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  MODULE 2:  CANVAS ASSETSds       

LESSON 2:  INTRODUCTION TO CANVAS CODING
OUTCOMES

· Learners will gain a background of the tools for coding the Canvas including JavaScript, CreateJS and ZIM.  

· Learners will break down the context of making Interactive Media into why, what, where and how.
· Learners will break down how Interactive Media is made into text optimized realm of the DOM (Document Object Model) and the draw optimized realm of the BOM (Bitmap Object Model) and connect the types of content that each is best suited to make.
· Learners will explore the programming basics required to use functions and classes to make content with Canvas tools including variables, arrays, objects, functions, classes, properties, methods and parameters.

· Learners will make canvas assets like shapes, text, bitmaps, and containers and animate the properties of the assets like position, scale, rotation and alpha.

PRESENTATION (30 Minutes)

Go over the Programming Basics documents.  It is preferable to use these techniques live - so just go quickly over the documents - almost an overview of each.
LAB (140 Minutes with 2 15 minute breaks)

Open a text editor such as VS Code, Sublime, NotePad+.  Grab the template from here https://zimjs.com/code.html and briefly go over the code – but skip past functions. Talk about programming basics of syntax – demonstrate variables and functions.  Demonstrate using OOP basics like classes, objects, properties, methods (events come later) by coding with DisplayObjects Classes such as Circle() and Rectangle() with parameters.   Try some animation and discuss configuration objects.
SUMMARY (10 Minutes)

Go over homework with students.  And look forward to next week where we work with components like buttons, sliders, dials, pads and their events.
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