
Label .set() method ǳǺင့ ်window .destroy() method, Message
Box

ပံǽတွင ်ြပထားသည့အ်တိǽငး် label တစ်ခǽ ǳǺင့ ်button ǳǺစ်ခǽ ပါဝငသ်ည။် Button ကိǽ click လȂင ်label မǺ text ကိǽ .set()

ြဖင့ ်ေြပာငး်ေပးသည။်

.set()

.set() ြဖင့ ်text variable ကိǽ ေြပာငး်ေပးသည့န်ညး် ြဖစ်သည။် button ကိǽ click လȂင ်button က command သည်
function ကိǽ call လǽပ်သည။် function သည ်.set() method ြဖင့ ်မိမိ အလိǽǹǺိသည့ ်text variable ကိǽ
ေြပာငး်ေပးသည့န်ညး် ြဖစ်သည။်

"Say Goodbye" button ကိǽ click Ʊပီး (၂) စကȒ န ့အ်ƭကာတွင ်window သည ်သǾလ့ိǽလိǽ ပိတ်သာွးလိမ့်မည။်
root.after(2000, root.destroy)

root.quit() ǳǺင့ ်root.destroy() တိǽ၏့ ြခားနားချက်

root.quit() သည ်mainloop မǺ exit လǽပ်ǸံǽသာြဖစƱ်ပီး widget များကျနခ်ဲသ့ည။်(root.quit() causes mainloop to

exit. ) ဆကလ်က ်အသံǽးြပǿေနǳိǽငသ်ည။် ဥပမာ- entry widget မǺ value များကိǽ ယǾǳိǽငေ်သးသည။်

The interpreter is still intact, as are all the widgets. If you call this function, you can have code that

executes after the call to root.mainloop(), and that code can interact with the widgets (for example, get

a value from an entry widget).

root.destroy() သည ်widget များအားလံǽးကိǽ ဖျကဆ်းီပစƱ်ပီး mainloop မǺ exit လǽပ်သာွးြခငး် ြဖစ်သည။် ထိǽေ့ƭကာင့်
မညသ်ည့ ်widget ကိǽမȂ access လǽပ်ရန ်အြဖစ်ǳိǽငေ်တာပ့ါ။ (Calling root.destroy() will destroy all the widgets

and exit mainloop. any attempt to access any widgets will fail because the widget no longer exists.)
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root.quit() ǳǺင့ ်root.destroy() တိǽ၏့ ြခားနားချက်

root.quit() သည ်mainloop မǺ exit လǽပ်ǸံǽသာြဖစƱ်ပီး widget များကျနခ်ဲသ့ည။်(root.quit() causes mainloop to

exit. ) ဆကလ်က ်အသံǽးြပǿေနǳိǽငသ်ည။် ဥပမာ- entry widget မǺ value များကိǽ ယǾǳိǽငေ်သးသည။်

The interpreter is still intact, as are all the widgets. If you call this function, you can have code that

executes after the call to root.mainloop(), and that code can interact with the widgets (for example, get

a value from an entry widget).

root.destroy() သည ်widget များအားလံǽးကိǽ ဖျကဆ်းီပစƱ်ပီး mainloop မǺ exit လǽပ်သာွးြခငး် ြဖစ်သည။် ထိǽေ့ƭကာင့်
မညသ်ည့ ်widget ကိǽမȂ access လǽပ်ရန ်အြဖစ်ǳိǽငေ်တာပ့ါ။ (Calling root.destroy() will destroy all the widgets

and exit mainloop. any attempt to access any widgets will fail because the widget no longer exists.)

root.quit() သည ်mainloop မǺ exit လǽပ်ǸံǽသာြဖစƱ်ပီး widget များကျနခ်ဲသ့ည။်(root.quit() causes mainloop to

exit. ) ဆကလ်က ်အသံǽးြပǿေနǳိǽငသ်ည။် ဥပမာ- entry widget မǺ value များကိǽ ယǾǳိǽငေ်သးသည။်

The interpreter is still intact, as are all the widgets. If you call this function, you can have code that

executes after the call to root.mainloop(), and that code can interact with the widgets (for example, get

a value from an entry widget).

root.destroy() သည ်widget များအားလံǽးကိǽ ဖျကဆ်းီပစƱ်ပီး mainloop မǺ exit လǽပ်သာွးြခငး် ြဖစ်သည။် ထိǽေ့ƭကာင့်
မညသ်ည့ ်widget ကိǽမȂ access လǽပ်ရန ်အြဖစ်ǳိǽငေ်တာပ့ါ။ (Calling root.destroy() will destroy all the widgets

and exit mainloop. any attempt to access any widgets will fail because the widget no longer exists.)

In [1]: # ေအာကမ်Ǻ code သည် jupyter ipython notebook တွင ်ပံǽများကိǽ ေဖာ်ြပရနအ်တွက ်
ြဖစ်သည။် 
from IPython.display import Image
Image(filename="Non_oop1.jpg")

In [2]: Image(filename="Non_oop2.jpg")

Out[1]:

Out[2]:
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In [3]: Image(filename="Non_oop3.jpg")

In [4]: import tkinter as tk

root = tk.Tk()
root.maxsize(400, 400)
root.title("Hello Tkinter")

# .set() method ကိǽ သံǽးရန ်tk.StringVar() ကိǽ define လǽပ်သည။် 
label_text = tk.StringVar()
label_text.set("Choose One")

# "Say Hello" button အတွက ်funciton ကိǽ define 
def say_hello():

label_text.set("Hello World")

# "Say Goodbye" button အတွက ်funciton ကိǽ define 
def say_goodbye():

label_text.set("Goodbye! \n (Closing in 2 seconds)")
root.after(2000, root.destroy) # window ကိǽ ဖျက်ပစ်ရန်

# Label ကိǽ creat လǽပ်သည။်      
my_txt = tk.Label(root, textvariable=label_text, anchor=tk.NW, ju
stify=tk.LEFT, wraplength=398)
my_txt.pack(fill=tk.BOTH, expand=1, padx=100, pady=30)

# "Say Hello" button ကိǽ creat လǽပ်သည။်  
hello_button = tk.Button(root, text="Say Hello", command=say_hell
o)
hello_button.pack(side=tk.LEFT, padx=(20, 0), pady=(0, 20))

# "Say Goodbye" button ကိǽ creat လǽပ်သည။်  
goodbye_button = tk.Button(root, text="Say Goodbye", command=say_
goodbye)
goodbye_button.pack(side=tk.RIGHT, padx=(0, 20), pady=(0, 20))

root.mainloop()

OOP Version

အေပȆတငွ ်ေရးခဲ့သည့ ်code ကိǽ OOP version ြဖင့ ်ြပနလ်ည ်ေရးထားသည။် OOP သေဘာတရားǳǺင့ ်မရငး်ǳǺးီသǾများ
ေကျာ်ဖတ် ေပးပါ။

Out[3]:
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In [5]: Image(filename="oop1.jpg")

In [6]: Image(filename="oop2.jpg")

In [7]: Image(filename="oop3.jpg")

Out[5]:

Out[6]:

Out[7]:
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In [8]: import tkinter as tk

class Window(tk.Tk):
def __init__(self):

super().__init__()
self.title("Hello Tkinter")
# .set() method ကိǽ သံǽးရန ်tk.StringVar() ကိǽ define လǽပ်သည။် 
self.label_text = tk.StringVar()
self.label_text.set("Choose One- OOP version")

        
# Label ကိǽ creat လǽပ်သည။်   
self.label = tk.Label(self, textvar=self.label_text)
self.label.pack(fill=tk.BOTH, expand=1, padx=100, pady=3

0)
        

# "Say Hello" button ကိǽ creat လǽပ်သည။်
hello_button = tk.Button(self, text="Say Hello- OOP versi

on", command=self.say_hello)
hello_button.pack(side=tk.LEFT, padx=(20, 0), pady=(0, 2

0))

# "Say Goodbye" button ကိǽ creat လǽပ်သည။်  
goodbye_button = tk.Button(self, text="Say Goodbye- OOP v

ersion", command=self.say_goodbye)
goodbye_button.pack(side=tk.RIGHT, padx=(0, 20), pady=(0,

20))
    

# "Say Hello" button အတွက ်funciton ကိǽ define 
def say_hello(self):

self.label_text.set("Hello World")
        

# "Say Goodbye" button အတွက ်funciton ကိǽ define 
def say_goodbye(self):

self.label_text.set("Goodbye! \n (Closing in 2 seconds)")
self.after(2000, self.destroy)

if __name__ == "__main__":
window = Window()
window.mainloop()
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Message Box
message box ေပȆေစရန ်tkinter ထမဲǺ messagebox ကိǽ import လǽပ်ရသည။်

import tkinter.messagebox as msgbox

message box ေပȆတွင ်"Hello", "Hello World!" ကိǽ ေဖာ်ြပရနအ်တွက်

msgbox.showinfo("Hello", "Hello World!")

say_goodbye() function သည ်အလǽပ် (၃) ခǽ လǽပ်ေပးသည။်
(၁) "Window will close in 2 seconds" စာသားကိǽ ေဖာ်ြပေပးရန်

label_text.set("Window will close in 2 seconds")

.set() method ကိǽ သံǽးသည။်

(၂) "Goodbye!", "Goodbye, it's been fun!" စာသားပါသည့ ်message box ေပȆေပးရန်

msgbox.showinfo("Goodbye!", "Goodbye, it's been fun!")

(၃) "Goodbye!" message box မǺ Ok ကိǽ click Ʊပီး (၂) စကȒ န ့အ်ƭကာတွင ်window သည် သǾလ့ိǽလိǽ ပိတ်သာွးေစရနတ်ိǽ ့
ြဖစ်သည။်
message box တငွ ်OK button တစ်ခǽတညပ်ါသညက်ိǽ သတိြပǿပါ။

In [9]: Image(filename="hello_message_box.jpg")

In [10]: Image(filename="goodby_message_box.jpg")

Out[9]:

Out[10]:
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In [11]: import tkinter as tk
import tkinter.messagebox as msgbox

root= tk.Tk()
root.title("Hello Tkinter")

def say_hello():
msgbox.showinfo("Hello", "Hello World!")

def say_goodbye():
label_text.set("Window will close in 2 seconds")
msgbox.showinfo("Goodbye!", "Goodbye, it's been fun!")
root.after(2000, root.destroy)

label_text = tk.StringVar()
label_text.set("Choose One")

label = tk.Label(root, textvar=label_text)
label.pack(fill=tk.BOTH, expand=1, padx=100, pady=30)

hello_button = tk.Button(root, text="Say Hello", command=say_hell
o)
hello_button.pack(side=tk.LEFT, padx=(20, 0), pady=(0, 20))

goodbye_button = tk.Button(root, text="Say Goodbye", command=say_
goodbye)
goodbye_button.pack(side=tk.RIGHT, padx=(0, 20), pady=(0, 20))

root.mainloop()

OOP Version of above code
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In [12]: import tkinter as tk
import tkinter.messagebox as msgbox

class Window(tk.Tk):
def __init__(self):

super().__init__()
self.title("Hello Tkinter")
self.label_text = tk.StringVar()
self.label_text.set("Choose One")

self.label = tk.Label(self, textvar=self.label_text)
self.label.pack(fill=tk.BOTH, expand=1, padx=100, pady=3

0)

hello_button = tk.Button(self, text="Say Hello", command=
self.say_hello)

hello_button.pack(side=tk.LEFT, padx=(20, 0), pady=(0, 2
0))

goodbye_button = tk.Button(self, text="Say Goodbye", comm
and=self.say_goodbye)

goodbye_button.pack(side=tk.RIGHT, padx=(0, 20), pady=(0,
20))

def say_hello(self):
msgbox.showinfo("Hello", "Hello World!")

def say_goodbye(self):
self.label_text.set("Window will close in 2 seconds")
msgbox.showinfo("Goodbye!", "Goodbye, it's been fun!")
self.after(2000, self.destroy)

if __name__ == "__main__":
window = Window()
window.mainloop()

Message Box with Yes No button and Name
entry

user က ထည့ေ်ပးမည့ ်နာမညက်ိǽ လကခ်ံရနအ်တကွ် name_text ဆိǽသည့ ်variabel တစ်ခǽကိǽ define လǽပ်သည။်

name_text = tk.StringVar()

user နာမည်ကိǽ ြပနေ်ခȆလိǽသညအ်ခါ .get()ကိǽ အသံǽးြပǿသည။် ဥပမာ- name_entry.get()

messagebox ေပȆတငွ ်ေပȆမည့ ်text အတွက ်"Hello there " ǳǺင့ ်name_entry.get() ကိǽ concatnate လǽပ်သည။်

ေအာက ်code သည ်user နာမညပ်ါသည့ ်messagebox တစ်ခǽ တညေ်ဆာက်ေပးသည။်

def say_hello():

message = "Hello there " + name_entry.get()

msgbox.showinfo("Hello", message)
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In [13]: Image(filename="Hello_User_MessageBox.jpg")

say_goodbye() function

msgbox.askyesno() သည ်messagebox ေပȆတွင ်"yes" ǳǺင့ ်"no" button ǳǺစ်ခǽကိǽ ေဖာ်ြပေပးရန ်ြဖစ်သည။် if
statement ကိǽ သံǽးထားသည။် True ြဖစ်လȂင ်လǽပ်ရန ်ǳǺင့ ်False ြဖစ်လȂင ်လǽပ်ရနတ်ိǽက့ိǽ if .. else ေအာက်တငွ်
ေရထားသည။်

def say_goodbye():

if msgbox.askyesno("Close Window?", "Would you like to close this 

window?"):

message = "Window will close in 2 seconds - goodybye " + name

_entry.get()

label_text.set(message)

after(2000, self.destroy)

else:

msgbox.showinfo("Not Closing", "Great! This window will stay 

open.")

Yes ကိǽ click လȂင ်ေပȆလာမည့ ်message box အတကွ်

message = "Window will close in 2 seconds - goodybye " + name_entry.g

et()

label_text.set(message)

after(2000, self.destroy)

No ကိǽ click လȂင ်ေပȆလာမည့ ်message box အတကွ်

msgbox.showinfo("Not Closing", "Great! This window will stay open.")

In [14]: Image(filename="MessageBox_Yes_No.jpg")

Out[13]:

Out[14]:
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In [15]: Image(filename="Not_closing.jpg")

In [16]: import tkinter as tk
import tkinter.messagebox as msgbox

root= tk.Tk()
root.title("Hello Tkinter")

def say_hello():
message = "Hello there " + name_entry.get()
msgbox.showinfo("Hello", message)

def say_goodbye():
if msgbox.askyesno("Close Window?", "Would you like to close 

this window?"):
message = "Window will close in 2 seconds - goodybye " +

name_entry.get()
label_text.set(message)
root.after(2000, root.destroy)

else:
msgbox.showinfo("Not Closing", "Great! This window will s

tay open.")

name_text = tk.StringVar()

label_text = tk.StringVar()
label_text.set("My Name Is: ")

label = tk.Label(root, textvar=label_text)
label.pack(fill=tk.BOTH, expand=1, padx=100, pady=30)

name_entry = tk.Entry(root, textvar= name_text)
name_entry.pack(fill=tk.BOTH, expand=1, padx=20, pady=20)

hello_button = tk.Button(root, text="Say Hello", command=say_hell
o)
hello_button.pack(side=tk.LEFT, padx=(20, 0), pady=(0, 20))

goodbye_button = tk.Button(root, text="Say Goodbye", command=say_
goodbye)
goodbye_button.pack(side=tk.RIGHT, padx=(0, 20), pady=(0, 20))

root.mainloop()

Out[15]:

Label .set()  ǳǺင့ ်window .destroy() , Mess... 10 of 12 ေကာငး်ထကǷ်ွန ့်

ေကာငး်ထကǷွ်န ့် 10 of 12 Label .set()  ǳǺင့ ်window .destroy() , Mess...



In [17]: Image(filename="Name_Entry.jpg")

OOP Version

Out[17]:
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In [18]: import tkinter as tk
import tkinter.messagebox as msgbox

class Window(tk.Tk):
def __init__(self):

super().__init__()
self.title("Hello Tkinter")
self.label_text = tk.StringVar()
self.label_text.set("My Name Is: ")

self.name_text = tk.StringVar()

self.label = tk.Label(self, textvar=self.label_text)
self.label.pack(fill=tk.BOTH, expand=1, padx=100, pady=1

0)

self.name_entry = tk.Entry(self, textvar=self.name_text)
self.name_entry.pack(fill=tk.BOTH, expand=1, padx=20, pad

y=20)

hello_button = tk.Button(self, text="Say Hello", command=
self.say_hello)

hello_button.pack(side=tk.LEFT, padx=(20, 0), pady=(0, 2
0))

goodbye_button = tk.Button(self, text="Say Goodbye", comm
and=self.say_goodbye)

goodbye_button.pack(side=tk.RIGHT, padx=(0, 20), pady=(0,
20))

def say_hello(self):
message = "Hello there " + self.name_entry.get()
msgbox.showinfo("Hello", message)

def say_goodbye(self):
if msgbox.askyesno("Close Window?", "Would you like to cl

ose this window?"):
message = "Window will close in 2 seconds - goodybye 

" + self.name_entry.get()
self.label_text.set(message)
self.after(2000, self.destroy)

else:
msgbox.showinfo("Not Closing", "Great! This window wi

ll stay open.")

if __name__ == "__main__":
window = Window()
window.mainloop()

        

Ref: Tkinter GUI Programming by Example

End - ေကာငး်ထက်Ƿွန ့်

In [ ]:  
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