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Select the name of the Toolbox category to which each of the following
Blocks you use in App Lab belongs.

-~

onEvent (¥ "id", ¥ "click",

St "Hello World"

-




Activity - 1 Start here

Access the App Lab project through the link shown as above.

Remix
Click and start your project.

Flashlight App

Your name is hereby given

Rename

Using the respective blocks according to the instructions
below

Save it with this

Complete the project step by step.

e Add blocks inside void onEvent() so that when the
“onButton” is clicked, the “background color” of
the screen is set to “white” and the “font color™ of
the label is set to “black™.

Add another onEvent() block and blocks inside it so that when the
“offButton” is clicked, the background color of the screen will be set to
“black™ and the “font color” of the label will be set to “white”.

Run the app and see if it works properly as above.

Choose the correct block code layout you applied for the "onButton" from
the following images.

onEvent (¥ "onButton", ¥ "click" , |[IEiaEEEaE

L

-
Fe:?roper‘:y{' "onButton", ¥ "background-color", ¥ "white"); |

setProperty (¥ "screenl", ¥ "text-color", ¥ "black");

1} D J);




—

onEvent (¥ "onButton", ¥ "click",

setProperty(Y "screenl", ¥ "background-color”, ¥ "white") ; J

gsetProperty (¥ "labell™, ¥ "text-color", ¥ "black") ;J

~ -

onEvent (Y "onButton",; ¥ "click",

setProperty (Y "onButton", ¥ "text-color", ¥ "white"); J

setProperty (Y "screenl”, ¥ "background-color", ¥ "white") ;J

Select the correct block codes arrangement that you have applied for the
"offButton" from the following images.

—r

onEvent (¥ "offButton", ¥ "click",

setProperty (Y "offButton”, ¥ "background-coloxr", ¥ "black"); J
setProperty(Y "screenl”, V¥ "text-color™, V¥ "white") ;_I

)z

setProperty (Y "screenl", ¥ "background-color", ¥ "white") ;J

setProperty(V "labell", ¥ "text-color™, ¥ "blue"); J

_set}?ruperty{ ¥ "screenl", Y "background-color", ¥ "black"); J

_?etProperty (Y "labell™, Y "text-colozr™, Y "white"):; J




1. When the "onButton" is clicked, the "background color" of the screen is set
to "yellow" and the "font color" of the label is set to "green".

=

onEvent (

setProperty (

setProperty (

Access the activity-2 project through the above link.

Click and start your project.

Your name is hereby given

Save
Save it with this

Using the respective blocks according
to the instructions below

Complete the project step by step.

Animal Sound




The images to be applied to the button is this link eep -~ Activity2
Download by.

Upload the image using the "setProperty" block to insert the relevant image
for Button1.

—
1 setProperty{ v Ilbuttanil’r' L B imagerl 3 ¥ "Rt iy o =" --'_'-l-“_ --.-I - -: LAYy L g T R ="
4 ; B ) ~ Cho

In the same way, upload images using blocks for the rest of the buttons.
Use the “onEvent” block to enter the corresponding sound for button 1 and
select the appropriate sound.

In the same way, use blocks for the rest of the buttons and choose the
appropriate sound.

Run the app and see if it works properly.

Match the blocks with the sounds you select for each button to the respective
images.

onEvent (Y "button3™, ¥ "click",

playSound( ¥ "acund://category _animals/horase.mp3"); o
)i

onEvent (¥ "buttond™, ¥ "click",

playSound (¥ "sound://category animals/bear.mp3"); :Ir
)i |

=
onEvent{ ¥ "buttonl™, ¥ "click", on (.

playSound (Y "sound://category animals/monkey.mp3"); :*_!I

—

onEvent ( ¥ "button2”, ¥ "click",

playSound (Y "sound://category animals/tiger.mp3™): =
)i
-




To match the coding you used for button4, construct the block codes
arrangement using the correct words in the diagram below.

setProperty (

onEvent (

y
Activity -3

Access the activity-3 project through the above link.

Remix

- Click and start your project.
- By giving your name

Save

Save it with this

e First, select Design Mode in the given app
r,um

startScraan

Choose your
adventure! Do you
want to go left or
right?

xa

You'll get a startScreen in the top left corner, with a "Right!" button as
shown in the right image. Add a button that says.

Set its "id" as "rightButton"

Set its size and position properly and adjust "background color" and "font
size" as shown in the image.




Now create another Screen called "rightScreen" and write
"You went right!" Add a label.

* Now enter the Code Mode of your app.

» Use the onEvent() block to switch to the leftScreen
when the "Left" button is clicked and set the codes
accordingly.

» Use the onEvent() block to switch to the rightScreen
when the "Right" button is clicked and set the codes
accordingly.

« Run the app and see if it works properly..

Match the words in the diagram below as the codes are set in the onEvent() block
to switch to the leftScreen when you click the “Left” button.

L F

onEvent (

[ setScreen(

) 7 |

Match the words in the diagram below so that when you click the “Right” button,
the codes are set in the onEvent() block to switch to the rightScreen.

" 4

onEvent (

‘ setScreen(
hJ );J




e After marking the answers, click on the m finish button below.
e Your score will appear at the top of this worksheet
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Save a Screen Shot showing your score and your name.

e |f your score is less than 40 then study again from project 51

e |f your score is more than 40 then study from project 65 onwards. -&

Access [J3 op education Official community and share your saved Screen shot to

DP Education official community.




