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Define your content goals
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Instructional
Fun and engaging

Ages 12 and up



Finding and Fixing Bugs

Goal: Find the bugs and fix them.

When you write code, it's easy to make mistakes. A
mistake that keeps your program from running correctly

is called a bug, and finding and fixing bugs is called

The code below contains one or more bugs. To debug it,
rearrange the commands into the right order to solve the
puzzle.

Run the code to see where the mistake occurs.

ldentify the command that's in the wrong place, then
tap it to select it.

Drag the command to the correct location, then run
the code again to test it.

moveForward()
turnLeft()
moveForward()
moveForward()
collectGem()
moveForward()

toggleSwitch()
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Goal: Find the bugs and fix them.

When you write code, it's easy to make mistakes. A
mistake that keeps your program from running correctly
is called a bug, and finding and fixing bugs is called
debugging.

The code below contains one or more bugs. To debug it,
rearrange the commands into the right order to solve the
puzzle.

Run the code to see where the mistake occurs.

Identify the command that's in the wrong place, then
tap it to select it.

Drag the command to the correct location, then run
the code again to test it.

moveForward()
turnLeft()
moveForward()
moveForward()
collectGem()
moveForward()

toggleSwitch()

Live View
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< Finding and Fixing Bugs =E

Goal: Find the bugs and fix them.

When you write code, it's easy to make mistakes. A
mistake that keeps your program from running correctly
is called a bug, and finding and fixing bugs is called
debugging.

The code below contains one or more bugs. To debug it,
rearrange the commands into the right order to solve the
puzzle.

1 Run the code to see where the mistake occurs.

2 ldentify the command that's in the wrong place, then
tap it to select it.

Drag the command to the correct location, then run
the code again to test it.
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Code

moveForward()
turnLeft()

moveForward()
moveForward ()
collectGem()

moveForward()

toggleSwitch()
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A mistake that keeps
your program from
running correctly is

called a ~and
finding and fixing bugs
IS called
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Goal: Find the bugs and fix them.

Glossary

instance A value of a particular type. For example, in 1et greenPortal =
Portal(), greenPortal is an instance of type Portal.

A type that stores an integer—a number that has no decimal, such as
10 or —42.

iteration The act of repeating a process, such a performing the same action
on each item in an array.

local variable A variable declared inside of a function, loop, or other statement.
Local variables can’t be accessed outside of the code they're defined
in.

logical AND operator A symbol (&&) that combines two Boolean values where both values
must be true for the overall code to be true. For example, a && b is
true only when both a and b are true.

logical NOT operator A symbol (!) that inverts the Boolean value of a piece of code. For
example, if ais true, then !ais false.

logical operator A symbol, such as &&, | |, or !, that modifies or combines the
Boolean logic values true and false.

logical OR operator A symbol (||) that combines two Boolean values where only one value
must be true for the overall code to be true. For example, a || b is
true when either a or b is true (or when both are true).

|
loop A block of code that's repeated a certain number of times (for

toggleSwitch()

m P Run My Code




Finding and Fixing Bugs

Goal: Find the bugs and fix them.

When you write code, it's easy to make mistakes. A
mistake that keeps your program from running correctly
Is called a , and finding and fixing bugs is called

The code below contains one or more bugs. To debug it,
rearrange the commands into the right order to solve the
puzzle.

1 Run the code to see where the mistake occurs.

2 ldentify the command that's in the wrong place, then
tap it to select it.

Drag the command to the correct location, then run
the code again to test it.

moveForward()
turnLeft()
moveForward()
moveForward()
collectGem()

moveForward()

toggleSwitch()




Did you notice that bug?
Byte tried to collect a gem
that wasn't there!

Rearrange the commands
so that Byte is standing
on a tile with a gem before
using collectGem().
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turnLeft()
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collectGem()
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L ocalization Is part of design
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Localization Considerations

Aaltan Ahmad, Internationalization Software Engineer
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Content Choices Affect Localizability

Storyline
Writing style

Language specific concepts



Prose
Storyline

Out of the Storm

The library is warm and quiet, a welcome relief from the
howling snowstorm outside. You take off your mittens,
head over to one of the reference computers, and search

for cryp hy. Your teacher mentioned it in class this
morning, and you want to know more.

You write down a few book reference numbers and wind
your way through the book stacks. You find the first book
on your list—an old, heavy-looking volume. In large, gold
letters on the cover is the title: The History of

Cryptography.

You take a peek inside . . .

// Open the book




Prose
Storyline

The library is warm
and quiet, a welcome

relief from the howling
snowstorm outside.




Prose
Writing style

< Whols"N"? »

The message says to look to “N.” Who or what is "N"?!

You glance around the library and see all sorts of things
that might be “N”: novels; notebooks; newspapers; Mr.
Nefarian, the librarian; new releases; Nibbler, Ms. Chin's
seeing eye dog . . .

One of these things must hold the next piece of the
puzzle! Try investigating a few different areas in the
library and see what you can turn up. Good luck!

investigate(|Choose what to investigate!

CONGRATULATIONS,
SEEKER! YOU HAVE
PASSED THE FIRST
TEST. FEW EVER FIND
THE. PATH, AND FEWER
STILL, WALK UPON IT.
LOOK TO 'N' TO
CONTINUE YOUR
JOURNEY. OPEN SESAME.




Prose
Writing style

The message says
to look to "N”. Who

or whatis "N"?!




Language Specific Content
Substitution cipher

ABCDEFGHIJKLMNOPQRSTUVWXYZ
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Language Specific Content
Substitution cipher
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Language Agnostic Content
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English you you
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French tu VOus
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Formality Example
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Audience
Age

English Standard Japanese Child-friendly Japanese
— K4 r G =5 ==
code area 1— a1 1—FEZZEEFPR

(code sphere/territory) (place to write code)
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Computer Science terms

Mathematical terms

Swift keywords, enums, and functions



Technical Terms
Introducing “bug”

Finding and Fixing Bugs

Goal: Find the bugs and fix them.

When you write code, it's easy to make mistakes. A

mistake that keeps your program from running correctly
is called a bug, and finding and fixing bugs is called

The code below contains one or more bugs. To debug it,
rearrange the commands into the right order to solve the
puzzle.

Run the code to see where the mistake occurs.

Identify the command that's in the wrong place, then
tap it to select it.

Drag the command to the correct location, then run
the code again to test it.

moveForward()
turnLeft()
moveForward()
moveForward()
collectGem()
moveForward()

toggleSwitch()




Technical Terms

Introducing “bug”

A mistake that keeps
your program from

running correctly is
called a




Technical Terms

Introducing “bug”

Recherche et correction d...

Objectif : Trouver les bugs et les résoudre.

Lorsque tu écris du code, il est facile de faire des erreurs.
Une erreur qui empéche ton code de s’exécuter
correctement s'appelle un bug, et trouver et résoudre les
bugs s'appelle le debuggage

Le code ci-dessous contient un ou plusieurs bugs. Pour
le débugger, réarrange les commandes dans le bon ordre
pour résoudre le puzzle.

1 Exécute le code pour voir a quel moment |'erreur se
produit.

Identifie la commande qui est au mauvais endroit,
puis touche cette commande pour la sélectionner.

Fais glisser la commande a I'emplacement correct,
puis exécute a nouveau le code pour le tester.

moveForward()
turnLeft ()

moveForward()
moveForward()
collectGem()

moveForward()

toggleSwitch()




Technical Terms
Introducing “bug”

<{  Rechercheetcorrectiond... > | ooco - 0/.31'4"-"3',071 -

Objectif : Trouver les bugs et les résoudre.

Lorsque tu écris du code, il est facile de faire des erreurs.
Une erreur qui empéche ton code de s’exécuter
correctement s‘appelle un bug, et trouver et résoudre les
bugs s'appelle le debuggage.

Le code ci-dessous contient un ou plusieurs bugs. Pour
le débugger, réarrange les commandes dans le bon ordre
pour résoudre le puzzle.

1 Exécute le code pour voir a quel moment I'erreur se
produit.

Identifie la cc

puis touche « ”bug” % ”bugll

Fais glisser I

puis exécute a nuuveau e cuue puur e tester.

moveForward()
turnLeft()
moveForward()
moveForward()
collectGem()
moveForward()
toggleSwitch()

P Exécuter mon code Indice




Technical Terms
Introducing “bug”

"bug” = “error (en ingles, ‘bug’)”

(English)  (Spanish)




Technical Terms

Encountering English
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Technical Terms
Encountering English
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Technical Terms
Editorial freedom
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Technical Terms
Editorial freedom

English Japanese
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Unfamiliar terms can be confusing
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Unfamiliar terms can be confusing

English comfort varies



Technical Terms

Unfamiliar terms can be confusing
English comfort varies

Consistency matters
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Things to Remember

Content goals and audience
Linguistic variations

Style guide



Things to Remember

Content goals and audience
Linguistic variations
Style guide

User testing
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Structure of a Localized
Playground Book

Alex Kuhn, Playgrounds Content Developer



Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift

commands to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

3 Tap Run My Code.

Background music

Sound effects

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem() to solve
the puzzle.




b < Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift
commands to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

3 Tap Run My Code.

Background music

Sound effects

\ \

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem() to solve
the puzzle.

Live view



Prose

< Issuing Commands s - B o/ )

Goal: Use Swift commands to tell Byte to move and ;
y Background music U
collect a gem. -

alone. In this first puzzle, you'll need to write Swift

Your character, Byte, loves to collect gems but can't do it ‘ Sound effects . <\ )

to move Byte across the puzzle world to
collect a gem.

Look for the gem in the puzzle world.

Enter the correct combination of the
moveForward() and collectGem() commands.

Tap Run My Code.

Tap to enter code

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem( ) to solve
the puzzle.




Editable code
placeholder

- < Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift
commands to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

3 Tap Run My Code.

Background music

Sound effects

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem() to solve
the puzzle.




Page title

— Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift
commands to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

3 Tap Run My Code.

Background music

Sound effects

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem() to solve
the puzzle.




Glossary term

Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift

to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

3 Tap Run My Code.

Background music

Sound effects

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem() to solve
the puzzle.




< Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift
commands to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

3 Tap Run My Code.

Tap to enter code

Background music

Sound effects

You need to enter some commands. First tap
the area that says "Tap to enter code" then use
moveForward() and collectGem( ) to solve
the puzzle.
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Page title _> oo = _ Crea comandos

Objetivo: usa comandos Swift para hacer que Byte se

Musica de fondo

mueva y recolecte una gema. — L i Ve V i eW

A tu personaje, Byte, le encanta recolectar gemas. Sin g Efectos de sonido

Prose

embargo, no lo puede hacer solo. En este primer
rompecabezas, deberds escribir co os Swift para

Glossary term

hacer que Byte se mueva por el rompecabezas y
recolecte una gema.

1 Busca la gema en el rompecabezas.

2 Ingresa la combinacién correcta de comandos
moveForeward() —avanzar— y collectGem() —
recolectar gema—.

, e b i ; \ »
Toca "Ejecutar mi codigo”. L | : s i 4

Editable code
placeholder

Necesitas ingresar algunos comandos. Primero
toca el area que dice “Toca para ingresar

cédigo” y luego usa moveForward() y H I nt

collectGem() pararesolver el

rompecabezas.




Files Types to Localize

*.strings

* stringsdict
*.plist

*html

| ocalized assets
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v [l Contents
BB Sources
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B en.lproj
B cs.lproj
v Il Chapters
v [ Chapterl.playgroundchapter
v B Pages
v Bl Introduction.playgroundpage

Contents.swift
v [ PrivateResources
B en.lproj

B es.lproj




v [l Contents
BB Sources
v Il PrivateResources
B en.lproj
B cs.lproj
v [l Chapters
v [ Chapterl.playgroundchapter
v I Pages
v Bl Introduction.playgroundpage

Contents.swift
v [ PrivateResources
B en.lproj

B es.lproj




Strings in Live View
* strings files

Musica de fondo

Efectos de sonido
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Strings in Live View
* strings files

Use NSLocalizedString()




Strings in Live View
* strings files

Use NSLocalizedString()

Extract with genstrings




Strings in Live View
* strings files

Use NSLocalizedString()
Extract with genstrings

More information
http://developer.apple.com/go/?id=string-resources




Strings in Live View
* strings files

Use NSLocalizedString()
Extract with genstrings

More information
http://developer.apple.com/go/?id=string-resources

Localizing with Xcode 9 WWDC 2017
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v B Contents

BB Sources
v B PrivateResources

BB en.lproj

v BB es.lproj

Localizable.strings

Localizable.stringsdict



v B Contents

BB Sources
v B PrivateResources

BB en.lproj

v BB es.lproj

Localizable.strings

Localizable.stringsdict



Prose
* strings files

Rendered prose

Prose Example

Markup enables page level formatting, such as:

o Creating lists

e Linking to the next page




Prose
* strings files

Rendered prose Markup

e
# Prose Example

Prose Example

Markup enables page level formatting, such as: Markup enables page level formatting, such as:

» Creating lists — Creating lists
 Linking to the next page — Linking to the [next pagel(@next)
*/
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v [l Contents
BB Sources
Bl PrivateResources
v Bl Chapters
v [ Chapterl.playgroundchapter
v I Pages
v [l Introduction.playgroundpage
Manifest.plist
Contents.swift

v BB PrivateResources
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v B es.lproj

Prose.strings



v [l Contents
BB Sources
Bl PrivateResources
v Bl Chapters
v [ Chapterl.playgroundchapter
v I Pages
v [l Introduction.playgroundpage
Manifest.plist
Contents.swift

v BB PrivateResources

B en.lproj
v B es.lproj

Prose.strings



Editable Text Field Placeholders

* strings files

Issuing Commands

Goal: Use Swift commands to tell Byte to move and
collect a gem.

Your character, Byte, loves to collect gems but can't do it
alone. In this first puzzle, you'll need to write Swift
commands to move Byte across the puzzle world to
collect a gem.

1 Look for the gem in the puzzle world.

2 Enter the correct combination of the
moveForward() and collectGem() commands.

Tap Run My Code.

P Run My Code Hint




Editable Text Field Placeholders

* strings files

//#-editable—-code Tap to enter code



Editable Text Field Placeholders

* strings files

//#-editable—-code Tap to enter code

"Tap to enter code" = "Toca para 1ngresar codigo";



v B Contents

BB Sources
v B PrivateResources

B en.lproj

v I es.lproj
EditableFields.strings



Page and Chapter Titles

* strings files

22 = < Encuentray corrige errores >




Page and Chapter Titles

* strings files

_ Encuentray corrige errores

Name = "Encuentra y corrige errores";



v [l Contents
BB Sources
Bl PrivateResources
v Bl Chapters
v [ Chapterl.playgroundchapter
v I Pages
v [l Introduction.playgroundpage
Manifest.plist
Contents.swift

v BB PrivateResources

BB en.lproj
v Il es.lproj

ManifestPlist.strings



Glossary
*plist files

< Finding and Fixing Bugs >

Find the bugs and fix them.

instance

iteration

local variable

logical AND operator

logical NOT operator

logical operator

logical OR operator

|
loop
toggleSwitch()

Glossary

A value of a particular type. For example, in let greenPortal =
Portal(), greenPortal is an instance of type Portal.

A type that stores an integer—a number that has no decimal, such as
10 or —42.

The act of repeating a process, such a performing the same action
on each item in an array.

A variable declared inside of a function, loop, or other statement.
Local variables can’t be accessed outside of the code they're defined
in.

A symbol (&&) that combines two Boolean values where both values
must be true for the overall code to be true. For example, a && b is
true only when both a and b are true.

A symbol (!) that inverts the Boolean value of a piece of code. For
example, if ais true, then !ais false.

A symbol, such as &&, | |, or !, that modifies or combines the
Boolean logic values true and false.

A symbol (]|) that combines two Boolean values where only one value
must be true for the overall code to be true. For example, a || b is
true when either a or b is true (or when both are true).

A block of code that's repeated a certain number of times (for

L

) P Run My Code




<key>command</key>
<dict>
<key>FirstUse</key>
<dict>
<key>PageReference</key>
<string>Documentl.playgroundchapter/Exercisel.playgroundpage</string>
<key>Title</key>
<string>Commands</string>
</dict>
<key>Definition</key>
<string>Code that tells an application to perform a specific action.
</string>
<key>Title</key>
<string>command</string>
</dict>



<key>command</key>
<dict>
<key>FirstUse</key>
<dict>
<key>PageReference</key>
<string>Documentl.playgroundchapter/Exercisel.playgroundpage</string>
<key>Title</key>
<string>Commands</string>
</dict>
<key>Definition</key>
<string>Code that tells an application to perform a specific action.
</string>
<key>Title</key>
<string>command</string>
</dict>



<key>command</key>
<dict>
<key>FirstUse</key>
<dict>
<key>PageReference</key>
<string>Documentl.playgroundchapter/Exercisel.playgroundpage</string>
<key>Title</key>
<string>Commands</string>
</dict>
<key>Definition</key>
<string>Code that tells an application to perform a specific action.
</string>
<key>Title</key>
<string>command</string>
</dict>



<key>command</key>
<dict>
<key>FirstUse</key>
<dict>
<key>PageReference</key>
<string>Documentl.playgroundchapter/Exercisel.playgroundpage</string>
<key>Title</key>
<string>Commands</string>
</dict>
<key>Definition</key>
<string>Code that tells an application to perform a specific action.
</string>
<key>Title</key>
<string>command</string>
</dict>



<key>command</key>
<dict>
<key>FirstUse</key>
<dict>
<key>PageReference</key>
<string>Documentl.playgroundchapter/Exercisel.playgroundpage</string>
<key>Title</key>
<string>Comandos</string>
</dict>
<key>Definition</key>
<string>Codigo que le 1ndica a una aplicacion que realice una accion especifica.
</string>
<key>Title</key>
<string>comando</string>
</dict>
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Hints

* plist files

< Buscary corregir errores > —+-

Objetivo: encuentra los errores y corrigelos.

Cuando escribes cddigo es facil equivocarse. Una
equivocacion que evita que tu programa se ejecute
correctamente se llama error (en inglés, “bug”); y al
proceso de encontrar y arreglar errores se llama
depuracion.

El cddigo de abajo contiene uno o mas errores. Para
depurarlo, acomoda los comandos en el orden correcto
que resuelva el rompecabezas.

1 Ejecuta el cédigo para encontrar el error.

2 Identifica el comando que se encuentra en el lugar
incorrecto y toca para seleccionarlo.

3 Arrastra el comando a la ubicacién correcta y vuelve a
ejecutar el cddigo para ver si funciona.

moveForward()
turnLeft()
moveForward()
moveForward()
collectGem()
moveForward()

toggleSwitch()

¢ Te diste cuenta del error? Byte intentd
recolectar una joya que no estaba ahi.
Reacomoda los comandos para que Byte esté
en un espacio que tenga una joya antes de usar
collectGem().




<dict>
<key>Hints</key>
<array>
<dict>
<key>Content</key>
<string>Thils 1s an 1nline hint.</string>
</dict>
<dict>
<key>Content</key>
<string>This 1s an 1nline hint with a spoiler button.</string>
<key>SpoilerButtonTitle</key>
<string>Show Spoiler</string>
</dict>
</array>
</dict>



<dict>
<key>Hints</key>
<array>
<dict>
<key>Content</key>
<string>Thils 1s an 1nline hint.</string>
</dict>
<dict>
<key>Content</key>
<string>This 1s an 1nline hint with a spoiler button.</string>
<key>SpoilerButtonTitle</key>
<string>Show Spoiler</string>
</dict>
</array>
</dict>



<dict>
<key>Hints</key>
<array>
<dict>
<key>Content</key>
<string>Esta es una sugerencia en linea.</string>
</dict>
<dict>
<key>Content</key>
<string>Esta es una sugerencla en linea con un boton spoiler.</string>
<key>SpoilerButtonTitle</key>
<string>Mostrar Spoiler</string>
</dict>
</array>
</dict>
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Cutscenes
* html files

En programacion, puedes usar sentencias if
para planear segun las circunstancias.

Silaluz es verde, Byte camina hacia
adelante y cruza la calle.

'.
’\




v B Contents
v Bl Chapters

v [ Chapterl.playgroundchapter
v Il Pages
v Bl Introduction.cutscenepage
Manifest.plist
v [ PrivateResources
v Il en.lproj
xd conditionalCode.html

v Il es.lproj

conditionalCode.nhtm|
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Summary

Understand your audience
Nuanced and complex

Localization is a part of design



More Information
https://developer.apple.com/wwdc1/7/410



Related Sessions

Localizing with Xcode 9 WWDC 2017
SceneKit in Swift Playgrounds WWDC 2017
What's New in Swift Playgrounds WWDC 2017

Teaching with Swift Playgrounds Hall 2 Friday 2:50PM




Labs

Internationalization Lab Technology Lab | Fri 9:00AM-11:00AM

Swift Open Hours Technology Lab D Fri 12:00PM-1:30PM

Xcode Open Hours Technology Lab K Fri 1:50PM-4:00PM









