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Use Mobile Camera

- Package:
* Image_picker
 url:
* ImageSource can be either one:

« Gallery
« Camera

- If in the emulator camera is not working we are running in folder “emulator (in
Android SDK path) the command line:

» emulator -camera-front webcamO -avd To_ovoua_Ttou emulator

//E1val acuyxpovn ocuvaptnon mou emotpsEdel eva future yiauvto dniun
Future<voids» mEﬂEEEiEEHEE(} async m
tinal picker = ImagePicker();
final imageFile = await picker.pickImage( //ImageSource.camera (
source: ImageSource.camera, maxWidth: 608, maxHeight: 600);



https://pub.dev/packages/image_picker/install

Use Mobile Camera

* In packages that are using native parts of the moblle such as
microphone, camera etc. we read the "Read me” section to find the
permissions needed

« Camera permission for example :
* Android:
» No configuration required - the plugin should work out of the box.
+ iI0S:
- Add the following keys to your nfo.plist file, located in <project root=/ios/Runner/info.plist:

« NSPhotolibraryUsageDescription - describe why your app needs permission for the photo library.
This is called Privacy - Photo Library Usage Description in the visual editor.

« NSCameralUsageDescription - describe why your app needs access to the camera. This is called
Privacy - Camera Usage Description in the visual editor.

« NSMicrophonelUsageDescription - describe why your app needs access to the microphone, if you E==
intend to record videos. This is called Privacy - Microphone Usage Description in the visual editor. ==




Use Mobile Camera - i0S

iy
» In info.plist we add information such as: 3 i
- App version ) oo repo
- permissions needed e
» The text to be shown when the user is informed about the s
permissions needed ) pesetsxcassets
> Base.lproj

3 AppDelegate.swift
C GeneratedPluginRe...
C_GeneratedPluainRe...

<key>LSRequiresIPhone05</key>
<true/>
<key>NSPhotolLibraryUsageDescription</key>

[ <string>We need access to your Photo Libraryl</string> |<«——— Displayed text to the user
<key>NSCameralsageDescription</key>

| <string>We need access to your camera</string> |[+—— Displayed text to the user
<key>UILaunchStoryboardName</key:>

& Info.plist

C Runner-Bridging-He...

> Runnerxcodepraj

2 Runnerxcworkspace

.gitignore i
<string>LaunchScreen</string> ~ lib =
<key>UIMainStoryboardFile</key:> ™ main.dart g

<string>Main</string>




Save Image to Mobile

- Packages:
« path_provider : provides mobile paths

 path : creates paths

class _MyAppState extends State<MyApp> {
late File _storedImage ;
var image;

bool imagefile = false;

//Eelval acuyypovn ocuvaptnorn nou emiotpedel eva future ylauto SnAwvoups OTL1 E1vVal KOl async
Future<void> _takePicture() async {
final picker = ImagePicker();
final imageFile = await picker.pickImage( //ImageSource.camera OnAwvel oti Oeloupe va mapoupe ¢wtoypadra wio TNV Kapepa
source: ImageSource.camera, maxWidth: 600, maxHeight: 600);
final appDir = await syspath.getApplicationDocumentsDirectory(); //o dakeAlog mou amofnksvovtal ol £1kKovec (o)1 mpoowpiva)
if (imageFile != null){
print("inside™);
final fileName = path_basename(imageFile.path); //to path mou amoBnkevetal n si1kova mpoowplva
File file = File(imageFile.path});
final savedImage = await file.copy('${appDir.path}/$fileName'); //eto1 nepvaps cav string ti¢ Tipeg twv petapAntwv ( pe to $)
Egiat(savedlmage.path); //tumwvw To path mou amoBnkeuTnke oTnV CUOKEUR
_storedImage = File(imageFile.path);
imagefile = true;

setState(() { —

s
) a



https://pub.dev/packages/path_provider
https://pub.dev/packages/path

Save Image to Mobile \

return Scaffold(
appBar: AppBar(
title: Text("Image"),

" ), ;":!'?'E'a- B15 @& L |
 FlatButton.icon R e N
Container(

* Creates a button with an icon e e,

decoration: BoxDecoration(
border: Border.all(width: 1, color: Colors.grey),

» Expanded: it

? Image.file|(

 Using an expanded widget it soaecover,

on the child of a Row or iy

o Text(

Column causes it to expand e e conter,
to fl” the avallable Space al..ignmt)er?t:;AlTiE;nkment.center“,
along the main axis (eg e,

), // Container
horizontally for Row or 77 Sedte

child: TextButton.icon(

L]
icon: Icon{Icons.camera},
vertically for Column). ieon: Lon(leonsssamera). /!
onPressed: _takePicture,
Y, [// TextButton.icon
)}, // Expanded
1, // <Widget>[]
}, // Row

); [/ Scaffold




Useful Links

* lcons list:
 Charts package:

* Available charts:



https://api.flutter.dev/flutter/material/Icons-class.html
https://pub.dev/packages/charts_flutter#-readme-tab-
https://google.github.io/charts/flutter/gallery.html

Ul Design

- How do we know that a Ul Design is good?
« Learnability: How easily can users complete their tasks?
« Efficiency: The interface allows the user to complete tasks promptly/on time?

« Memorability: After leaving the website, how likely are users to remember
how to use it when they return?

* Errors: What steps does the interface take to minimize user errors, and how
does it support users in correcting errors?

« Satistaction: Do users enjoy interacting with the website?




Successful Examples: Medium \

* Online reading and publishing platform -
* Minimal use of color
Generous line spacing
Well chosen combination of typography
The articles are in a single column format which makes it easy to read
Estimated reading time
Direct commenting on specific parts of the articles

@ Flutter  ANNOUNCEMENTS ~ PERFORMANCE  MATERIALDESIGN  WEB DEVELOPMENT | FLuTTER DEV

Writing a good code sample

lorgan @@
N4 4,2021- 2 min read

Authoring a good code sample is hard. Let me clarify that, putting together

a sample that demonstrates the usage of an API, or shows off a Ul idiom,
can be quick and easy. The difficulty comes from the additional pieces you
need to add to your repository to keep the code sample fresh and appealing
to your developers.



https://medium.com/

Successful Examples: Airbnb \

* |t accomplishes two things
* Book a place (o) Stay £ Q mycosmsme

* Building trust between two Woat canwe el you T, Edword?
complete strangers. |

» Simple process of finding
accommodation

» Clean design

 Helpful hint text

* "What can we help you find,
Edward?"




Successful Examples: Boosted Boar\\

- Users are immediately welcomed with
a dynamic product video.

* The interface is free of color

* Only the most relevant information is
provided: image, maximum speed,
range, price, shipping time and, of
course, "Buy Now".
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Successful Examples : Frank and \

Frank And Oak Men Women Magazine

* |t uses the user interface to grab
users' attention

* The company uses bold photography &5, zo
and clean, sans-serif typography L

» After clicking on an item, the product .. wsorsemse wecomson
page focuses on two things: the
product photo and the buy button, as
they are essentially the only colored
elements on the page.




Best Practices for Designing an Inte

» Keep the interface simple. The best interfaces are almost invisible to
the user. They avoid unnecessary elements and are clear in the
language they use in labels and messages.

» Use color and texture strategically. You can direct attention or
redirect attention away from objects by using color, light, contrast
and texture to your advantage.

» Use typography to create hierarchy and clarity. Consider carefully
how you use the font. Different sizes, fonts and layout of text to help
Increase legibility and readability.




Best Practices for Designing an Inte

* Be intentional about your page layout. Consider the spatial
relationships between elements on the page and structure the page
based on their importance. Careful placement of items can help
draw attention to the most important information and can aid
readability.

* Make sure the system communicates what is happening. Always
keep your users informed of actions, status changes, or errors.
Using various user interface elements to communicate the status
and, if necessary, next steps can reduce user frustration.




Best Practices for Medical and Health

» Consider the importance of color
combinations

difficult to imagine a healthcare organization
where neon yellow is the leading color. This ORANGE  VELLOW

is due to the influence of color on the mood loviness,  Compasdon Heaing
and wellbeing of patients.

» Flashy and vibrant colors can lead to feelings . . . .

of aggression. A medical application should

* The medical color palette is quite limited. It's .

VIOLET WARM CooL

convey a friendly attitude and be therapeutic TN e e

Offers stability Healing

and calm. Therefore, it's best to use cold or
pastel shades.




Colors

Blue

 Blue is a natural color, and you can

often find it in the sky and in
water. Perhaps that’'s why blue is
associated with calm and serenity.

A

Green
» Green symbolizes the world of nature.

It's believed that green removes stress
and improves wellbeing.
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White

- White is often used to convey a * Red Is risky because this color may evoke
sense of purity and peace. It evokes an aggressive mood. But in some cases,
positive emotions and calms users. red can serve as a great tool.
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Dr. John Hopkins
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Be attentive to buttons

* The size and placement of buttons is an
important part of a medical app’s Ul
design since it helps users navigate and
perform their desired actions. All buttons
should be large enough and located at
such a distance that users can interact
with them without accidental taps. But
avoid making buttons huge, as this will
violate the integrity of the layout.




Use responsive icons

* |cons should be intuitive so that
users can understand what stands
behind them. Although icons are a
great graphical element, you
shouldn’t use them on each
screen, however. Don’t mislead
users, and accompany each icon
with text.

Good Day,
Raymond Choy €

Good Day,
Raymond Choy ©




Images and photos \

* lllustrations and photos Endyo toreelst
can also create a pleasant Cee
Impression when using a
medical application. Use
high-resolution images to
be visually pleasing. Flat
llustrations and photos of
people can also create a
positive vibe.




User Interface Design

Whitespace Limiting Choices
One of the strongest aspects of
Giving your design space to breathe minimalism in interfaces is improved
is essential for easier navigation. user focus.




User Interface Design

Simple Fonts

Using simple and minimal fonts will make
your text — and your overall design —
more readable.

Oxygen Mono i Product Sans
ALGERIAN | SF Pro Display

@

Small Details Matter

Designers often believe they only need to
learn how to use colors and place elements,
but it goes much deeper than that.

Operating system Operating System
Description .
Pasis Classwork

5 Classwork

&




User Interface Design

Heavy Shadows
This is a common mistake in Ul design,
but it often looks better if you use lighter
blacks to reduce eye strain and excessive
contrast.

Limited Color Palette
This strengthens the selected colors and
prevents distracting users with excessive
variety.




Publish app to Android kait iOS store

* Android:
* @akelog android > app = src> PR

> .idea

main -2 AndroidManifest.xml

~ app

~ SIc

 Android:label : apps title

# AndroidManifestax..

“~ main

» Be sure that you have declared e

> res

correctly the permissions * e

> profile
# build.gradle

* There is also an =
AndroidManifest.xml in debug
folder but this is a different file

(=T« T N I I, B W

B RE R R R R R R
[ R - N S PV ey Y

<manifest xmlns:android="http://schemas.android.com/apk/res/android”

package="com.example.publish_example">
<!-- gupmhnpuwoa £5w to permission va £xe1 mpooPfaon n edappoyn OTO LYIEPVET-->

<uses-permission

<application

android:name="android.permission.INTERNET"/>

android:label="Publish Example”
android:icon="@mipmap/ic_launcher">

<activity
android

android

android

to

android:

:windowSoftInputMode="adjustResize">

<!-- Specifies an Android theme to apply to this Activity as soon as
the Android process has started. This theme is visible to the user
while the Flutter UI initializes. After that, this theme continues

:name="_MainActivity"
android:

launchMode="singleTop™

:theme="@style/LaunchTheme™
android:

configChanges="orientation|keyboardHidden|keyboard|screenSize|s
hardwareAccelerated="true"

determine the Window background behind the Flutter UI. -->




Android

‘ PaCkage Identlfler It ShOUId be <manifest xmlns:android="http://schemas.android.com/apk/res/android”
Unlque |n App Store package="com.example.publish_example">

<!-- gupnhnpwoa £dw To permission va £x£1 mpooPoaon n edappoyn oTo 1

g If you Change |t |n <uses-permission android:name="android.permission.INTERNET"/>
AndroidManifest.xml you should s

idea

change it in all other files such ..
as. e

- android->src>debug-> .

AndroidManifest.xml > e

~ kotlin\ com' example\...

» android>app->main->kotlin>co e .
m->example>publish_example—> ~ )
MainActivity.kt o | smeee

package com.example.publish_examplel
import io.flutter.embedding.android.FlutterActivity

class MainActivity: FlutterActivity() {
}

= N B b e

. 0 5 debu 41 main.java.srcDirs += 'src/main/kotlin’
 android->app->build.grandle 9 =
2 main }
43
’ p.roﬁle 44 defaultConfig {
M build.gradle 45 J/ TODO: Specify your own unique Applicatic
> gradle A6 applicationId "cc:m.example.puhlish_examplel"

.aitianare AT minSAdlVercinn 1A




* ios>Runner—->Info.plist : we
check if all the permissions the
app needs are correct

» Package identifier and app title
are inserted in XCode

* open folder:
los—>Runner.xcworkspace

¥ ldentity

tifier com.example flutter

Buwid

version S(FLUTTER_BUILD_NAME)

$(FLUTTER_BUILD_NUMBER)

Display Name
Unique ldentifier




Adding Icons

flutter _launcher icons
» We use this package to automatically generate all the images needed
« We add it in “dev_dependencies” in pubspec.yaml because we don't want it to be part of the final application

Image path: icons path

Adaptive icon : round icons used in apps
« Adaptive background : color
» Adaptive foreground : icon

Creates icons for each different mobile version the user is using for both Android and iOS
Run the command that the package has in the Readme file : flutter pub run flutter launcher icons:main

> android 37
> build 38 dev_dependencies: ExPLORER S i kounth d y
v dev_assets 39 flutter_test: = e e )
= places-adaptive.png 40 sdk: flutter ~ PUBLISH_EXAMPLE android > app > src » main > res > drawable-hdpi > & ic_launcher_foreground.png
% places.png 41 flutter_launcher_icons: ~@.11.0 > .dart_tool
S o8 42 # The "flutter_lints" package below contains a set of recommended lints to > .idea
) 43 # encourage good coding practices. The lint set provided by the package is ~ android
v lib 44 # activated in the “analysis_options.yaml™ file located at the root of your ~ app
™ main.dart 45 # package. See that file for information about deactivating specific lint 0 @3
> linux 46 # rules and activating additional ones. 5 dEg
> macos 47 flutter_lints: ~2.8.8 « main
> test 48 > java
S web 49 flutter_icons: vorli I
~
i 50 android: "launcher_icon™ ot|[1\corn.\exampe\...
> W|-n-dows 51 image path: "dev assets/places.png" K MainActivity.kt
.gitignore 52 adaptive icon background: "#191919" U
£ .metadata 53 adaptive_icon_foreground: "dev_assets/places-adaptive.png” > drawable Vou
£ .packages 54 min_sdk_android: 21 # android min sdk min:16, default 21 ~ drawable-hdpi as
!' analysis_options.yaml 55 & ic_launcher foregro...
# publishicons.iml 38 . i ) . . ¥ Gl =i
_ 57 # For information on the generic Dart part of this file, see the > drawable-v21
£ pubspec.lock

58 # following page: https://dart.dev/tools/pub/pubspec > drawable-xhdpi

I pubspecyaml




Adding Splash Screen - Android

v drawable

- Android->app->res->launch_background.xml: loading screen = cuowioe.
* 1) In all drawable hdpi etc. folders we add the icons and @ e s

splash screen icons such as splash _icon.png

v drawable-xhdpi

- 2) values—>colors.xml add the splash color

I splash_icon.png

v drawable-xxhdpi

» 3) drawable—>launch_background.xml and drawable-

v21->launch_background.xml add color title add in colors.xml .o

& ic_launcher_foregro...

for example @color/splash

android > app > src > main > res > drawable-v21 > & launch_background.xml

1 <?xml version="1.0" encoding="utf-8"?>
android ) app ) Src ) main > res ) VEI|UE'S > RN CO|OI’5.){ITI| 2 <l-- Modj:_-Fy this file tc.> customize your launch %plash screen --> .
3 <layer-list xmlns:android="http://schemas.android.com/apk/res/android™>
1 < :Jxml Ver.sion="1 @" encoding="ut-|:_8" ',J) 4 <!-—<item android:drawable="?android:colorBackground” />-->
5 <item>
6 <color android:color="@color/splash” /> o
2 {resources> =
7 </item> —_—
3 <color name="ic_launcher_background">#191919</color> 8 <1-- You t your own image assets here --> r
9 item> y—
4 <color name="splash">#191919</c010r>| 10 <bitmap L
11 andr'oid:gr‘avity:"center*" e
5 (K resources> 12 droid:src="@drawable/splash_icon" /> ——————
13 </item> e

14 </layer-list>
15




Adding SplashScreen - i0S

- . h . : f Succesded
B
¥ 5 Runner B Aopicor
W I Ter B Lsunchimage
¥ i App Tramewrk
AppFrameworkinto phist
» = Flutier framawork
Debug.xcconfig
Release nocontig
Generated. scconfig e
¥ Ruringr
b AppDelegate h
m AppDelegate.m
Main storyboard
Assels ntassets
LaunchScrean storyboard
Info plat
Supporting Files
GeneratedPlugnRegistrant h
GeneratedPiugniegistrant. m
Products

Pods




