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  MODULE 2:  CANVAS ASSETSds       

LESSON 3:  COMPONENTS AND EVENTS
OUTCOMES

· Learners will build a variety of components such as buttons, radio buttons, check boxes, sliders, panes, indicators, waiters, dials, tabs, windows, and pads. 
· Learners will practice setting events such as click, ready, complete, mousedown, keydown, pressmove, pressup and making associated event handler functions.  

PRESENTATION (50 Minutes)

Go over the Events and Event Handlers Programming Basics document and show the various examples of components looking through the code and giving an overview.
BREAK (10 Minutes)

LAB (110  Minutes with BREAK)

Build components with learners and apply events and handlers. 
SUMMARY (10 Minutes)

Now we have a pretty good handle on making assets for the Canvas.  In the next very important lesson, we start the Logic and Flow module where we apply conditionals and loops and add interactivity like Drag and Drop and Hit Tests as well as looking at efficiencies such as nesting and tiling.
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