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  MODULE 1:  CUSTOM CODEds       

LESSON 1:  FRAMEWORKS
OUTCOMES

· Given that a Framework provides a complete environment in which to create learners will see that an advantage of a Framework is in reducing code the developer needs to code.
· Given four example JavaScript Canvas Frameworks, we will explore PixiJS, Phaser, P5js and ZIM and see their similarities and differences.  
· Given a set of links relating to Frameworks, learners will see the variety of tasks that need to go into creating and managing a Framework such as documentation, updates, news, repositories, CDNs, forum support and social media.

PRESENTATION (30 Minutes)

Welcome back and introduce the topics and assignments for the second term.  The first module deals with enhancing learners' toolkit.  Explain why and the benefit of Frameworks, Libraries and Modules.  Encourage the desire to learn new skills.  Talk about the types of things we can make - time wasters / useful / expressive.  Primarily we focus on expressive in interactive coding and useful in Web Dev / Design and Mobile Design.  Talk about our first module on custom code. 
BREAK (15 Minutes)
LAB (90 Minutes)

Take learners through the four dragging a rotating logo example code.  Have them set up the code locally and go through the code.
BREAK (10 Minutes)
PRESENTATION (30 Minutes)

Show the list of links demonstrating management of a Framework.  Take learners through the latest code in ZIM and point to where they can find more.  Have them look through the recent videos for homework.
SUMMARY (5 Minutes)

In the next lesson we will take a look at how to make our own custom library with modules and classes that can be used across projects.
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