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Class Session 4: Activity 2 Step-by-Step Instructions 
 

Add a second screen to edit your Magic 8 Ball database 

 You'll need a new screen.  Let's call it 'ListEditor'.   

 

 On that new screen, you'll need a "form". Basically, a TableArrangement which shows Labels 

and Textboxes.  

 
 

If we want to have six responses in our database, how many rows and columns should your form 

contain? Each label and each input box requires one cell in your layout. That's right, you'll need a 

table arrangement with six rows and two columns to fit your text.  

 

   

 

You won't be able to see the cells in your table, but they are there! Drag labels and textboxes from the 

User Interface drawer in the Palette until your table is full.  
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 The form will need to be able to save new content to the database to update the old text. Add a 

button for that.  

 Users will need to be able to return to the Magic 8 Ball main screen. Add a button for that, too.  

Here's how your screen might look: 

 
 

Be creative; the buttons can look different or say funny things. Don't forget, you'll need to add TinyDB 

on this page too! 

 

Now that you have your second page created, what is it that you will actually have to do to load the 

information into the form so you can see it, change the contents and save the contents back to 

TinyDB? 

 

You need to do this in the Block Editor. Make sure you are in the Blocks Editor for the ListEditor 

screen, and not your main 8 Ball! 
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 The best place to start is with Page.Initialize, which is the event handler for what happens when 

the page loads.  

 

  What happens when the page initializes? You need to set the contents of each TextBox to equal 

the contents of the database if something exists in it. However, you need to set those text boxes 

to show something even if the database is empty. 

 
 

 Look carefully at the purple block. The text can only equal something if the database contains 

the right tag. If the tag and value do not exist, then we can add a default value 

("valueIfTagNotThere"), which is basically the "initial" state of your application.  These values 

will only be used if there is nothing for that tag in the database already.  

Here's what all the code looks like: 

 
 

Awesome! So now, if a user loads the second screen, they will get to a place where they can load some 

text into the textboxes on the screen. They can even change the text in those boxes, but that text does not 

save. How do we save that text to the database?  
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The secret is in the button. We need the information that people have edited to save to the TinyDB only 

when that button is clicked.  Instead of getting a value from the database, we need store a new one back 

into it. When Button1.Click, call TinyDB.StoreValue. StoreValue will save a value to the database for 

a specified Tag. Remember to keep those Tags unique! Which value do we have to store?  

 

That's right. The response which is the text that's in the TextBox. That might be the initial response you 

set earlier. Or, it might be new text that a user has changed in the user interface, and now wants to save.  

 

 
 

You'll need to do this for each tag you want to save.  As a result, here's what your code might look 

like:  

 

 
 

Finally, you'll notice a bit of extra code there… the "Set SaveLabel.Text" code. We have added a label 

to show that when the information gets saved, the screen displays a confirmation message that says 

"Saved!" to the user. The user knows that what they have written was successfully saved to the 

database.  
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You might be wondering how the user gets back to the 8 Ball? The answer is in the Button2.Click code. 

Where did that come from? We need to use the blocks related to the second button to add an event for 

users to head back to the starting screen, Screen1, when the button is clicked. That's what will help 

people edit the Magic 8 Ball and get back home to use it. 

 

We'll also need to add one more button to the main screen from the Designer, so that our users can get 

to the new screen. Don't forget to add the code to go to the ListEditor! 

 

 


