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Speak Your Mind: Introducing Aptly, The Software
Platform that turns Ildeas into Working Apps

David Y.J. Kim, Ashley Granquist, Evan Patton, Mark Friedman, Hal Abelson



Introducing the Team and the Goal

The o Navi seam, s meddie school Do
burs P border howen of Besata, Tevan, Il o
WP 15 G T LA Claaireare favigate e
halls of B achool Thay ware iInwied ia thow

W Dt i o T WA e

A oup of poung wormen om Vokdos, =
Fastern Drope, bt ¢ crved souromg o e
P 1o anony Of D (oY W Coia afe
Srolung water 300rces In & Country with & high
rete of water Borse Mepetin A Bes spe by
T POA L 13 VuhS # SPGATGuL AN eerce
I e courtey's putic haath

A growg of g achoct gris n Lagos, Negees
crewed 0D % heip e pobos catch
et s Dy e e (A0 an e esarpies
of poung EEeorenes Ity e honored ot 8
oroioe hested o Brussen by Nageea s eyl
ey

A Dr e gt S0 CTevwd Wi Nas eeted
eversl mporiant spes. Inchuding oow 0 help
Clmminaty seiaf ol Ty bolvwing Paden) » Pu
W BNOther 10 SA0w DRSENES 10 WK Eudents
o bosen Pt bave ofwrwee ureskadie
SRS e & Dand Tl s 1 el wda e
e oot and corrpieaty of vehcie Seet
e

e MIT Agp imventor proup i colabonting with
Ve Hirg Kirng Ny COA Poe § s st
Ursssruty of Hong Xang end the Cry Urvwerury
of Mg Kang i & oropect ke o
CouTamt il Owt 1he e foud poary
CoolThirkUC srra 0 megrate computetsonsd
Wardimy wh) 0 M) Kor) e wary s honss

N

3))

g



VIT

|
P INVENTOR

90 call REICTTGRER ReguestTranatation
fanguageToTransiateTo | select list item list

textToTransiate | RIS - RCTNS




1
APP INVENTOR

Aptly Demo
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“Make an app with a
text box, a list of six
languages and a
button that says
‘translate.’ ...
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of six languages and a button that
says ‘translate.’ ...
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Prompt Engineering

“Make an app
called Pong, where
a ball bounce
around...”
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Make the game Pong.




Prompt Engineering

Few-Shot Examples

Codex learns from

‘‘‘Create a ball.’’’
Ball = Ball (Screenl)

‘‘Y'‘Create a paddle.’’’

Paddle = Rectangle (height = 2cm,

width = 4cm)

‘‘‘Tncrement the score.’’’

int score = 0
if userWins():
score+=1

‘' '‘Make the game Pong.’'’
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‘‘‘Create a ball.’’’
Ball = Ball (Screenl)

‘‘Y'‘Create a paddle.’’’

Paddle = Rectangle (height = 2cm,

Few-Shot Examples width = 4cm)

Codex learns from

‘Y ‘Increment the score.’’’
int score = 0
if userWins():

score+=1

Codex completes ‘' '‘Make the game Pong.’'’

App/Task Description C
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‘\‘‘Create a ball.’'’’
Ball = Ball (Screenl)

Codex ‘\\‘Create a paddle.’’’

Paddle = Rectangle (Screenl,
height 2cm, width = 4cm)

‘‘‘Increment the score.’’’
int score = 0
if userWins () :

score+=1
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Codex

‘\‘‘Create a ball.’'’’
Ball = Ball (Screenl)

‘‘‘Create a paddle.’’’

Paddle = Rectangle (Screenl,
height = 2cm, width = 4cm)

‘‘‘Increment the score.’’’
int score = 0
if userWins () :

score+=1

‘' '‘Make the game Pong.’'’

Ball = Ball (Screenl)
Paddle = Rectangle (height = 2cm,
width = 4cm)...
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Make a game that has a button in the middle of the screen.
When a user clicks the button, increment the score by 1

when (:TI1RS Click
LR gobal score © L BREENIRIPY oiobai score - MRS 1)
N Scorotanel - W et - RN 1 gobai score -
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Create a character that has attributes: intelligence, bravery, and strength. If
the reader clicks the ‘read’ button, increment intelligence by 10. If the reader
clicks the 'Test your limits' button, increase bravery by 20. If the reader clicks
the 'lift weights' button, increase strength by 15.

Lo L LaDei2 ~ Y Toxt < R

S

T Labold « B Text «~ N4

-
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Implication on Computational Thinking

Education
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Will Aptly be a crutch or a springboard?

CMIuComMMmugufanh;Qnﬂhﬂnum"

Anyads Wijayas, M.S¢
awijaya@uny.ac.id
The Faculty of Mathematics and Natwral Science
Yogyakarta State University

In modemn era, the development of technology, including calculator, should be of
concem to the practice of education. However, the use of cakulator for mathematics
learning is still in debase. Many people believe that calculator bas adverse reaction
for mathematics leaming, such as students’ lack of understanding about the basic
concept of mathematics. Despite this adverse reaction, many other people do believe
that cakculator can be used to help students comstructing their knowledge on
mathematics, For this reason, this anticle provides example of the use of calculator
for developing the concept of quantitative literacy.

Keywords: calculatos, quantitative literacy
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Further Research B APP INVENTOR

® (Can we help kids handle the syntactic challenge describing their desired app?

o “Make an app with a textbox, a list of six languages and a button that says “translate”.
When~

o Challenge for kids, can we make it easier?

® |Would an Al augmented app inventor platform help students create mobile
applications?
o Can kids and Al cooperate?
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Follow our work

Main Page: https://appinventor.mit.edu/

Research page: https://appinventor.mit.edu/explore/research

Blog Post: https://appinventor.mit.edu/blogs/hal/2022/03/21/Aptly

Twitter: https://twitter.com/MITApplnventor

Linkedin: https://www.linkedin.com/company/mit-app-inventor/
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Questions



