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Due Friday, Jan 18th (cannot be made up since end of semester)
[image: ]The goal is to make a window that can load 3 different images that you find and save yourself, using 3 buttons at the top, by first making sizers to make this: 


This is your first program with resources, so make a folder for your program:
· Start, Computer, double-click H:, then (if you have Windows 7 press the Alt key to see the Menu Bar so you can see where you can click “File” then) click File, New Folder
· Name the folder wx6 then press enter
· Find at least 3 pictures and place them in that folder
· Come up with an idea of what each button will say, and what picture will appear when you click, then change the labels to what you want:
· Click the button, then in the “Widget” tab, change the label.
· Repeat this for each button so that each button says something different
· Pictures are in My Computer, StudentSharedFiles, Public, Pictures
· If you find a picture you want, click once on it, then click “Copy Files” on left, then choose Computer, H:\, wx6 then click Copy (or skip “Copy Files” & drag file to wx6 folder instead)
· If you find a picture online, right-click it, Save Picture As, then choose Computer, H:\, wx6, then name it with the author and the website after the image name
Make your window:
· Open wxGlade, click File, New
· Right-click sizer_1 in the tree at the top, then add slot
· Click BoxSizer [image: ] tool, then click in the first slot
· Change number of slots to at least 3 (Horizontal like the picture above)
(TIP: if you want to make the three buttons centered,
make 5 slots instead, then put buttons in the middle three slots)
· Place a button  in each slot:
· click the “Add a button” [image: ] tool then click in the first slot
· repeat the step above for each of the three slots 
· Save As, click Computer, double-click H:, then change the name to
glade6Images.wxg & click Save
Create a StaticBitmap and Events that will change what picture is shown
[If you do not have wxGlade & your project open: open wxGlade, Click File, Open, Computer, H:, glade6Images]
· [image: ]Click the StaticBitmap [image: ] tool then click in bottom slot:
(after you click, the area with diagonal lines will be filled)
You can push Cancel when it asks unless you want an intro picture
· Make events for each button
· Click button, click Events tab, then in the box after EVT_BUTTON type a name for the event (no spaces)
· Repeat for each button, naming each event differently
(such as Button1Click, Button2Click, and Button3Click, or something more descriptive that will help you remember what they do, but without spaces since they will become functions) 
· In the Tree window at top, click Application, then in the bottom left window scroll down & change Output path to H:\wx6\run.pyw (in wx6 folder with saved pictures), Generate Code.
(continue to next page)
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Make the buttons change the picture:
· Open IDLE, then open H:\wx6\run.pyw
· Find the def Button1Click function (or whatever you named the event for button_1 in the steps above)
· Delete the indented lines that were generated, they are just sample code:
print "Event handler `Button1Click' not implemented!"
event.Skip()
· Add these lines which will change the image then resize the window to match the picture (you 
must use \\ [see 1st line below] to replace ‘\’ since ‘\’ is a special character in programming)
indented under the def Button1Click function (or whatever you named it):
[image: ]
(Make sure that you have the name of your picture instead of Ice Skating, with .jpg after it if it is a jpg which most pictures are, and )) double parenthesis at the end after wx.BITMAP_TYPE_ANY, since there is a wx.Bitmap function inside the SetBitmap Function)
NOTE: to find out whether it is .jpg or .png or something else, double-click it then look at the top of the image viewer window after the name of the image.
· Repeat these steps for each of your buttons, except with a different picture on each

· Run, Run Module, OK to save if it asks, then show teacher
TIP: If you have to Generate Code again later, first change Output path to H:\wx6\run2.pyw so it doesn’t lose the run.pyw changes you made in IDLE.  If you need to generate a third time, make sure the Overwrite button is checked or Generate Code will do nothing unless name is changed again.

	10% BONUS: Make the program use variables and “if” statements (see console4 for example) to show something different depending on different conditions (such as variables changed by other buttons).
Bonus Tips:
· Set the value of each variable such as
myvariable=0
after the import statements
· Indented under def where a function is defined, you must say to use the global value so it is the same value everywhere if you want to use it in that function:
global myvariable
where myvariable is the name of your variable.
Then you can add additional lines to change the value
or to use “if” statements
· You have to use “if” statements to at least change what image is shown in order to get any of the bonus
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self.bitmap_1.SetBitmap(wx.Bitmap(“Ice Skating.jpg", wx.BITMAP_TYPE_ANY))
self.Fit()
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