
START HERE

In this project, you will make your own app that relates to

the theme “Healthy Habits” using what you have learnt so

far! Take something you learnt making from the Hong Kong

Tour Guide, Two-button Game or Sketch and Guess Game

and change it or add to it to make your own app!
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Using your Healthy Habits App Design Worksheet and “To-Do Checklist”, start making your app. 

❏ At the start of each lesson, make a list of things you want to accomplish in that lesson. 

❏ Follow your list throughout the lesson.

❏ At the end of the lesson, mark all tasks completed. 

❏ If you run into any problems with a task, note that for the next lesson, and make a plan for 

how to fix it.

Work with your partner to make sure you have a successful app.

DO: Be respectful

DO: Talk to one another about the work

DO: Explain what you are doing

DO: Think ahead and make suggestions

DO: Switch roles often
DON’T: Be a bossy navigator

DON’T: Grab the driver’s mouse 

or keyboard

Remember Rules for Pair Programming
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SWITCHING SCREENS
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If you want to switch from one screen to another, you can open another screen and

pass the name of the screen as a text block. In this example, the Button1.Click event 

triggers the opening of Screen1.

You can also pass information between screens with the open another screen with 

start value block. In this example, when Place1 is long-clicked, NewScreen is 

opened with startValue “Place1’’.



MAP

❏ CenterFromString lets 

you put in a custom 

latitude and longitude to 

center the map on.

❏ MapType lets you look at 

Roads, Aerial, or Terrain 

views.

❏ ZoomLevel lets you

zoom in and out, 

from 1 to 18.
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MARKERS

❏ Description lets you write longer 

text about the marker that 

appears in the Infobox when it’s 

clicked.

❏ EnableInfobox should be 

checked so when the user clicks 

it, they can read about the 

location.

❏ With ImageAsset, you can 

change the marker from a pin to 

an image!

❏ Latitude and Longitude are the 

exact geographical locations of 

your marker on the map. 

❏ Title is the main heading that 

appears in the Infobox.
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MAPS
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Map.PanTo pans the map center to the given (latitude and longitude) and zooms to 

the given zoom level. The movement is animated.

You can adjust 

the zoom level 

here.

MARKERS 
Marker.SetLocation moves the Marker to the given latitude and longitude on the map. 

This method is more efficient than setting latitude and longitude separately.
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PEDOMETER (counting steps)

Pedometer1.WalkStep is the event that is triggered whenever the Pedometer detects a step is taken.

● walkSteps is the number of steps walked so far. 

● distance is the distance travelled so far.

Display the number of steps counted by the Pedometer in StepsLabel.Text.

Use Pedometer.Start and Pedometer.Stop blocks to start and stop 

the Pedometer counting steps.



TinyDB
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App store

retrieve

store retrieve

TinyDB has two main blocks: StoreValue and GetValue.

❑ A tag is like a variable name, and valueToStore is the value saved using the tag as its 

reference.

❑ GetValue fetches a value from the database that was stored before, by its tag. If there’s 

no value stored, then it returns valueIfTagNotThere. Make sure the 

valueIfTagNotThere matches the type of data being stored (number, text, list).

TinyDB, which stands for “Tiny Database”, is a component that stores “persistent” data. 

So values remain on your mobile device for use when you run the app again. 
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If you have multiple items of similar information to store, it might make sense to store it as 

a list.



CloudDB
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CloudDB is similar to TinyDB in that both store data.

However, TinyDB  stores it on the device privately, while CloudDB stores data on a cloud server, 

so you can share data between devices.

You store values using tags in CloudDB, just like TinyDB.

Anytime any connected device stores a value in CloudDB, it generates a CloudDB.DataChanged

event to all connected devices.

For example, if Player1Score is updated by Player1, all players will received the updated value in 

DataChanged.

App

Store 

(StoreValue)

Retrieve 

(GetValue, 

GotValue)

App

data changed

data 

changed

Player1 Player2
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While DataChanged updates all users with new information, there are times it is helpful to 

ask CloudDB explicitly for the value of a tag. For example, it is helpful to get the latest 

information from CloudDB when you first start an app.

GetValue fetches a value from the database that was stored before, by its tag. If there’s no 

value stored, then it returns valueIfTagNotThere. 

The GotValue event is triggered when CloudDB returns the GetValue request. Generally it is 

good practice to have matching GotValue and DataChanged event blocks to check for all 

the possible tags in an app. 
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AppendValueToList appends a value to the end of a list stored in CloudDB.

GetTagList gets the list of all tags for this app. CloudDB returns the list of known tags in 

the TagList event.

In this example, when SubmitReviewButton is clicked, it triggers CloudDB.AppendValueToList. 

It appends the new value from BookReviewTextBox to the end of a list with the tag “Harry Potter”.

In this example, when the user touches the ListPicker, GetTagList is called. When 

CloudDB returns the tag list, the ListPicker Elements are set to the list of tags (in this case, 

a list of books). 



LISTPICKER

ListPicker is like a button that opens a dropdown menu, where the user can choose from a list of 

items.

Click

to get

dropdown
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To set the elements in the ListPicker, you can do it three different ways.

❏ In the Designer, set the ElementsFromString property.

❏ In the Blocks Editor, set ListPicker1.ElementsFromString.

❏ Or, you can use a list instead of a text string, to set the ListPicker1.Elements.

When the user selects an item in the ListPicker, you can then use the Selection to do 

something, like open another screen with that as the start value.
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You can set ElementsFromString and Elements, just like ListPicker.

❏ In the Designer, set the ElementsFromString property.

❏ In the Blocks Editor, set ElementsFromString.

❏ Or, you can set Elements with a list.

LISTVIEW & SPINNER

ListView and Spinner components act just like ListPicker. They just look a little different.

Click

to get

popup
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Both ListView and Spinner also have AfterPicking and AfterSelected event blocks 

where you can use the Selection to do something with!

LISTVIEW SPINNER
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