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Setting up the environment

In this activity we’re going to prepare our enviroment to start programming apps. We’ll need:

- A computer connected to our home WIFI network. This is the computer we’re going to design and
program the app.

- An smartphone (or even better a tablet) running an Android operating system connected to the
same home WIFI network as the computer. It will be used to test and finally install the app.

Steps:

1. Go to GooglePlay and install the MIT AI2 App

MIT Al2 Companion
on your smartphone or tablet. ‘
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Ilustracion 1: Image from Google Play

2. Open a browser (Firefox, Chromium, Chrome etc) and go to MIT appinvento’s site: link

3. Click on the “Create Apps” button and register using your Google account or any other email
account you want (If you use a Gooogle account you won’t need to sign up)
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Pet the cat

B
Ilustracién 2: AppInventor welcome page Screenshot
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4. On your tablet/smartphone launch the MIT AI2 Companion APP —

type in the 6-digit code
-or-
scan the QR code

Your IP Address s 192 .168.1.107

5. Congratulations!!!, now your’re ready to start programming your Version: 2.1 1azzx]
first app.

[ = o e ]
Ilustracién 3: MIT AI2

6. When the app is finished, to be able to install it on your terminal )
| Companion screen

you’ll need a QR code reader, if your terminal doesn’t have one instal
it from GooglePlay.

Lector y escaner de codigos QR
para Android

Kesperskylab Productividad  kaxks

Hello Puur

My first app hello purr

This simple app is usually the starting point for most appinventor
programmers. It illustrates the basic techniques, components and
workflow to create any app.

We we’ll describe the app making process in great detail.

This app consists of just a main screen diplaying a button with the
picture of a cat and a label with the text “Pet the cat”. When the
button is touched the cat meows and the phone vibrates for 1 second.

In addition of the smartphone/tablet and the computer properly
configured common to all the applications in this document, in this
case you’ll ned: to download the following resources:

- A picture with the image of a cat: link Hlustracion 4: Final result

- An mp3 audio file with the meoow sound: link

Steps: il |

| Import project (.aia) from my computer ...

1. Download the picture and the meoow sound of the cat on your S i Yol
downloads foder. Move To s

Save project

2. Enter the appinventor programming environment and lauch the MIT AI2 || soerras

Checkpoint

companion app in your smartphone/tablet. Y i
) Export all projects

3. In the appinventor programming environment main menu click on My =~ msnico-

projects Start new project y [

Author: Javier Casado Jiménez 2014-20 License CC-SHA-BY Page: 3



|
vt ahalin

~"3 IES Miguel Catalan Technology Department

4. Write Hello_purr as the project name and click ok.

5. In the appinventor main menu click on Connect|AI Companion Prectname: | vl pur
When the app QR code pops up scan it with your smartphone/tablet
clicking on the button Scan QR Code Cancel oK
o s s |

! Emulator I E E

UsB ﬁ Your code is Press to scan
| | |

Refresh Companion Screen Eﬁ gk the QR

Reset Connection
Cancel

Hard Reset

After a while you’ll see that the screen of your smartphone/tablet displays a functional version of
the app you’re programming, every change you make in the programming environment propagates
inmmediately to the smartphone/tablet.

Synchronizing the computer and the smartphone/tablet allows you to test the app as yoy make it,
before finishing it completely, and without needing to install it on your terminal.

It might happen that the appinventor programming environment and the smartphone/tablet
desynchonize. In this case do this: Connict v

- In the appinventor menu click on Connect | Reset connection = |

! Emulator

usB

- Restart the MIT AI2 Companion app on your smartphone/tablet

- In the appinventor menu click on Connect | AI Companion and when the QR
code appears scan it to reconnect the computer and the smartphone/tablet again. ~ #erdres=

6. By now we only have an application with an empty screen. We’ll drag all the visual and non
vusual components on the screen to create the app user’s interface.

User Interface

:) 1- Drag the button coponent from the us

J  Checks interface toolbox onto the screen.

-
2- Drag the label component from the \
:) user interface toolbox onto the screen.

3- Click on the Media toolbox to display
@ WebVie the componentes available there

Layout 4 O O
scistasanas)
Drawing and Animation
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7. In the appInvetor programming Userertace
environment select the Media toolbox
on the left panel, drag the Sound -

Bl

component onto the bottom part of the e
empty screen. : . e o Laber
8. Now we’re going to change the = St i
defualt name of the components we’ve *
just added by a more meaningful one.
Using meaningful names for >
components and variables is alwaysa «
good programming practice. Orawng and Anemation
Maps
The new names will be: S
Socal
for the button: catButton = 9 ‘

Connectivity

for the label: instructionsLabel

for the sound: meoowSound.

Components Properties

1- Select the name of the component whose ~ T

name you want to change. Background

N n

3- In the Rename Componenet
popup window type the new name

for the component and click OK \\

Cancel OK

2- Click on the Rename button to rename or
on the Delete button to delete.

Rename Delete

9. Next thing we’re going to do is to change several

properties of the components that make up our app. Each ™ Froperes
component has a number of properties that can be == meconSound
customized, the properties for the component selected on = R
the Components panel are shown on the Properties A
panel, on the right end of the screen.
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In the table below we’ll summarize the properties to be changed. When you had set them all the app
scrren has to look exactly the same as the image “Final result” at the beginning of the activity.

Component Property Name | Property Value Remarks
Screenl Title Hello Purr
CatButton Width Fill Parent The button will be as wide as its parent
component, in this case the Screen.
Image Kitty.png Select Upload File and upload the cat
image downloaded in step 1 from the
Downloads folder.
Text Leave it blank
instructionsLabel | Text Pet the cat
Width Fill Parent
Font size 30 Make the text 30 points in size
Text alignement | Center Center the text on the screen
MeowSound Source meow.mp3 Select Upload File and upload the meow
mp3 file downloaded in step 1 from the
Downloads folder.

10. The app user interface is finished now. We’ll continue
programming its behavoir: When the user touches the cat
button the meow sound will be played and the terminal will

vibrate for 1 second (1.000 milliseconds).

To go to the app programming screen we have to click on

Click here to/go to the =g (=

programming screen
Properties

the Blocks button on the upper right corner of the window.
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11. Now we’re going to learn how to program our app. In our screen the programming area
(viewer) will be blank, below you can see the way it looks when there’s a program on it.

ey EnEEwes

Blocks Viewer

\r‘ Built-in \
Bcono

..(:qu?
N ; EIFERGLVETE soundPlaying L O 0

[ Y. Applnventor Built-in instructions grouped et 9 Suumdbaying L)

by pourpose
Wre Y PQYP
Wi
Wocionaries In a program we define the behaviour when EECINED Initialize
Bcoos of the application to different events do | set | Inst
@, combining buit-in and components

P instructions.
ity when [ZILIGENES Click
S do (o If — -
St ~ ‘T4 global soundPlaying - Jf = - {0
" e Components specific instructions: Ly BT global soundPlaying » RCIIM 1 )
i 1 gl instructionsLabel v i Text v Ji{ gl Cat meowing |
S mecowSound | . React to events triggered by a component o~ —
® Any component - Get and set the value of a component property .4
- Ask the component to do something (beep, (1l meoowSound v RULICIC
play a sound, vibrate, transmit data... etc) millisecs
] Do
<z A4

On the left side of the programming screen we can find two sets of programming instructions:

Built-in instructions: Are the programming instructions common to other programming languages,
they’re grouped by pourpose, each group has a color, the most commonly used groups are:

- Control (brown-yellow) : Instructions that allow the programmer control the flow of the program, opening and
closing screens, terminating the app, stopping the execution for a period of time etc...

- Logic (green): Instructions to verify logic conditios

- Math: (blue) instructions to do mathematical calculations, generate random numbers, manipulate and compare
numbers.

i i . . when [EEILGTHEY -TouchDown
- Text (purple): Instructions to manipulate textual information. i

- Variables: (orange): Instructions to create and manipulate variables
when [ERIIGHED .TouchUp

- Procedures: (violet): Instructions to create new user defined instructions do
Components specific instructions: Are the programming instructions ofcsiiton = Ji Backgraundcolor -
that allow the programmer interact with its different components. They
can be classified as:

=g atButton  Jj BackgroundColor +

- Event handlers (brown-yellow) : The instructions inside the block will be =
executed when a given event happens (i.e a button is pressed or released, the set (TR  EHAER o
used touches the screen, a timer goes off, data are received via bluetooth...etc.

- Property setters (dark green): Allow the programmer to set a componet property to a given value when the app is
running (i.e disable a button, hide a text, change the text displayed in a label component etc).

- Property getters (light green): Contain the current value of a compoenent propertt. They allow the programmer to
get the value a componet property when the app is running ( I.e: read the text entered by the user in a form, check
whether a box has been checked etc).

- Action doers (violet): Make the component do something (L.e: Play a sound, transmit data via bluetooth, vibrate
the terminal etc...)
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12. Now we’re going to choose and combine the right event handlers and instructions to create our
program.

User action Terminal response

S
[ 1- The users clicks the catButton .] [ The meow sound plays and the phone vibrates for 1 second

A

2-The Click event of
the catButton
component is fired

when [1G:NOTED Click 3- The program executes
the Play action on the
meoowSound Component

4- The program executes
the Vibrate action on the
meoowSound Component

Drag onto the programming area (Viewer) the blocks shown in the image above to program the app.

When ythe program is finished, go back to the Designer screen clicking on the Design button on the
upper right corner of the window. ety Hulde ey

Al Companion l
Emulator
use L

14. When you had finished testing the app disconnect your terminal from the S
computer clicking Connect/Reset Connection and close the MIT AI2
Companion app on your smartphone/tablet =z

13. Test the app in the terminal synchronized with the computer, it should
work!!.

Seitings vy Helpr

15. Now we’re going to install the app on your terminal in a permanent way. On :
the main appInventor menu click on Build/Generate QR Code to generate the il
apk file that contains the app installer. When the QR Code appears on the screen b —~
take a picture of it .

el codigo QR con la camara

The QR Code reader on your smartphone will open a browser to download
the hello_purr.apk containing the app installer..
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When you download the app, your smartphone/table will ask you for permission to install an
insecure app, grant the premission only for this time and go on.

+ Comunicacidn de red

Mastraw todes

= ==
Ilustracion 5: Sequence of screens to install the app on a smartphone

16. When the app is downloaded and installed click on Abrir and enjoy it!!.

Congratulations, you’re one of the very few people in the whole world that know how to create,
deploy and install a Google app.

Pet the cat
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