
5.1 INTRODUCTION TO EVENT-DRIVEN 
PROGRAMMING

Unit 5

Building Apps



BRAINSTORM…

Take out your phones and open up a variety of 
apps/games:

What are some common themes about the format/design of these 
apps/games?

When looking at the physical screen, what specific actions can a 
user perform in this app/game

What things can the user interact with on the screen?

What do these apps allow the user to do on the screen and how 
does the user’s actions impact/affect the app? 



BRAINSTORM…

Click a button Tilt the phone

Swipe a screen Drag your finger

Zoom In/Out Pressing a key

Typing a response

These are all called “events”

Apps have elements on the screen that you can interact with.

Apps respond to these events in various ways.

While you may not know all of the technical details, most apps 
respond to user-generated actions/events.



NEW VOCABULARY

Event-an action that causes something to happen

User Interface (UI)-the visual elements of a program through which 
a user controls, communicates, or interacts with the application.

UI Elements—on-screen objects: buttons, images, text boxes, pull 
down menus, screens, etc.

UI Events—controls the user may perform: mouse click, move 
mouse, type a certain letter, etc.



SEQUENTIAL VS. EVENT-DRIVEN PROGRAMMING

Event-driven program- a program designed to run blocks of code 
or functions in response to specified events (e.g. a mouse click)

In unit 3, you wrote sequential programs that started as soon as 
you clicked run and went from start (usually the first line of the 
program) to the end, or to some point when the program 
terminates. 

In an event-driven program your code must always be ready to 
respond to user events that may happen at any time, or not at all. 



EVENT-DRIVEN PROGRAMMING

Event Listener—a command that can be set up to trigger a 
function when a particular type of event occurs on a particular UI 
element 

(i.e. user can do ______).

Event Handlers—functions that the programmer writes that are 
triggered by the system in response to certain events 

(i.e.  DO ______ when user DOES _______).

More complex event-driven programs require interplay and 
coordination between event handlers.



ACTIVITY DAY 1

Go to Stage 1 in Code Studio

Watch Video—Introduction to Design 
https://studio.code.org/s/csp5/stage/1/puzzle/2

The video can be a little overwhelming and you do not 
have all of the capabilities that they use…YET.

“We will focus your coding efforts on function rather than design”

Complete Puzzle 3-16

Lots of reading involved

https://studio.code.org/s/csp5/stage/1/puzzle/2


DEBUGGING

Debugging—finding and fixing problems in your code or 
algorithm.

The “event-driven” mindset of programming can take a little 
getting used to and will often come with lots of errors in code.

It is not expected that every program that you write will work 
how you want it to on the first try…you will need to test it and 
learn from any error messages.

The Run-Test-Debug Cycle is a common programming practice



DEBUGGING CONTINUED

Types of Errors

Syntax Error Logic Error

• Things you misspelled or wrote in such a 

way the computer doesn't understand 

what you're trying to say

• Usually the computer spits out an error 

message of some kind that is a clue 

about what it can't understand

• Fix these with careful reading of the lines 

that have errors

• The program runs but doesn't do what 

you think it should.

• Can be tricky to fix because there might 

not be an error message

• Fix by retracing your steps and trying to 

understand why the computer is 

interpreting what you wrote the way it is.



ACTIVITY DAY 2

Complete Puzzles 17-22

Finish Chaser Game

Complete 5.1 Reflection



WRAP UP

Today, we were introduced to 3 important tools that will 
help us build increasingly complex applications:

Design Mode—allow us to create visually appealing and intuitive 
user interfaces without cluttering up the code with HTML/CSS

onEvent—general command for all event-handling in App Lab

console.log—place for debugging hints and also a place to 
verify that your code does what it is intended to do.


