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** This app is designed and provided to you.

“* First, let's prepare the code for homeScreen.

e Prepare the code to go to the productScreen when the startButton is
clicked.

| startButton Click

‘ 0 productScreen -
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¢+ Let's prepare the code for productScreen.
e Prepare code to go to shoelScreen when shoelAddButton is clicked.

shoelAddButton Click

{ | shoelScreen

e Prepare code to go to shoe2Screen when clicked on
shoe2AddButton.

shoe2AddButton Click
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| | shoe2Screen

e Prepare code to go to shoe3Screen when
clicked on shoe3AddButton.

shoe3AddButton - | Click
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: shoe3Screen -

e Prepare code to go to shoe4Screen when shoe4AddButton is clicked.

shoe4AddButton Click

| | shoed4Screen




s+ Let's prepare the code for shoelScreen.
e Set a variable as shoelcount.

initialize [ETTIE variable o O

e When shoelplusButton is clicked, the value of shoelcount variable
should increase by 1. The value assigned to that variable should be
displayed in the text of shoelCountLabel.

(8 app variable shoelcount * ﬂlﬂ

&g shoellountlabel « B Text = RG) I app variable shoelcount -
.

When shoelMinusButton is clicked, if the value of the shoelcount
variable is greater than 0, it should be reduced by 1. The value
assigned to that variable should be displayed in the text of the
shoelCountLabel. If the value of the shoelcount variable is not
greater than 0, the value is less
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e Prepare the code to move the productScreen when ShoelBackButton
is clicked.

" shoelBackButton - | Click - |
g ]h rl productScreen - \

-




s+ Let's prepare the code for Shoe2Screen.

Set up a variable as Shoe2count.

initialize E7: 08 variable EXZIM3t0 = ()

When shoe2plusButton is clicked, the value of the shoe2count
variable should increase by 1. The value assigned to that variable
should be displayed in the text of the shoe2CountLabel.
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W app variable shoe2count + L) F app variable shoe2count
| set 's (B app variable shoe2count -
e s ]

When shoe2MinusButton is clicked, if the value of the shoe2count
variable is greater than 0, it should be reduced by 1. The value
assigned to that variable should be displayed in the text of the
shoe2CountLabel. If the value of the shoe2count variable is not
greater than 0, the value remains unchanged

.- BT app variable shoe2count © |- | app variable shos2count - uﬂ

app variable shoe2count - I

Prepare the code to move the productScreen when
Shoe2BackButton is clicked.

| shoe2BackButton - | Click - |
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s+ Let's prepare the code for Shoe3Screen.
e Set up a variable as shoe3count.

initialize [ETT variable L O |

e When you click on Shoe3plusButton, the value of the shoe3count
variable should increase by 1. The value assigned to that variable
should be displayed in the text of the shoe3CountLabel.

F7 shoeaPlusButton -~ | Click - |
-1 1 app variable shoedcount - [EERY o0 iable shoe3count -
L8 shoe3CountLabel = B Text = NG app variable shoe3count *
e X B

When you click on the Shoe3MinusButton, if the value of the
shoe3count variable is greater than 0, it should be reduced by 1. The
value assigned to that variable should be displayed in the text of the
shoe3CountLabel. If the value of the Shoe3count variable is not
greater than 0, the value remains unchanged

_shoe3MinusButton - | Click -
o { (0]
L0 ERE app variable shoe3count + RUIMINE, = " Tt - n

‘else J- app variable shae3count - - [ 0]
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L118 shoe3CountLabel » B Tett'_m.appvariahla shoe3eount « ||
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® Prepare the code to move the productScreen when Shoe3BackButton
is clicked.

shoe3BackButton -  Click
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% Let's prepare the code for Shoe4Screen.

Set up a variable as shoe4count.
initialize €15 variable to 0

When shoe4dplusButton is clicked, the value of the shoe4count
variable should increase by 1. The value assigned to that variable
should be displayed in the text of the shoe4CountLabel.

LB app variable shoe3count + £ | app variable shoedcount - ﬂ
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When you click on the Shoe4MinusButton, if the value of the
shoedcount variable is greater than 0, it should be reduced by 1. The
value assigned to that variable should be displayed in the text of the
shoe4CountLabel. If the value of the shoe4count variable is not
greater than O, the value remains unchanged

Prepare the code to move the productScreen when Shoe4BackButton
is clicked.

| productScreen -




