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Tutorial #1
YHello World!”

Our first tutorial in QML programming as usual we will start with “Hello World!”
project

Hello World

After the installing Qt, we will create a new project. As shown below first we will
choose Qt Quick Project and then Qt Quick Application

Choose a template:
Projects \ < Qt Quick Application ‘
Qt Quick Project <1 Qt Quick Ul
Qt Widget Project ‘ Custom QML Extension Plugin
Other Project

Project from Version Control

Files and Classes

C++
Qt
ML Creates a Qt Quick application project that can contain both
Q QML and C++ code and indudes a QDedarativeView.
GLSL

You can build the application and deploy it on desktop and
General mobile target platforms. For example, you can create signed
Symbian Installation System (SIS) packages for this type of
projects. Moreover, you can select to use a set of premade
UI components in your Qt Quick application. To utilize the
components, Qt 4.7.3 or newer is required.

| choose... | | cancel |

Then choose a desktop, as you remember this is for our output



» ’- A R e sty
@ [3, New Qt Quick Application
A e . G ——— . we - L
Target Setup
Location
Application Type Qt Creator can set up the following targets for project helloworld:
E» Qt Versions ) A
Mobile Options "] @ symbian Device Details v
Warning: The Symbian tool chain does not handle spaces in the project path '/Subjects/4 course /helloworld'.
M Desktop Details v
[ ot Simulator Details v
[@ Harmattan Details v
[ mext ][ cancel |

and finish it...

Project Management

Location

Application Type Add to project: | <None>

Qt Versions

E» Summary Add to version control: [<None>

Files to be added in
D:\Subjects\4 ccurse\helloworld:

helloworld.pre

main.cpp

helloworld.svg

helloworldé4.png

helloworld80.png

helloworld.desktop

helloworld harmattan.desktop
gml\helloworld\main.gml
gmlapplicationviewer\gmlapplicationviewer.pri
gmlapplicationviewer\gmlapplicationviewer.cpp
gmlapplicationviewer\gmlapplicationviewer.h

1

| Finish

J [ concel ]

In our project open file main.gml. This file is our main QML file where will placed

our main window.



v % @ H X € % man.gm

4 i helloworld
hellowoerld.pro
qmlapplicationviewer.pri
@ helloworld.svg
[+ main.cpp
IEB main.qml
e+ gmlapplicationviewer.cpp
b gmlapplicationviewer.h

b tutor3

b @ tutorial2

Ok, let’s run it and see the result.
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irrport QtQuick 1.0

4 Rectangle {
width: 200
height: 100
4 Text {
text: gsTr("Hello World")
anchors.centerIn: parent

}
4 MouseArea {
anchors.fill: parent
4 onClicked: {
Qt.quit ()
}
}

Hello World



Tutorial #2
“Rectangles”

In this tutorial we will create 2 rectangles:

B tutor3 = | B 8

Ok, let’s start. First of all create new Qt Quick application



(0 New (et

Choose a template:

Projects : ‘ <] Qt Quick Application ’
Qt Quick Project <71 Qt Quick UI

Qt Widget Project ‘ Custom QML Extension Plugin

Other Project

Project from Version Control

Files and Classes

C++
Qt
ML Creates a Qt Quick application project that can contain both
Q QML and C++ code and indudes a QDedarativeView.
GLSL

You can build the application and deploy it on desktop and
General mobile target platforms. For example, you can create signed
Symbian Installation System (SIS) packages for this type of
projects. Moreover, you can select to use a set of premade
UI components in your Qt Quick application. To utilize the
components, Qt 4.7.3 or newer is required.

Then choose there a desktop

N e
@ [ New qt QuicI:Appliqation.
b= A e . G W e e b
Target Setup
Location
Application Type Qt Creator can set up the following targets for project helloworld:
E» Qt Versions
[] @ Symbian Device Details v

Mobile Options

Warning: The Symbian tool chain does not handle spaces in the project path '/Subjects/4 course /helloworld'.

M Desktop Details v
[ ot Simulator Details v
@ Harmattan Details v

[ Next ][ concel |

And then Next — Next - Next and Finish it.

Now we will create our first rectangle:



o

[ tutor3

m{ tutor3.pro
[ gmlapplicationviewer

* e MloxogHmen
4 v QML
4 . gmlftutor3

Eﬂrﬂmnqnﬂ

import QtQuick 1.0

4 FEectangle {
id: rootRect

width: 360
height: 360
7 color: "yellow"

The id of our rectangle is rootRect, by default it’s width and height is 360 and

we’ve colored it to the yellow.

Now we will create second small rectangle to inside the yellow one:

. Mox

4 QM

gmi/tutor3
= main.gml

The

OAMMKM
L

re

anchors.centerIn: rootRect

border.color: "black"™
border.width: 5
radius=:

Ok, let’s run it and see the result:



-
B tutor3 =

Extra exercises:
1. Type some text inside little rectangle

2. Change the gradient color

10




Tutorial #3
“Text”

In this tutorial we will paste the text to our second tutorial:

B Tutorial_3 = =l 8

-4~

Ok, let’s start with copying all code from second tutorial. Then just add the given
code inside our Blue rectangle:

Text{

id:text
text:"Tutorial 3"
font.pixelSize: 12
anchors.centerIn: blue

That’s all, you can run it!!!

11



Tutorial #4
“State and Transition”

In this tutorial we will learn “Transitions in QML”. Transitions it means do some
animations, some changes with our created objects (texts, shapes and so on).
Let’s create a new project. Our project will be simple; we will create a rectangle
(circle) then do with it some animation:

i Tutd = | B &

There is a code of creating our rectangle:

12



inport QtQuick 1.0

rer 4 Bectangle {

| id:rectangle
width: 360
height: 360
color: "blue"®
radiu=s: 180

4 Text {
| text: gsTr("Tutorial £4™)
1er 11 anchors.centerIn: parent
4 Mou=elirea {
| id:mouselhrea
anchor=s.fill: parent

Then we will add there some animations: this animation will change our
rectangle’s position:
4 states:State {

name: "changed"; when: mouseArea.pressed

PropertyChanges {target: rectangle; x: 180; y: 180}

4 transitions: Transition {
NumberAnimation { properties:"x, y"; easing.type: Easing.InCutQuad }

On following code we create a new position of our rectangle after pressing in it:
there our x and y positions will change from 360 to 180(half of rectangle will
hide):

4 states:5tate {
name: "changed"; when: mousehrea.pressed
PropertyChanges {target: rectangle; x: 180; v: 180}

Then in transitions we specifies change of the rectangle between the default and
the "changed" state, any changes to the x and y properties should be animated,
using an Easing.InOutQuad.

13



d transitions: Tranzition {
NumberAnimation { properties:"x, y"; easing.type: Easing.InlutQuad

Ok guys, that is all. You can run it and see the result.

Task

Redo this task’s transition where in output rectangle will move to the right sight
for 1 second.

14



Tutorial #5

“States Part #1”

In this tutorial we will do the project related with States only for a good
understanding. Tutorial will be related with 2 colors (red, yellow) where we can
change them by clicking.

IS

B

s s T
%] Tutorialb = B X | 5 Tutoriale o8B & |

First of all let’s create our red rectangle:

! [ Tutorial6 1 import QtQuick 1.0
[ﬁ Tuterial6.pro 2
in gmlapplicationviewer 5 4 Rectangle {
. Wicxoarmkn 3 id: rect
4 i QML 5‘ width: 20?: height: 200
4 | gqml/Tutorial6 i e

Now we must create our “RED” and “YELLOW” States where in first State we say
to change the color to red when it will be “RED” State, and as the same in the
second one also to change the color of our rectangle to yellow when it will be
“YELLOW” State:

[ gmlapplicationviewer

L. Vcxommon I | states: [

” 9 4 State {

& QML 10 name: "RED"

4 gml/Tutorialf 11 PropertyChanges { target: rect) color: "red"}
[ main.gml 12 FropertyChanges { target: rectl; state: "RED"}

[ Opyrue daine 13 b

14 4 State {

15 name: "YELLCOW™

16 PropertyChanges { target: rect; color: "yellow"}
7 PropertyChanges { target: rectl; state: "YELLCOW"}

15



Ok, then we should create our MouseArea for changing our colors:

4 MouselArea {
anchors.fill: parent
4 onClicked: {
if (recti.state == "RED")
recti.state = "YELLOW"
recti.state = "RED"
}
}

That’s all. You can run it and view the result.

16



Tutorial #6

“States Part #2”

Our 6 th tutorial is same as the previous one. But there will be three colors (red,
yellow, green).

Ok, let’s start it with creating main rectangle:

. _ e A —a =

terial?.pro

nlapplicationviewer 4 Rectangle {

THOAHMERN id: rect

WL width: 200; height: 200
. ztate: "RED"

gml/tutorial?

';l - Ll

Then we should create our states:

tutcrials
iain.gml P ztates: |
4 State {
pro
icationviewer I { target: rect; color: "red"}
KW BropertyChanges { target: flag; state: "RED"}
r
tutorial® 4 State {
sain.qml name: "YELLCW™
PropertyChar { target: rect; color: "yellow"}
PropertyChanges { target: flag; =tate: "YELLCOHW"}
S
4 State {
name
Propert ng { target: rect; color: "green"}
PropertyChanges { target: flag; state: "GREEN"}

And finally let’s create our MouseArea for changing our red rectangle’s color:

17



29 4 Mousebrea {
30 anchors.fill: parent
31 4 onClicked: {
* H ¥ 32 if (rect.state == "RED")
5 rect.state = "YELLOW"
4 else if(rect.state = "YELLOW")
5 rect.state = "GREEN"
7 elze
38 rect.state = "RED"

To see our result just run it and it will be like that:

P

e - 7 T N7 T I
il Tuone: = B % (| D i =B X [ wtoriar (= [E] X |

18



Tutorial #7

“Traffic Light”

In this tutorial we will create a “Traffic light”. Ok, let’s start with creating a new
project. Then create a Main Rectangle and then inside it second Red one and the
State’s name of this rectangle will be “RED”:

4 Rectangle{

fiewer id: mainRect
width:600
height: 600

4 Rectangle {

id: rect

width: 150; height: 150
fiewer radius: 150

x:200

v:100
3 14 state: "RED"

Then we should create our States:

: 4 s (- H
viewer ) take !
4 State {
name: "YELLOW"
when: mouselArea.pressed
7 PropertyChanges { target: rect; color: "yellow"; x:200; y:250}
al
4 State {
; - . MEREENT
viewer name: "GREE} )
when: rect.state == "YELLOW"
PropertyChanges { target: rect; color: "green"; x:200; y:350}
18 }
ir
nl
4 State {
name:
7hen B
PropertyChang 2 ; color: "red"; x:200; y:100}
]

There in first State we have created when the color of our Red rectangle will be
Yellow and the coordinates will change down. There we said that when we press
our Red rectangle this rectangle’s color will change to Yellow and the coordinate
will change like in code:

19



4 states: [

4 State {
name: "YELLOW"
when: mouselArea.pressed
PropertyChanges { target: rect; color: "yellow"; x:200; y:250}

After finishing with States we should create Transitions:

4 transitions: [
Transition {
from: "RED"™; to: "YELLOW™
4 Propertyinimation { target: rect
ColorAnimation { from: "red"™;: to: "vyellow"; uration:10}
¥y
4 Transition {
from: "YELLOW"; to: "GREEN"
4 Propertyinimation { target: rect
| }
ColorAnimation { from: "yellow"™; to: "green"; duration: 200 }
B3 g
F] Transition {
from: "GREENH"; to: "RED™
4 PropertyBnimation { target: rect
}
Colorfinimation { from: "green"; to: "red"; duration: 10000 }
67 }
1

On the first transition when our State will change from “RED” to “YELLOW” our
color will also change as the same and time duration for it will be 10m seconds:

'l Transition {
from: "RED"; to: "YELLOW™
4 PropertyvAnimation { target: rect
ColorAnimation { from: "red"; to: "yellow":; duration:10}

After finishing of creating the transitions you may run your project and see the
result. After clicking the red one there will appear the yellow circle and then
green one:

20
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Tutorial #8

e

‘Images”

In this tutorial we will learn about images: how to display them. Ok, let’s start
with creating a new project with name “Images”. Then create an Item with width
and height:

Paiin  [Mpaeka CGopka Otnagka Ananwz  WHoopymenter Owkno  Cnpaeka

4 s

MpoekThl e © mair. gl | # source

t 4 ¢ Images - 1 import QtQuick 1.0

Q" @. Images.pro 2
Harano » [ gmlapplicationviewer il 4 Item {

* e Moxogruem 1 id:iroot

4 o QML = width: 360
Yepa " & height: 360

= 4 . gml/Images - =g

. @ main.gml |

- A c

source

0t 4 i Images = 1 import QtQuick 1.0
F @. Images.pro _

ano > [ qmlapplicationviewer |4 Item {
= » e Moxogrmen : id:root
= 4 [ QML 5 width: 360

. a height: 360

LaKTOop 4 1 gmlImages - =

v @ main.qml

‘t,m 4[4 Npyrue daiine: ol a Image {

2 4 | gml{Images 10 id: gtlogo

Now we download an image of QtLogo from the internet and will save it into your
project’s gml Images folder, like on Qt create a .qrc file then add there an image:

22



[ Coxpanuts kak -

[ y*| 0y = 4 course » Images » gml » Images
S < ' 2

YnopagounTte - Hoean nanka

*# Dropbox G+
Het snemenTos

4 BuBnuoTtekn
E Buaeo
3 JokymenTel
=l MzobpaxeHna
J‘- My3sbika 3
1M KomneroTep
‘q_‘f, NokaneHbIA guck
w MultiMedia (D)
== Data (E:)

Wrana daiina: gtlogo

. YAOBNETEOPAMILLMX YCAOBHMAM NOMCKE,

Twun daina: [JPEG Image

= CkpbITe Nankm

’ CoxpaHnTe ] [ Otrmena ]

Then for displaying an image we will write:

Eﬂrﬂmmqml
> [H dpyrve daine s
[ tutcrial?
@. tuteoriall.pro
s grlapplicationviewer
* g Mlexogamen

AR

Image {

id: gtlogo

source: "gtlogo.jpg”
zourceSize.width: root.width/2
zourceSize.height: root.height/2

For displaying an image on the center we should write:

anchors{
horizontalCente
H

r.:

root.horizontalCenter

Ok © We have finished, let’s run it and see the result:

23



'E Images =@ =

Task:

Write a text also on the top of window under the picture.

24



Tutorial #9
“Image form Internet page”

In this tutorial we will load an image from the internet. Create a new project and
you can copy a main file from preview tutorial. Then change and add there some
things:

4 [ Images
m Images.pro
> [ gmiapplicationviewer 4 Item {

}_r.’.p::: QtQuick 1.0

> b Mexogrmen id:rootrect
4w QML width: 760
n height: 350
4 qml/Images
@ main.gml
» [l Apyrve daiinbi 4 Image {
4 [ tutoriald id: birds
m} tutoriald.pro source: "https://encrypted-tbnl.gstatic.com/images?q=tbn:ANdIGCRL1NiTdMIbIughqailHTthZYdKS1NDAGKVIIN2XLYEC qujGDI
> [ qmlapplicationviewer
> e Wexogrmcn 4 onProgresaChanged: {
4 QML if (progress < 1)
‘_ qmlftutorialt testing.text = "Loading”
I/
main.gml
4 onStatusChanged: {
if (status === Image.Ready)
testing.text = "Yor Image 13 successfully loaded from" + source

spurceSize.width: rootrect.width/2
sourceSize.height: rootrect.height/2
DTD‘IIHTHE AOKYMEHTBI 4 anchors{

norizontalCenter: rootrect.horizontalCenter

4 Text {
id: testing
text: "QtLogo”
visible: true

4 anchors{
top: birds.bottom
topMargin: 10

As you see we change there the name of our Image an on the source you should
write the URL name of your image:

source: "ntips://encrypted-tbnl.gstatic,con/inages?q=thn:ANdSGcRLINITd! fb9uqhqailATChZYdKSINDAGRV: In2XLYEE uujGDY"
Also we add there onProgress() and onStatus() methods. Firstly let’s describe
onProgress() method. There we write a code of: before an image will load from
the internet, on window will be a word “Loading“:

onProgresaChanged: {
if (progress < 1)
teating.text = "Loading®

25



Then in onStatus() method after appearing of image on the window there will
appear some text:

S | onStatusChanged: {
9 if{status == Image.Ready)
0] testing.text = "Yor Image is successfully loaded from™ + source
1 }
We have finished © You can run and see the result:
i Image? =B8] % |
Loading
1 Images =8 ® |

Yor Image is successfully loaded fromhttps://encrypted-tbn1.gstatic.com/images?q=tbn: ANdSGcRLIhTdMfbSugAqailH 7thZYdK5 INDASKVilm 2XLYEc_uujGDS

26



Tutorial #10
“Button Part#1”

We will create the Qml button in this tutorial. And this will be our output, when

we enter the button it will increase:

8| TutoriallO

In our main.gml file we will create a rectangle:

4 [ TutoriallQ import QtQuick 1.0
[T Tutoriall0.pre
[ gmlapplicationviewer

o MloogHmiem REectangle {

4 | QML id: rectl
_ width: 360
4 gml/ Tutarialll fe"u::"t,' 260
] Button.qml ; color: "black"
= main.gml

27



Then in our project by clicking right button of mouse we should create a new Qml
file named as Button.gml:

T Hosuii daiin <. A——— ez |

BribepuTe wabnox:

Dafine! 1 Knaccel Mrain QML
C++ ®ain IS
Qt
QML
GLSL

OcHoBHOE

CozaaHue dalfing QML.

[ Hoswii taitn QML

Bhlﬁ-l}p pasMeLlleHHA
$ PasmeweHe

Wrar Mma:  Button

MyTo:  D:\Subjects\d course {Tutorial 10Ygml\Tutorial 10 Obzop...

l Ldanee I[ OTtmMeHa

28



@ [T Hoewid Daiin QML

PazmeweHue

Eb Wror

Ynpaenexve npoekTom

NoB3BUTE B NPOEKT: Tutorial 10.pro -

DEinel HEABHD A00aBENEHHEIE B
NPoEKTHI:
Tutorial 10.pro

NobaBuTs NoA KOHTPONE Bepouid; | <HET > - ] [ YnpasneHue

NoBasnaemele daline

D:%8ubjectsy4 course\Tutorialldygml Tutorialll:

Button._gml

[3asepmMTb ] [ OTMeHa

Then we should create there 2 Rectangles and write there:

And then in main.gml file create a Button and give the values to variables:

4 [y TutoriallQ

k3
=

A

@ Tutorialll.pro
n gmlapplicationviewer
e MloxogHukm

A QML

4 1 gml/Tutoriall0
@ Butten.gml
main.gml

Button {
width:
height:

1 import QtQuick 1.0
2| 4 Rectangle{

4 id: button

color:"black"™

property string backColor
property string borderColor
propert nt borderWidth

g property int radius

15| « Rectangle{
14 id: rect2

1& width: parent.height

1 height: parent.width

18 color: button.backColor

185 anchors.centerIn: rectl

20 radius: button.radius

21 border.color: button.borderColor
22 border.width: button.borderWidth

rectl.width/10
120

anchors.centerIn: rectl
backColor:"red"
borderColor:"yvellow"™
borderWidth:5

radius:

25
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After this in MouseArea(Button.gml):

- Mouselhrea {
id: rectZMouselrea
anchors.fill: rect2
howverEnabled: true
- onEntered: {
rectZ.zscale = 1.7
rectZ.color = "yellow"™
rect2.border.color = "red"
A onExited: {
rectZ.=scale = 1
rect2.color = "red"”
rectZ.border.color = "yellow"™
- onClicked: |
consale . log ("Househrea clicked™)

By ending we should create a Text in our Button.gml file and write there:

Text{

id: text

font.pixel3ize: Math.round(rectl.height/18)
anchors.centerIn: rectZMouselrea

text: "My Button"

color: "white"®

wrapMode: Text.WordWrap

Ok we have finished our task © You can save and run it:

30
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Tutorial #11
“Button Part#2”

In out 11th tutorial we will work with buttons and images. When we will press the
“Cat” button there will appear the first image and then like this by pressing the
second button the second button:

Ok, let’s start our coding. Like in previous tutorial create Button.qml file. In main
file you should right:

4 o tutord import Qt{uick 1.0
m tutord.pro
> gmlapplicationviewer
> Woogrnka 4 Rectangle {
4w QML id: rectl
— width: 360
4 ql;’tutorﬂ height: 360
_ main.qml color: "yellow™
SimpleButton.gml
4 [ Tutoriall0 4 Button {
@. Tutoralld.pro | x: 143
> [ gmlapplicationviewer y: 1?5 )
S ?uc_it_n: r:;;l.budthflﬂ
PR height:
T ml/Tutoriall0 anchors.verticalCenterlffsec: 0
' 8 | anchors.horizontalCenterQffset: -6
- utton.gm anchors.centerIn: rectl
main.gml
4 [ Tutorialll }

[ Tiknrialt arn |

32



And in this rectl create Images:

] Image {
id: image
wisible: false

®: 171
HE: )
width: a7

height: &5
anchors.verticalCenterlff=set: -60
anchors.horizontalCenter0ffset: 25
anchors.centerIn: rectl

source: "E:\\1.jpg"

34| 4 Image +{

id: imagel

®: 171

v 179

width: a7

height: &4

anchors.centerln: mouselreal
source: "E:\\2.Jpg"
anchors.horizontalCenterOffset: 26
wisible: false
anchors.verticalCenterlffset: -9

In Button.qml file firstly create rectangle for our buttons:

| import Qtfuick 1.0
4 Ttemi{

4 Rectangle{
id: rect2
x: —-83
¥ -5
width: 200
height: 200
color: "yellow"

Then respectively Mouse Areas for them:

33



4 Mouselrea {
id: mouselAreal

®: 13
y: O
width: 51

height: &
onClicked: image.wvisible = true

4 Mousebread
id: mouselreal
x: 18
¥ 64
width: 45
height: 34
onClicked: imagel.wvisible = true

Then the Texts and there is not in code the second one you should write it by
yourself:

Text{

id: text

i 25

v: 10

width: 47

height: 27

font.pixelSize: Math.round(rectl.height/18)
anchors.centerln: mousefreal
text: "Cat"”
anchors.verticalCenterOffsec: -14
anchors.horizontalCenterffsec: 1
color: "black"

wrapMode: Text.WordWrap

And that is all. You can run it and see the result.

34



Tutorial #12

Using of Row and Column

Our this tutorial is very simple© We will place rectangles in one row and column.

For it First of all as always we will create a main Rectangle:

4 m Tutoriall2 import QtQuick 1.0
ﬁﬁ'ﬂﬂnﬂmllpm 4 Rectangle{
» i gmlapplicationviewer width:175
e MlotogHmnkn height: 175
4 i QML color:"black"

Then Create 3 rectangles to one row By this way:

4 i Tutoriall2 import QtQuick 1.0
ﬁﬁ'ﬂﬂnﬂﬂl&pm 4 Bectangled{
» e gmlapplicationviewer width:175
©en Moogrmim height: 175
4 9 QML color:"black"
4 4 I/ Tutori
grl/ gnnaﬂE -1, Rowl
Earﬂmnqnﬂ
© [H Opyrwe daiine: 4 Rectangle {
width: 50

height: 50
color: "red"”
radius=s:100

4 Fectangle {
width: 50
height: 50
color:"yellow"
radius:100

4 Fectangle {
width: 50
height: 50
color:"green”
radius:100

35



That is all© This is very simple. Now just run it:

DML B ERLLFURLL S SR Pk

A Tutoral..| =

Task:

ol L‘-G...E_':'L
width:175
height: 175
color:"black

width: 50

height: 50
color:"red"
radius:100

By this way place these rectangles to one column.
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Tutorial #13

“Key Navigation”

In this tutorial we will work with keys: when we will press up and down keys,
there will changes the colors.

Fo_— 7 N
D Tutoralz (=218 R [f5iquenas (2 B B |[\@)Tuorialnz (= B X

\ LN AN

Ok guys, let’s start with creating a new project, then create there our main
“Black” Rectangle:

1 import Qtuick 1.0
4 Bectangled{
width:200
height: 175

color:"black"”

After this create a Column and inside this column you should create another
rectangle with Key Navigations:

d Column{

4 Rectangle {

id: redRect

width: 50

height: 50

color: activeFocus ? "red" : "grey"

radius:100

®x:75

v:100
yHavigation.down: yellowRect
yHavigation.up: greenRect
focus: true

[

=]
=]

[=5]
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Then you must create another two rectangles an also give to them Key
Navigations.

After finishing run it and see the result!

Task

Paste an image and try to move it to: right, left, up and down.
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Tutorial #14
Model — View — Delegate

In this tutorial we will work with Model, View, Delegate elements. And by the
ending our program will be like that:

T )

In this tutorial we need in version of Qt 5.0 creator. Let’s start to write the code.
First we will create a new project then write there:

4 . Tutorial_14 1 import QtQuick 2.0
@ Tuterial_14.qmlproject 2 import QtQuick.Window 2.0
=] Delegate.qml :
@@ Model.gml 4 Bectangle {

width: Screen.width/2

Tutorial _14.gml
height: Screen.height/2

e S Y

Ok, then we need in Model, so we must create a file Model.gml and write there:
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import QtQuick 2.0

4 ListModel{

4 ListElement{
name: "Crocodile”™
c: rll::-...,:,:,— n
g:"http://openclipart.org/people,/Przylga/GreatSmileCrocodile. svg"

Like crocodile create there Bear and Mouse List Elements. After creating we need
to write the View of this Lists in main file:

! om Tutorial_14 import Qtfumick 2.0
Eﬁ'ﬂﬂnﬁﬂjdqmeQEd import Qtfuick.Window 2.0
% Delegate.qml ]
& Model.gml 4 Rectangle {
Tutorial_14.qml width: Screen.width/2

height: Screen.height/2

4 ListView{
width: Screen.width/2
height: Screen.height/2

model :mod

delegate:Delegate{}

4 Model {
id: mod

Then we should create our delegate file and create there an item:

import Quick 2.0
I import QrQuick.Window 2.0

4 Ttem{

width: Screen.width/2
height: Screen.height/5

After, we should create the rectangles to each animal where they will locate:

Eectangle{
id: mainRec
width: Screen.width/2
height: Screen.height/5
color:c
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And inside of this rectangle an image where our Delegate file will take the source
from our Model file:

Image{
source: s

width: height
height: Screen.height/5

And also the text:

4 Text {
text: name
font.pixelSize: 21
anchors.centerIn: mainRec

So, that is all, you can save it and see the result ©

Task

Write the places where these animals lives on the right side.
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Tutorial #15
“Video”

It’s our last tutorial on Qml ©. You must have on this tutorial Qt 5 version
because only there we have multimedia. Ok let’s start. It will be so easy for
writing the code, but there will be some problem when you will run it.

Create a new project. Then on our main.gml file firstly create a rectangle:

import QtQuick 2.0

import QtMultimedia 5.0

4 Bectangle{

width: 800
height: &00
color: "white"™

After that in our rectangle we should create a Media Player:

4 MediaPlaver {
id: plaver
source: "D:f/tutorialdl.mp4”
autoPlay: true

1

Then finally create a Video output:

14
4 VideoOlutput {
id: wideoCutput
source: plaver
anchors.fill: parent

That’s all. Thank you. You can run it and see the result ©©©
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