

<+ In this way, after creating a new user, the login page is directed.




%+ When you click the Home button on the register screen, enter the following
code to go to the home page.

onEvent ( ¥ "btnRegHome", ¥ "click",

zs=tScreen (Y "Home") ; l

¢+ Then click the login button in the login screen to login using the username
and password of a registered user. For that, code what should happen

when the login button is clicked as below.

cnEvent (¥ "btnlog”, ¥ "click",

e e
lusernzme getText (¥ "txtLoginUsername")

loassword) getText (¥ "txtloginFassword")

iEinasswordS==lirecords) [T =sword II

After storing the values entered for the text box in the username and
password variables, the Users table is read and checked if there is a record
matching the above username and password.

If there is such a record, create it to refer to the Voting screen, if not, to
refer to the Home screen.




