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License Agreement

This document and its contents are furnished "as is" for informational purposes only, and are
subject to change without notice. ArianeSoft does not represent or warrant that any product or
business plans Expressed or implied will be fulfilled in any way. Any actions taken by the
user of this document in response to the document or its contents will be solely at the risk of
the user.

ARIANESOFT MAKES NO WARRANTIES, EXPRESSED OR IMPLIED, WITH
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DISCLAIMS ANY AND ALL IMPLIED WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR USE OR NON-INFRINGEMENT. IN NO EVENT
SHALL PROOFHQ BE HELD LIABLE FOR ANY DIRECT, INDIRECT, SPECIAL OR
CONSEQUENTIAL DAMAGES IN CONNECTION WITH OR ARISING FROM THE
USE OF ANY PORTION OF THE INFORMATION.

Copyright © 2009 by ArianeSoft . All rights reserved.

This document may not be reproduced, photocopied, displayed, transmitted or otherwise
copied, in whole or in part, in any form or by any means now known or later developed, such
as electronic, optical or mechanical means, without the written agreement of ArianeSoft .
Any unauthorized use may be a violation of domestic or international law.
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Creating A Form Based Application

Creating applications with PIDE is an easy as well as efficient process. PIDE implements
visual programming and allows its users to create better applications with minimal
programming. Visual programming not only makes it easier to create programs just by using
a few simple drag and drop operations but also allows creation of faster and much robust
applications.

Whether you are a novice programmer or someone who is well qualified in creating computer
applications, you will be more than happy to create applications with PIDE. Visual
programming is an effective way to create computer applications without much of an effort.
Using the already created templates for easy creation of application programs, PIDE users
can easily create applications within seconds. In the first section of this tutorial, we will see
how easy it is to create easy as well as complex applications with PIDE.

Printing Hello World

Writing Code File

By using the code file project in PIDE2, users will gain the required experience and
knowhow of coding in PIDE. This experience can be transferred to other types of projects in
PIDE which will enhance the type of projects that a user can accomplish through PIDE.

* Start by creating a new Code File project. To do so, start PIDE and press Ctrl+N and
select Code File Project from the “New Project Type..” window. Alternatively, you
can also go to File> New and select Code File from the “New Project Type..”

window.
Select New Project Type...
Search:
Code File N
Category:
(2] all Projects v
g, - -
i ‘&} : -‘-3?" m
7, ( ;
| L 3
Code File Component Consale Desktop Form Deskkop Game Empty Project
Project
@ @\ @; @ &) i)
B =l [y
Find Wizard Help File MenuBar Mobile Form Mobile Game ~ Mobile YGA Game
oo ) Y e
\ g ‘ v [ E
Q “‘ 2 @ E'
| '\
e 2 a2
Package PPL Class Procedural Shell SoundEngine  Visual Component
Project Project
Description:
Creates a blank code file ready for editing.
[ Help ] [ OK ] [ Cancel

Figure 1: Creating a new project
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* For creating a procedural project, users will need to use different methods and
functions present in PIDE2. For printing a “Hello World” example in the code file
project, use the ShowMessage() method.

@ Welcome D Untitled

wEB RVR & B BOIOE 18 & @ B 0O
R | T ST TR T

1 Vx$="Hello":
2 y$="World";
3 ShowMessage (x§+" "+y§)

Figure 2: Code

* In the above code, we have used two variables namely variable x and variable y. Both
of these variables have been assigned with string values namely, “Hello” and
“World”. The a ShowMessage() method allows a user to print a message within a
standard dialog box and takes a string or a reference of a string to be printed in it. In
the above example, we have included variable x as well as variable y with a string of a
single space (+“ ”+) in between them to print Hello World.

* Press F5 or Go to Run-> Run to execute the code. After the code is executed, you
will see ‘Hello World’ written in a alert message box.

Hello World

Figure 3: Output

Procedural Project

Using procedural project creates a code based project where a programmer can write his own
code (manually) in the MainLibrary object, he/she can add methods (which are procedures
and functions only). But it is almost the same as writing a code file. Given below are the steps
to create a procedural project in PIDE:

* Open PIDE2 and create a new Procedural project. To do this, press Ctrl+N from
your keyboard and select Procedural in the Select New Project File Type.. Window.
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Select New Project Type...
Search:

Procedural Project

Category:
(] All Projects -
" s 2 {\-Vj 1\-—‘ ﬁ A
| |
ds - \ L‘“ﬂ
Code File Component Console Database Database Project  Desktop Form
Project
S T - {4; £
B \‘< ~“
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form
/lrﬁ I /‘/ﬁ Iy \\\ \\\
A U A V = . GI
a‘gy/ aJ @ i il’ v#‘i
Mobile Game  Mobile VGA Game Package PPL Class Procedural
Project -

Description:

A procedural project allows you to import PPL v1.x code directly into a new project. It also allows you to create simple (non-form)
projects just like it was possible with PPL v1.x.

Set as default

| Help

0K ] [ Cancel

Figure 4: New Procedural project

e Just like any other programming language, we can add procedures in PIDE. Now we
will work in the main library. For our Hello World message, we will add the
ShowMessage command but use it within a Proc Main parent this time.

e To write our code, double click the MainLibrary. This will open a code editor that
can be used to write code in it.

Q Components
[= Application
3 Folder
@ NameSpace
Q PComment
Q PConsole
[Z) puibrary
[ Class
‘) PComponent
47 PEvent
§03 PMethod

&2, PObject
& PPropertv

il @ Welcome IM Untitled

; I&v Project Manager

w@B| x| 48
s v&E & & B E
B&m*0 @ «
B %Project 7
'gMaanrary & \

Figure 5: Main Library

Properties

& Properties |&7 Events

[Z) MainLibrary : PLibrary

B2 <=

Property’ Value

| @ &

-/ Object
Name:
ClassName:

- Library
Description: }

MainLibrary
PLibrary

NameSpace:

PIDE Tutorial - Version 1.0

Page 7 of 209



In the code editor, write the ShowMessage command as in the screenshot and save

the file.
5{; Project Manager l_— MainLibrary [y Properties |ﬁ Events
“ & @’ RN m! Ql o2 @ ‘ [Z) MainLibrary : PLibrary
BOOE 2 & QB0 [Qit|==|= B
. L e Property | Value

1B |proc Main
2 I ShowMessage ("Hello Woxrld!"™):
3 end;

-/ Object
Name: lMainLibrary
ClassName: !PLibra ry
-| Library
Description:
NameSpace:

Figure 6: Hello World Code

* Now, we can run our project by pressing F5 or by going to Run in the main menu and

choosing the Run option.

Search Mobile Tools Components Windows Help

’:«a’ > [ » Run F5 | ‘3‘ 4
[> Dedicated Run Ctrl+F5
™ § {3 Compile F7
= 5,:3 Compile Release Ctrl+F7 @ 1 @ o :V g | & 6 ‘
{3 Rebuild ST e e Bl de s SIS
. @ Make Executable... yje ("Hello World!"™):

Figure 7: Run Hello World

Figure 8: Run the project

After the project is executed you can see the results!

2

3
proc Main

ShowMessage ("Hello World!"):

Message @

Hello World!

Figure 9: Output
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Enclosing strings within quotes is a common way of determining strings in PIDE and
this distinguishes variables from strings.

Printing Hello World in Console

Printing text in console is really simple. Follow the steps given below to print “Hello World”
in PIDE console window.

e Start by creating a new Console project. To do so, start PIDE and press Ctrl+N and
select Console Project from the “New Project Type..” window. Alternatively, you
can also go to File> New and select Console from the “New Project Type..”

window.
Select New Project Type... B
Search:
Console v
Category:
(2] All Projects v
_. |
g )
Code File Component Database Project  Desktop Form
Project
S [ - \ -
vy 3
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form
" 3 Y =
o ( \ (s —-=]
) Q W) =
h 2 b =l
Mobile Game  Mobile VGA Game Package PPL Class Procedural Report

Project

Description:

Creates a console type project

oK | Cancel

Set as default ‘ Help ‘

Figure 10: Create a new project

*  Once the new project opens, double click the MyApplication object to create a new
OnStart event. Right-click the MyApplication object and select Events, finally,
choose OnStart.

&) Project
= f MyApplication
2 47 proc OnStart (Sender$)
B pefaultConsole

Figure 11: OnStart event

* Click the OnStart procedure and press Ctrl+Space key to bring the code-completion
window. Select Writeln in the Code Completion window.
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%98 xaed val
S& BEIB DA B

@ Project v

=l <& MyApplication P Y
2 47 proc OnStart (Sender$) VR &
Defa

{3 writeln

Figure 12: Code Completion window

Once selected, click or press enter key on the Writeln object and change its Expr
property to “Hello World” including the double quotes.

@ Welcome i Untitled

Properties B
&% Project Manager \g Properties ‘47 Events
#wEB (x2S vdE S BELCIRETA B & 3 wiei
%Prmect < l%‘ <= | ®| g
= <& y
[l <& MyApplication Va4 Propertv{Vallle
= &7 proc OnStart (Sender$) Y @ < Parameters
2 {3 writeln("Hello World"): e = = P P |ello world Fe
S pefaultConsole 5 - Status
Operation: iPro(.CaIl
Source: 1write|n

Figure 13: Expr property

* Press F5 to run your project.

& Console

File Edit
Welcome to the PPL Conscle

reﬂo World

Figure 14: Output

Almost all objects in PIDE can be double clicked to generate default event. For

example, PButton creates an OnClick event when double clicked while MyApplication
created OnStart.
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Printing Hello World in Desktop Form

Desktop Form project can be used by users of PIDE to create a form like interface for their
applications. Desktop Form makes it utmost easy to create applications that can run in the
windows based environment. Making the full use of visual programming, users can create
applications with ease. In our Desktop Form, we will be creating a button that would print
“Hello World” in a label, when clicked.

* Create a new Desktop Form by selecting Desktop Form option in the “Select new
project type...” window. For doing this, you can press the Ctrl+N key or Go to
File>New. In the Select New project Type... window that appears, select Desktop
Form project.

Select New Project Type...
Search:
Desktop Form v
Category:
] all Projects v
L — S =
| %
Code File Component Console Desktop Form Desktop Game Empty Project
Project
= e V/ o ) 1
©® B ¢ g B
: N - -
Find Wizard Help File MenuBar Mobile Form Mobile Game  Mobile YGA Game
p— 2 ~ A" —— =
| \ Cr
'Q)’ “\:J'\‘
Package PPL Class Procedural Shell SoundEngine  Yisual Component
Project Project
Description:
Creates a new form project
Set as defaul [ v | [ ok ][ cancel |

Figure 15: New Project

* Now, in the Desktop Form, right click the Default Form object to select Edit Form
or Press F12 while it is selected or double-click the DefaultForm object to bring the
Form Edit screen.
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wE8B x & €8 v&HE && [E L &3 3@
@Project
<& Myapplication

= [£] DefaultForm

B B Menut LAARLE 3 3 Edt... Ctrl+Enter

= B F [ 4 Data » » Edit source code...  Shift+Enter
o T
Edit Help...
ab Cut Chrl+%
&] Copy Chrl+C
[% Paste Crl+y
X Delete Ctrl+Del
@ Rename F2
'@ Move up Alt+Up
G Move Down Alt+Down

47% Batch operations...  Shift+Ctrl+0

Figure 16: Right click to Edit Form

* In the edit form view, create a PButton object by double clicking it from the
Components Panel and rename the PButton to “Click” by changing its Caption

property.
& Exitl I~ Object

Name: Click
ClassName: PButton

- Alignments
Align: alMone
Anchors: akLeft|akTop

-/ Appearance
BorderStyle: bsNone

;‘. Caption: Click E]

Default: O
Enabled:

[+ Font: [pfont]
Visible:

Figure 17: Caption Property

* Right click the button and use the Edit option to open DefaultForm in the code view.

Ctri+a
Ctr+D
[
Q,BringToFront
cooco o B SendtoBack
B Ed... Ctrl+Enter
|
U5 setTaborder  Shift+Crl+T |

npiler message: Designer Preferences. ..

Figure 18: Right click to open DefaultForm
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* Create a procedure pertaining to the OnClick event of Click button and include
ShowMessage(“Hello World”) within its body. Right-click the DefaultForm object
and select Events, finally, choose OnClick.

&; Project Manager | \§» DefaultForm = DefaultForm
HEB ANA ® A3 BOOT B & @ B O

i
R T L R T s L R . TN O i 1 D DR oy B TR L R OO Ly R

1E |proc PDefaultForm.Exitl_OnClick(SenderSJ

2 ‘ Close;

3 |end:

S ‘ ShowMessage ("Hello World"™):;
6 ‘end:l
7 ‘

4El|proc PDefaultForm.Click OnClick (Sender$)

Figure 19: Code

* Press F5 to run the project and view the results. Use the “Click” button to view
“Hello World” message.

2 Itis beneficial to learn shortcuts in PIDE as they save time and effort. Quick one’s
like Ctrl+N for a new project and Ctrl+I for marking an IF statement is a nifty
addition to PIDE’s environment that goes a long way improving programming
experience.
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Creating a Complex Program

For creating a complex program, we will create a windows form which will allow a user to
enter his details and display the details in a pre-formatted manner after the form is submitted.
In this example, we will use form elements like PButtons, PLabel, PEdit.

* Create a new Desktop Form project by going to File> New> Desktop Project.
Alternatively, you can also press Ctrl+N to create a new Desktop Form project.

Select New Project Type...
Search:
Deskkop Form N
Category:
3|

(7] all Projects

- - g e L
$— ] |-
\ J
g  _ Lf‘fJ L‘f—}J

Code File Component Console Database Database Project  [BESAd all i)
Project
S E A R
- ;
Desktop Game Empty Project Find Wizard Help File MenuBar Maobile Form
™ SV |
3 R =
r A
-4 SA 4 |
2 =
Mobile Game  Mobile YGA Game Package PPL Class Procedural Report
Project
Shell SoundEngine  Wisual Component
Project
Description:

Creates a new form project

Help ] [ OK ] [ Cancel

Figure 20: New Project

* In Desktop Form project, Right click the “Default Form” and select “Edit” Option.
Alternatively, you can also double-click the Default Form option to open
DefaultForm in edit mode.
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@ Welcome

2 untitled

[&; Project Manager

REB x & 28 vEE & BE

% Project

<j MyApplication
=l [] DefaultForm

B EF Ment : Edit » |Ew Edit... Ctrl+Enter

ERE] Fl—ﬂ Data »| =| Edit source code...  Shift+Enter
P 5 ] Edit Form Fi2
Edit Help...
g Cut Chrl+3
@ Copy Ctrl+C
@ Paste Chrl+y
& Delete Ctrl+Del
& Rename F2
ﬁ Move up Alt+Up
@ Move Down Alt+Down
4% Batch operations...  Shift+Ctrl+0
View Binds... Shift+Ctrl+B
&g Clear binds
¥/ Auto Create Shift-+Ctrl+4
&% subClass Shift-+Ctrl+5
Expand class Shift+Ctrl+E

& Create Class

Figure 21: Right click to Edit Form

C&*0 @ &

N
QR &&(QQ
&

i

* Once in the DefaultForm Edit view, you can easily create a form by taking form
elements from the Components Panel.

» Start by clicking the PLabel component from the Component Panel by using the area
in the form where you want to display it. Along with the PLabel component, you can
also include PEdit components by clicking the individual elements and then clicking

the area in the form where you want to display them. We will also have a PListBox
component in our form, so click on the PListBox component in the component pane
and click on the area beside a label.
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m @ Welcome h Untitled

[= standard Controls
4 PBitmap
O PButton
[X] PCheckBox
PComboBox
m PControl
abl| PEdit

N & Project Manager

8B FfF EEEE E &

PGrid
[ibj PGroupBox
L@] PImageList
Aa PLabel

PListBox
PListView
PMemo

@ PPaintCanvas

[] PPanel

@ PPrinter

[ PProgressBar

Figure 22: Place components

* To make our application more user friendly, we will change the Caption property of
our PLabel components so that a user can recognize them. While we are at it, we can
also create a caption or heading for form by changing the caption property of our

form.

@) Welcome

&; Project Manager

22 untitled
\%» DefaultForm
BB #F EHMEEE

g o

[ DefaultForm : PForm

2 gl <=
Property  Yalue

B B

|-/ Object
Name: DefaultForm
ClassName: PForm
-/ Alignments
Align: alNone
Anchors: akLeft|akTop
Appearance
Icons biSystemMenu|biMinimize |biMaximize
BorderSt bsSizeable
Caption: MyForm
Color: [ clBtnFace
Enabled:
[-] Font: [Tahoma,12,,cIBlack,,]
Name: Tahoma
Size: 12
Style:
Color: N clBlack

Figure 23: Change Caption property

*  We will also create a PLabel, mark it with Age caption and correspond it with a PEdit
object so that we can input the age of a person.
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[T PoefaultForm
[= standard Controls

21 PBitmap

3 PButton

[X] PCheckBox

PComboBox

abl PEdit
PGrid
m PGroupBox
PImageList

[ puistview
PMemo
@ PPaintCanvas

|_| PPanel

1% PPrinter

[0 PProgressBar
O PQuickButton
(& PRadioButton

EPCOnt'EL//‘ .

Aa PlLabel / p
PListBox

Figure 24: Final placement

* Lastly, we will add a PButton and set its caption property to Submit. A click on this
PButton will lead to the processing of the given information.

= Project Classes
[T poefaultForm

Standard Controls
2 PBitmap
O PButton
[X] PCheckBox
PComboBox
ﬂ PControl
abl PEdit
PGrid
[t] PGroupBox
PImageList
Aun PLabel
PListBox
[] pListview
PMemo
@ PPaintCanvas
[ PPanel
% PPrinter
B PProgressBar
O PQuickButton

Figure 25: PButton

As the form is now complete, we will now look at how to submit various input values so that
we can print the required output.
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|&; Project Manager

o & B x
@Project

<& Myapplication
= [C] pefaultForm
# EJ’ MenuBar1
Aa Labell
Aa Label2
Aa Label3
Aa Label4
abl Edit1
abl Edit2
=/ Script1
ListBox1
abl Edit3
& Memory1
At List1
(O Buttonl

7 DefaultForm

2% v2E &£& REL &3 *A & &

%

.
]

R R38R

Figure 26: Project Manager
* Double click the button object to create an OnClick event.

At st v
=/ (3 Button1 a4
é “f proc OnClick(Sender$) PR &

[ 4

Lo

Figure 27: OnClick event

* Drop a PVariable object from the Components Panel on the OnClick event. This
will create the definition of a new variable. Drop this new variable to the OnClick
event while holding the Alt key to create a new variable. i.e Variablel$. Doing this
would create a new code line using the variable so you can assign value to it and use it
for various actions.

&) PProperty ab| Edit1 v
S PVariable abl Editz 2
[~ CodeFlow =/ Script1 =
&) Break ListBox1 >
(@ Continue abl Edit3 =
& Exit & Memory1 =
@ For % List1 &
@ ForEach Button1 e
D I proc OnClickiSender$) ,v .
&) Return / 5 Local (Variablel$) : o 5
@ using / 3 variableis -; o >

&5 varobject

Figure 28: Drag a PVariable
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* Drop the Editl to the Expr property of newly created variable and select the Text
from the auto code complete box. Doing this will assign the text written in the PEdit1
object to the variable.

@ Welcome m compapp.prj _
&} Project Manager &7 DefaultForm ‘@ }ﬁ
7 - N— ~ D oo
$EB x 228 v2E S RT O VE2A D a B v
@Project v % 12 <= H B
<& Myapplication N " Property | Value
= [ pefaultForm sv & -] Parameters
Edit1§

[+ E;f MenuBar1 v expr:

E

Aa Labell
Aa Label2
Aa Label3
An Labeld
ab) Edit1
abl Editz
= Script1
ListBox1

ab| Edit3

B Memory1

At List1

O Button1

= “f proc OnClick(Sender$)

2 3 Local (Variablel$ :

v

Logic:
LogicAction;
LogicExpr: éa Text

- Action #0 MaxText
Operator: éa SelText
Action:

-/ Status
Operation:
Source:

$1 CanvasContext

AN

R3804

LN

@ text

[N

Figure 29: Drag PEdit to expr

* Do likewise for other PEdit objects also. After all the variables are created, make sure
you have all the PEdit objects in the respective Expr property of the declared
variables like you did with the first PEdit objects.

E @ Submit1
= vf proc OnClick(Sender$)
@ Local (Variableil$) ;
@ Variablel$ = Editl.Text:
Q Local (Variable2$§) ;
@ variable2§ = Edit2.Text;
S Local (Variable3$§) ;
@ Local (Variabled$) :
@ variable3$ = Edit4.Text;

R38R
B EEERENEN

* For the list box, drag a new PVariable to the OnClick event of the button and then
drag the newly created Local variable again to the OnClick event while holding the
Alt key. This would create a new variable.

* Drag the ListBox object to the Expr property of the newly created variable and select
ItemText from the code complete window.

If anytime while programming, you feel that you are redoing some steps, you can
also select the concurrent statements by pressing the Shift key and copy the
statements. Then paste them to create more such statements.
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g PConsole ‘J = Er MenuBar1 < P Property ‘. Value

[3) Puibrary Au First_Name1 @ -/ Parameters
[= Class A Last Namel @ expr: —V }ListBoxl .ItemText
i) PComponent AnSexl_ @ — & 'L' j.-—‘/ =

ogic:

B e : oY)

- abl Edit1 [ LogicExpr:

& PObject ab| Edit2 v - Action

PProperty @ ab) Edit4 Y Operator: 3

|g] Pvariable ListBox1 ) Action:
(5 CodeFlow = O Submitt v =l Status

S Break E “f proc OnClick(Sender$) rY & Operation: et
(> Continue [3 Local (Variablel$) ; € - Sl - _ —
G exit [ variable1§ = Editl.Text: @

@ For ; Local (Variable2$§) ; &

@ ForEach [@ variable2$ = Edit2.Text: @

4)@ If ; Local (Variable3$§) : &

S Return ; Local (Variable4$§) ; <

® using [§ variable3$ = Edit4.Text; 2 3

@ varObject | 3 Variable4$ = ListBoxl.ItemTexw: 4

Figure 30: Steps from 1 to 4

*  Now, we will have an If condition on the PEdit objects that inputs the age of a user.
This If condition will display a custom message depending on the age entered by a
user.

* For creating an If condition on PEdit4, drag and drop PEdit4 on OnClick proc. As
the Code Completion window appears, select Text. This will create an Edit4.Text
entry. Click on the entry and press Ctrl+I (This will make it an If condition).

(= dlass An Sex1 v
0 PComponent An Agel <
et ab| Edit1 v
& Pmethod abl Edit2 v
9 PObject ab| Edit4 v
PProperty Lis 1 <
@ Pvariable - ;
2 = @ Submit VR
[ CodeFlow = “f proc OnClick(Sender$) VA &
&) Break ) @
 Continue & @
& Exit #0 CanvasContext = el
& For ¢» CanvasContext Ly P
@ ForEach ‘&3 Text b @
D If & Text ) @
G Return é0 MaxText < &
® Using ¢ MaxText v @
@ VarObject i
# i o SelText v @
wWhil p—
© vihie M ¢ SelText v €
IB.Database A & @
Q ! Vi &+
o
e lamal Variaklan - [ Alakal vasll =

Figure 31: Drag operation

* Change the LogicExpr property of the If condition to <20. Doing this will check
whether the age input by the user is less than 20.
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Aun First_Name1 < - Parameters
Aa Last_Namel Y4 = ;::;ls |
S =
ﬁ ieg):l z Owner: éab| Edit4
Operation: |SetProperty
abl Edit1 v Source: iText
abl Edit2 v - Logic
abl Edit4 Y Logic: |Tf
ListBox1 & LogicAction: [
= @ Submit1 P Y /Y | LogicExpr: <20 |

= “f) proc OnClick (Sender$) Y =/ Action ,

Q Local (Variablel§) ; LY & - Ope‘rator: I

[@ variablel$ = Editl.Text; v @ pctions

Q Local (Variable2$§): Y4 &

[@ variable2$ = Edit2.Te ¥ @

Q Local (Variable3$§) ; Y &

Q Local (Variabl y: Y4 &

@ variable3§$< Edit4.Text; Y @

i@ Vari 48 = ListBox1S§: Y &

# @@ If (Edit4.Text < 20) i #

Figure 32: Change property

* If our IF condition holds true, we will print “eligible for the program”. For doing this,
create a new variable by dragging and dropping a PVariable to the OnClick Proc.
Now drag and drop the newly created variable back to the OnClick procedure while
holding the Alt key. Once a new variable is created, drag this variable on the If
condition. In this variable change the Expr property to “eligible for the program”.
Doing this will enable you to display this message if the condition holds true.

Variable2§ = Edit2.Text;
Local (Variable3$)

Local (Variabled$§) ;
Variable3$ = Edit4.Text;
Variabled4$ = ListBox1§:;
If (Edit4.Text < 20)
‘;VariableSS = "ineligible for the p'rogVa

&BEBenraA B @it ==|e 5
An Last_Name1 7 & Propertyj Value
An Sex1 < |- Parameters
T @ expr: "ineligible for the program"
abl Edit1 Y4 2 I.ogic
ab| Edit2 v
abl Edit4 v
ListBox1 v
= @ Submit1 v
Bl “f proc OnClick (Sender$) v
Local (Variablel$) ; 7
Variablel$ = Editl.Text: v Opcrations SetVariable
Local (Variable2$§) ; (2 Source: ; VariableS
4
4
4

a8 60 @) 69 69 69 @) 69 6

Figure 33: Change Expr property

* Just like the If condition we created in the step above, we will create one more If
condition that would check if the age entered by a user is smaller than 20 and display
a message accordingly.
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E @@ If (Edit4.Text < 20) v
SVariableE)S = "ineligible for the progefa
&g If (Edit4.Text > 20) <

SVariableSS = "eligible for the progragf”

AN

AN

Figure 34: Condition

* Now that everything is done, all we need to do is create a dialog box that would print

the message in a preformatted way. We would use ShowMessage () for this. Go to

OnClick proc and press Ctrl+Space to open the Code Completion window. In this
window, select ShowMessage(), and change its value to the variables you want to
display. For our example, we will use (Variable1$+" "+Variable2$+" is a

"+Variable4$+ " and is "+Variable5$).

=l “f proc OnClick (Sender$)

E:} ProcCall ShowMessage
{3} ShowMessage (value$ [, wvalue$

R R

ATTREEETERRRRR RN

L

Figure 35: ShowMessage in Code Completion window

An Sex1 - Property | Value
An Agel - Parameters
ab| Edit1 ;:I:,s
abl EaE2 ) Operation: |Proccall
Bt Source: jShowl-lessage
B ListBox 1
= O Submit1

B “f proc OnClick(Sender$)
@ Local (Variable1$) :
@ variable1$ = Editl.Text:
3; Local (Variable2$§) ;
[@ variable2§ = Edit2.Text:
@ Local (Variable3s) :
[@ Local (Variabled$) :
@ variable3$ = Edit4.Text:
; Variable4$ = ListBox1§;
1 8 If (Edit4.Text < 20)
% @ variabless - 1
E @8 If (Edit4.Text >

AR S

[ I

TN NNRRRRRRRR RN RN

Q Local (Variable5$§) ;
{ﬁ ShowMessage (Variablel$§

B0 808888

A

" " . Variable$
Figure 36: Change Value property

* Now, run the project and see it in action.

|Variable1§+" "+Variable2§+" is a "+Variable4§$+ "
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First Name Jhon

Last Name Doe

Sex [ET S -
Message @

Age
Jhon Doe is a Male and is eligible for the program

Figure 37: Output

In PIDE, you can have variables as well as strings in a same statement by using +
sign and enclosing the strings with quotes. For example “How are you today
»+Name$+” ?” may be printed as How are you today chuck?
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Creating Packages And Using Them In Your Applications.
Packages are important part of a PIDE project. Users can use PIDE to create applications
with various sources like pictures, videos, graphics etc that are stored in a single file. A
package will contain all the resources that a PPL application will contain. Given below are
the steps to create a package so that it can be used in your PPL project.

* Create a new Desktop Form project by selecting it from the Select New project
Type... window. For this press Ctrl+N key or Go to Files>New.

Select New Project Type... 3]
Search:
iDesktop Form v
Category:
: 3

(7] all Projects

.b ~ o !\ . J\
# = - -
— \ =

Code File Component Console Database Database Project  [BESAd all i)
Project
S [ — -
N
Desktop Game Empty Project Find Wizard Help File MenuBar Maobile Form
/‘.» = \\‘ J‘/ — =
A\ § —|
& 3 =L O =
T 2 =
Mobile Game  Mobile YGA Game Package PPL Class Procedural Report
Project
Shell SoundEngine  Wisual Component
Project
Description:

Creates a new form project

Help ] [ OK ][ Cancel ]

Figure 38: Create New Project

* Drag a PPackage object to the project area.
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[ Database
| & PDatabase
[X] PDECheckBox
abl| PDBEit
PDBGrid
& PDBNavigator
O PField
& PQuery
| PTable

[ Database Report

PBand

Aa PRDBText
PReport
[ PRShape
Aa PRText

[= File /"
{3 PPackage

iy PPackageFile

é PResource

5 Cnumns
<

Q

% Project

<& Myapplication

# [ pefaultForm

{3 Packagel

Figure 39: Drag and Drop PPackage

* Give a target location in the PackageFilename property of PPackage object

@) welcome | |z Untitled
& Project Manager

#EB x & €8 vOE &S BE L BE*EA & &

% Project

<& Myapplication
# [ pefaultFarm

¥ Packagel

Figure 40: Change Property

& &
{3 Package! : PPackage v
512 <= =
D vz >
Property ‘ Yalue
- Object
Name: Packagel
ClassName: PPackage
- Binds
Binds: ‘[D pbindobject, pbindvar ob...

- Package
| PackageFilename: |C:/PIDEsample/

Pac

* Specify a package encryption key in the PackageKey property under package section
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Drag a file from the windows explorer to the PPackage object and select the

component type as PPackageFile. Likewise, drag and drop as many files as you wish
to the PPackage object and choose the PPackageFile option in the component type

drop down box.

§ " PIDE - Untitled *
= [ [ Search File Run Tools Components Windows Help
DEe-dae o @ NeH 0 @Al L
Wt Print B E-mail |k Sharing Settings @ Burm &% components o @ welcome | |z Untitled
Size Rating [&] PQuery ~ |& Project Manager
[7] PTable =
L »9B x |8 t8 vom@
—_— —_— P— =
PBand & FEIAlSELAE & &
s =5] PR t
- : PR::” & PrileList
Desert Landscape Dock Forest e &
A PRText PimageList
[ Dialogs PMemory
PColorDialog » PPackageFile
[ PDislog & PResource
PFontDiang & PSurface
e — — [ PsaveDialog
ers Garden Green Sea Turtle  Humpback Whale > File
{3 PPackage
{1 PPackageFile

package.

@ Welcome m Untitled

I&; Project Manager

4EB x| 2 t8 vad
°@ B

&S DHEICISE
%Project

Figure 41: Drop Files

Using the “+” sign will expand the package and show all the constituents of the

Properties
'lﬁ Properties |0 Events
{3 Package1 : PPackage

[B1i2] <=

Property ‘ Value

| @ B

& MyApplication -/ Object
# [ pefaultForm Name: Packagel
= (¥ Package1 5 E:::“ame: PPackage
lj =g Binds: ‘[0 pbindobject,pbindvar object(s)]
i Image2 g
Xt PackageFilename: (C:\PIDE2\MyPackage.pkg
[ Old_Text1 A Eppe

Figure 42: Expand for constituents

After all the files have been added to the package, a user needs to compile the project.
Go to the Run menu and click on the compile option. Alternatively, users can also use
the F7 key to compile the project. After a project is compiled, the package file of the
project is recreated at the location where it was specified in the PackageFilename
property.
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Class rgatar Tools Components Windows Help

b @

@ welcome
I& Project Man
& B

S & B

& Project
& MyApplic
] pefaultr

b
b

BE 0/ R B 2

Run F5
Dedicated Run Ctrl+F5
Compile F7
Compile Release Ctrl+F7
Rebuild Shift+F7
Make Executable...

Stop Shift+F5
Pause

Step Over F10
Step Into F11

Run to Cursor Ctrl+F10

Toggle Breakpoint F9
Clear Breakpoints
Breakpoints... Ctrl+B
Profile

Profiling report...

Compiler Preferences...

Linker Preferences...

>

Properties

l@ Properties Iﬁ Events

{3 Package1 : PPackage
- @ule==|ee

Figure 43: Run the Project
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Creating Databases And Tables
Creating databases and tables with PIDE is a really easy job. A couple of drag and drop
operations is all you need to create your database driven applications.

There are three options to build a database with PIDE, users can either use a database, a
database project or a Desktop Form with a database attached to it.

Database - This project comes just with a database, tables and fields. Using this database,
you can add a database to your existing projects.

Database Project — This type of PIDE project comes complete with a database, tables, query
as well as a report. It also includes a Default Form object so that users can start right away
with their database enabled forms.

Creating Table In A Desktop Form Project

A Desktop Form is one of the most useable applications of PIDE. With a Desktop Form,
not only does it becomes very easy for a person to navigate through the application, it is
easier to understand and also serves the exact purpose why a Desktop Form is made in the
first place. By combining a Desktop Form with database, programmers are able to create
applications that can have dynamic nature and can work really well with data.

Given below is the procedure to create a table within a Desktop Form and use it to store
values.

* Create a New Project in PIDE by selecting File>New from the file menu and select
Desktop Form from the Select New Project Type... Alternatively, you can also
press Ctrl+N to being the Select New Project Type... window.

k Select New Project Type...
Search:

Desktop Form v
Cateqgory:

2] All Projects b

Code File Component Console Database Database Project  [BEats slaedi)
Project

=5 5 o B @ J

Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form

& 8§ 9 . & H

Mobile Game  Mobile YGA Game Package PPL Class Procedural Report

e 9

Shell SoundEngine  Visual Component
Project

Description:
Creates a new form project

[ Help ] [ OK ] [ Cancel

Figure 44: Creating new project
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* Select a Desktop Form project and open it in the Project Manager view

*  Once a new Desktop Form project opens, drag PDatabase Object from the
Components Panel to the Project Manager

& Break W EB X & & v&i

 Continue

&) Exit % Project

@ For &4 Myapplication
@ ForEach | & Databasel
2 If # [ pefaultForm

&) Return
% Using
@ YarObject
@ While

[~ Database
| i) PDatabase
n; PDBGrid
O PField
[B] PQuery
[ ] PTable

Figure 45: Drag a database

* Drag a PTable Object from Components Panel to the newly created PDatabase
Object

&) Break “.%@X&@@ V@

 Continue
&) Exit & Project
@ For &4 Myapplication
@ ForEach =l | 4 Databasel
8 If | Table1
&) Return ‘ DefaultForm
% Using
@) varObject
@ whie
[= Database
| & PDatabase
on; PDBGrid
O PField
[B] PQuery
| |PTable
[ File
[= PDirectory

Figure 46: Drag a PTable
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* Click on the PDatabase Object and set its filename property to a location where you
would like to store the database you are creating. Remember to save this file with a

.db or .sdb extension

H#EB x & 48 vPE S& [HE L I *TAEA & & [ 4 Database! : PDatabase 3
QProject < % 18 <= ® A
@ MyApplication v . Property l Yalue
=1 | 4 Databaset : - Object
[7] Tablet Name: Database1
) 2
# [ DefaultForm Select File... ClassName: PDatabase
I=I Binds
Look in: j My Computer Binds: ‘[D pbindobijec...
I-| Database
3% Floppy (A1) > Filename: Databas... [.]

5
f/) < Local Disk (C:)

My Recent “* Local Disk (D:)
Documents -)Shared Documents

= } () Administrator's Documents

Desktop

My Documents

1
%8
My Computer

— ‘31 File name: Database v
Files of type: les (*.db:* [ Cancel
;l My Network iles of type: Default files (*.db;" sdb) v

/1% Warnings (0)

Figure 47: Specify a filename

* Now, in the TableName Property of PTable Object, give a name to your table

$E8B x & 23 vOE &S BHE LB A B 2 EliMyTabl1 :F1abe -
%Project
& MyaApplication
= [ 3§ Databasel
[ | MyTable1
& [ pefaultForm

Pit == = B

Property ‘ Yalue

I-| Object
Name:
ClassName:

-/ Binds
Binds: ‘[0 pbindobjec. ..

|-I DataSet
Filter:
KeyFields:

=I Link
Linked:
MasterDataSet:
MasterFields:

=/ Table

TableName: ‘MyTabIel

Table1
PTable

O

Figure 48: Give TableName

* Drag some PField Objects to the table object to add fields to it.
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= CodeFlow A I&; Project Manager

&) Break =

 Continue wEB x & & ¢
&) Exit &) Project

@ For &4 Myapplication

@ ForEach =l | 4 Databasel

2 If =[] MyTablet

&) Return O Field1

S using O Field2

efaultForm

& varobject -
# ET MenuBar1

@) While
[ Database
| & PDatabase
on,; PDBGid
O PField
& PQuery
| PTable
[ File

Figure 49: Add PField object

* Click all the PField Objects and change their FieldName, FieldSize and FieldType
Property according to your needs.

4EB x 823 v2E &% HEE DA B 2 © Myl preid 4
%Project 12 512 <= 5 B
&b Myapplication v — Property}VaIue
2@ F)atabasel VAZ 1> -/ Object
= [ MyTablet Pa% Name: MyField2
O Field1 Y ClassName: |PField
O MyField2 VR I~ Binds
= (] pefaultForm v éhid Binds: |[0 pbindobiec...

# ET MenuBart 4 = 2 )
FieldName: |MyField2
FieldSize: 60
FieldType: |FeText

Figure 50: Specify Property

* In the data menu, Click on Create Database to create your database file in the
location specified earlier in the Filename Property. Alternatively, you can also right
click the PDatabase Object and select Create Database from Data to create a
database. Doing this would create a physical database that is blank and contains all
the tables and fields.
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Class @ Run Tools Components Windows F

y B E Create Database

[% Delete Database
B ® | — sled
| @| Populate objects from Database

@ & Populate objects from Query

o || Create Table 5 =
[%] Delete Table

& Myapplication
‘E] [:gl Databasel
B Dﬁyfablel
O MyFieldl
O MyField2

Figure 51: Creating Database

* Once you have created a database, you can double click the PTable Object to edit the
field values.

@ Welcome }3 Untitled h Untitled Properties
&% Project Manager & Properties |47 Events
“‘%@J X‘Q‘ﬁ&‘ VQ‘ [ TestTable1 : PTable
< L L [aw ) L L
A= =l
&é" D EIB% B grse =0
Project
ST [ T N —— ——— T
[+ a DefaultForm ¥ Name Aacive =
= dhain Deschenes  Hul:
5 [ testt Joe Bloe 0 TRUE
=/ | TestTable1 Steve McSween I15(1
0O Namel
0O Agel
O Activel

m

£\ Warnings 0) | )3 Compiler mess:

10101

Figure 52: Viewing Table

¢ If you want to build your SQL query visually, you can also drag a PQuery Object
from the Components Panel into the Project Manager or skip the next few steps to
print everything on the form by default through PDBGird.
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&G Exit

@ For HhEB x| &2 veE|
@ ForEach @ Project
2 If & MyApplication
&) Return 7] pefaultForm
S Using =l | ) Database1
@ VarObject =[] Table1
@ Whie 3 O Field1
[~ Database 1 O Field2
| | PDatabase ‘& Query1
gn, PDBGrid
O PField
[B] PQuery
[ PTable
[ File

Figure 53: Drag PQuery

* After dragging and dropping the PQuery to the Project Manager, go to the
Properties Panel and change the Database Property to a database that is already

created.
5{; Project Manager & Properties |0 Events
4$OB|x 228 vaE Bl P
&S BEICIGERPAIB & [Biz| === =
% Project 2 Property] Value
& MyApplication (4 - Object
# [ pefaultForm (7 Q Name: gmeny?
=l | & Database1 VA Caxsiamc ol

- - Binds

=[] Table1 inds: |[0 pbindobject,pbindvar object(s)]
O Field1 PR
O Field2 Va4 Database: | ¢ Database1

& Query1 VA Query:

Figure 54: Change Database property

* Now double click the PQuery Object to create a SQL query visually. Refer to the
next section(Using Visual Query)for in-depth knowledge on using the visual query
editor for writing visual SQL queries.
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[= Database

Visual Query

Oz &
Tables Builder |SQL | Result
[ITestTable |select

v|| & query 1

[E] Query 1

_
v TestTable _
V| Name

< 1

[.] All of the following are met

Criteria | Selection Grouping criteria | Sorting

TestTable.Name LIKE

Figure 55: Visual query editor

The database along with table and the query that we need to perform has been created.

Now we can use other objects like PDBGird to display the table the way we want.

&) Return

% Using :

@ VarObject & Que

@ while = 3 pef
o

| &| PDatabase B

on,; PDBGrid

O PField

B PQuery

| PTable

Figure 56: Insert PDBGird

After creating a database, you can drag the PTable to a PForm. The drag operation

will initialize the SmartMove feature which will ask you about the action that you
would like to accomplish. Here, Select ‘Add Grid to Control’ to create a table with a

grid view in your form.
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4B x 2 28 v2E &8 BE 0 3@ B %

% Project v
& MyApplication 4
=l | 4 Databasel
= || MyTable1 Y
| & MyField1 Py
iD MyField2 Y
= B DefaultForm Y gﬁ
= MenuBar1 v
= E Filel v
& Exitl 4

Figure 57: Drag table to form

$9B x 2 28 voE && HE 0 DA B &

% Project v
& MyApplication v

=l | 4 Databasel o v i i
= | | MyTablel R
O MyFieldt )
0 MyField2 2 Y

=] a DefaultForm Y & & AAAAAAAA
= v
[ add grid to contral 2,
Cancel v

Figure 58: Smart move

SmartMove feature in PIDE is very helpful in selecting the actions that would be
performed. Likewise, code completion window is a unique feature that would allow
you to better program while following visual programming.
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Using Visual Query(PQuery)

With PQuery, users can easily change the way their database is handled. Users can easily
create Select, Insert as well as Delete and Update SQL statements to manipulate their
database the way they want. Users need to run these SQL statements in your form and
PQuery is an object that will help them doing this.

In the example given below, we will use the database created in the above example and work
upon it to create an SQLquery visually. Follow the given steps:

* Drag a PQuery object present in the Components Panel to the Project Manager.

@ ForEach - W

ggm $EB|x 2 ed vad

%Using &&l -‘_f]i %50@@ .25

@ VarObject % Project v
@ while & MyApplication L4
[~ Database + [T pefaultForm

| & PDatabase 2 [F test1

EPDBGrid = [7] TestTable1 a4
AC] PField = O Namel a4
& | PQuery O Agel 7Y,
[ ] pTable \ O Activel F e
[ File | Query1 AL A
[ PDirectory

[ Prile

Figure 59: Drag PQuery

* Select your database name in the Database Property of PQuery. To do this, select
the PQuery, and select the database name i.e testl, in the Database property.

@ Welcome m Untitled Properties
&; Project Manager l@ Properties ‘47 Events
$9B x| a(¢8 vad B Queryt.: Py
N Y = =1 | = (T 2 -~ A . @
&&DECIeR A 2 Bi|==o &
% Project < Property} Value
& MyApplication < - Object ‘
# [] DefaultForm Name: Query1
L‘]t t ClassName: |PQuery
= 2 es |
. - Binds
= Tesflabled Binds: 3[0 pbindobject,pbindvar object(s)]
O Namel - Dataset
8 Agel Database: | Ztest1
O Activel Y Query: [ None
& Queryl . t @ testt

Figure 60: Select appropriate database name

* Double click the PQuery Object to open visual query editor.
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I&; ProjectManager |y o) Query B

wEB| x A‘DD &

& & | ® F | | Tables Buider |sqL
&) Project [(TestTable [Select—vj 5] query 1
&j MyApplication o] query 1 ‘
® ﬁ DefaultForm
= [F test1

= [7] TestTable1
0O Namel /
O Age
D/g;

[>] Query1

< m »
Criteria | Selection “ Grouping criteria | Sorting

E’ All of the following are met

Figure 61: Double click PQuery

* At the top, visual query editor has four buttons that are used to perform tasks like
new, open, save, and run.

Visual Query
| Tables Builder |sQL ‘
| |TestTable [SE|ECt Vl Query 1 |

Query 1

Figure 62: The four buttons of visual query editor

*  While the New Button creates a new query, the Save Button is used to save the
existing query in a .SQL format. All the SQL queries saved in .SQL format can be
opened in the visual query editor through the Open Button. Lastly, the Run Button
is used to execute an SQL query.
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Visual Query

L@«
Tables Builder |sqQL
[TestTable Select v|| [ Query1
[ ..[5] Query 1 ' I
[ Save SQL File =
\/ ) | | « Local Disk (C:) » PIDE2 » - [ 43 || search ol
File name: | -
Save as type: ‘SQL Files (*.sql) v]
¥ Browse Folders [ Save | l Cancel ’

4 m

Criteria | Selection 1 Grouping criteria I Sorting

[-1 All of the followina are met

Figure 63: Save file button

The main view of visual query editor consists of a Tables pane and three tabs. The

tables pane contains of the names of all the tables present in the database that was
associated with a PQuery Object.

* The first tab is the Builder Tab that allows users to build SQL query visually.

* The second tab is the SQL Tab that allows a user to write SQL query or modify a
SQL query created with the help of builder tab.

Visual Query

heB «

| Tables [ Buider | 5@t [Result
. |TestTable SELECT

TestTable.Name,

TestTable.Age,

TestTable.Active
FROM

TestTable

Figure 64: The SQI Tab

¢ The third tab is the Results Tab that shows the result of a query. After a query is

created, it should be executed by pressing the run button. The result of the query is
displayed in the Result Tab.
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Visual Query B
DB &

Tables || Builder 1 5| Result |
[ TestTable & . o
|Name =
P|Alain Deschenes
Joe Bloe
Steve McSween

Figure 65: Results Tab

* Users of PIDE2 can use the builder tab present in visual query editor to build Select,
Insert, Update and Delete SQL queries.

Visual Query
he@l «
Tables Buider |sQL | Result] —
[ ITestTable |Select vl E query1 |
Insert .
Updage v TestTable _ x
Delete
‘ v Name
v Age
v

Figure 66: Selecting Query Type

* The Criteria, Selection, Grouping criteria and Sorting Tabs can be used to build
advanced SQL queries.

PIDE Tutorial - Version 1.0 Page 39 of 209



Visual Query
he@
[ Tables || Buider |sqL [ Result]
%DTestTable [select - Query 1 |
--[3] Query 1 &

————————  ——
v TestTable ||

[V Name
| Age

< [ty

Criteria | Selection | Grouping ariteria | Sorting | I

|:, All of the following are met

Figure 67: Creating Advanced Query
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Using A Database Project

A database project is something that contains just the basic ingredients for creating a database
driven application. There are basically two ways of using a Database project.

Method 1: For creating customized applications and starting just with a database, its table
and fields.

* In PIDE, Press Ctrl+N or Go to File>New and Click on Database to create a project
with just a database, its table and two fields.

+# PIDE - Untitled
Edit Search Insert View Class Run Tools Components Windows Help

I [0 New.. s Ctrl+N | Select New Project Type... B
= Open.. trl+0
B Save Cirlss Ry search:
Save as... Data ¥
[E SaveProject Category:
@ Save Project As... (3 All Projects b
@ Import Project... \ - , - | -
’ " .
S Print CtrsP | 3T‘j‘1
. Code File Component Console  § | Database Database Project  Desktop Form
Exit Project
T o e} [
@ Whie @ f S [= @
= Database ”, 5 )
| & PDatabase ¢ oo .
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form

[X| PDBCheckBox
abl PDBEit _ ) - . —

[E3] PoBGrid @ L g Y . : E |
& G - (O] =
2 =

{&} PDBNavigator

O PField Mobile Game  Mobile VGA Game Package PPL Class Procedural Report
‘rb PQuery Project
[] PTable — -
[ Database Report l E
PBand
Shell SoundEngine  Visual Component
Aa PRDBText Project
PReport L
[ PRShape Description:
PR v Create a database object populated with a table and some fields.

Q

/1\ Messages Local Variables
= . Q[ setas defaut [ wep | [ ok ][ cancel

Figure 68: New Project

* Now that you have a database for your database driven application, you can easily add
other objects like form or create a game if you like.

PIDE Tutorial - Version 1.0 Page 41 of 209



[= File - I&; Project Manager

e %8B x(2( s vaE

& PResource S BHEC @R *A B &

(5 Forms =l | 4| Database1 PR
{3 pForm = [7] Table1 Va4
(= Menus O Field1 PR
S PMenu O Field2 PR
Ef PMenuBar a Eormi.

& PMenultem

Figure 69: Drag a PForm

Method2: Adding a database and all the related components to an existing project.

Many times, we start with a project and then want to add database functionality to it.
Instead of adding individual components like a database, its table and related fields,
PIDE provides you to add all that in a single go with the help of Database project.
While developing a Desktop Form project/Desktop Game project or any other such
project, press Ctrl+N or go to File>New and select Database project to automatically
create a Database and all its related elements in a single go!

@ Welcome |1 Untitled

Select New Project Type... [
& Project Manager
$EB| x|} 28| vaE =
R - § Database R
&S RHELEAB
Category:

&) Project

<& MyApplication

® [] DefaultForm s Cal
]
[

[Z] All Projects

@.L
H

Component Console Database Database Project  Desktop Form E
Project
; _ — -
= 1\
(52 “ U
ne Empty Project Find Wizard Help File MenuBar Mobile Form
< ¥ T v »
Description:

Create a database object populated with a table and some fields.

(] [

[ Cancel

Figure 70: Create new project
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|& Project Manager
OB x| &2 vaed
S REIESE *A & &

@ Project 14
I | 7| Database1 Va4 '
BEETS Y '
O Field1 Va4
O Field2 PR
@* MyApplication Y4
[©] pefaultForm v

Figure 71: Get database
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Using Database Project

A Database Project is the premier choice if you want to create a database driven Windows or
Windows Mobile based application. Just by a single click of a button, users can gave access
to all that they need to create a database driven application. A database project provides its
users with Database, PQuery object, PReport Object, as well as all the basic necessities of a
database like a table and fields.

* For creating a database project, Press Ctrl+N and simply select Database Project
from the “Select New Project Type” window.

Select New Project Type... )
Search:
Database Project v
Category:
(] All Projects -
T “ (- (= m
= o -
Component Console Database Database Project: Desktop Form =
Project
= _— 21
22 Z4)
¢ 3 3 5 ‘ N
e Empty Project Find Wizard Help File MenuBar Mobile Form
4 - " m - = »
Description:
Creates a full database project incduding the following objects:
- Database
Set as default Help ] [ oK ] [ Cancel

Figure 72: Create new project

@ Welcome

|& Project Manager

whEB x| XS vaaE

S& BHELCISE A @ &
& Project
<& MyApplication

# | 4 Database1
-b’ Query1

[+ Reportl

[+ a DefaultForm

R I8

&

Figure 73: Database Project
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Using The PGird And PDBGird

PGird and PDBGird are objects in PIDE that are used to impart a grid type layout to a
certain text. While they both are used to perform more or less the same thing, their
application defers as PGird is more focused on the layout of a text whereas the layout of a
PDBG:ird is related to the layout of table elements present in a database.

PDBG:ird is a very important object that is used for visually aligning table elements in an
easily understandable format. Given below are the steps that are required to create a
PDBGird as well as PGird objects in a PIDE application.

Creating a PGird Object

Creating a PGird Object is a simple to use procedure that both easy and effective one. With
the help of a PGird, we can add grid functionality to the application and use it for efficient
layout of data.

Given below are the steps to create a PGird Object in a database form:
* Start by creating a new Desktop Form
* Now drag and drop a PGird object on the Default Form
* For filling out the values, you can use the Text property of PGird.
* That’s it! Press F5 to run your application.

While we have created a PGird in the above steps, this PGird will do nothing because it has
not been programmed to do so. In the example below, we will create a PGird that mimics the
actions of a spreadsheet that can calculate the average of various columns with numbers.

To explain PGird, we will create an application that would allow a user to enter details about
some students and certain values based on the column headings and get a sum total.

Follow the steps given below:

*  Open PIDE2 and create a new Desktop Form project from the Select New Project
Type... window. Using Ctrl+N is the keyboard shortcut for displaying Select New
Project Type... window; alternatively you can also use File Menu>New.
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Select New Project Type... =]
Search:
Desktop Form v
Category:
(] All Projects -
- . = = E
] 3 §
‘ =
Code File Component Console Database Database Project  Desktop Form
Project
2 =
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form
-8 D 1
L
- —? fg
Mobile Game  Mobile VGA Game Package PPL Class Procedural Report
Project -
Description:
Creates a new form project
o] o) [ome
Figure 74: Create new project
* In the Project Manager, double click the DefaultForm object to open the Form
Editor.
$EB FF EEEE E & D]
'H@ DefaultForm =1 = =] ;
Figure 75: Form Editor
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*  We need to place a PGird on the Form. For doing this, click on the PGird object in
the Components Pane and then click at the place where you want to place the PGird
object. You can set the PGird according to your preference by dragging the borders
to the desired size.

& Project Manager | |\%» DefaultForm
$EB| FF E H E Al

-
0 DefaultForm f[:! rH_ED 224

>

(%) PMatrix
& PMemory
) PObjecttist
{ proint

~

= PScript 3 FES
2 PValue
% Pvaluelist

= Project Classes
] PpefaultForm

[ standard Controls
| PBitmap
O PButton
[X] PCheckBox
PComboBox
ﬂ PControl
abl PEdit
m PGroupBox

m

Figure 76: Drag PGrid

* Now, use the Text property of PGird to place appropriate heading for columns.

& ProjectManager | |\% DefaultForm @ Properties |47 Events
&%@‘Hﬁ‘ ‘w‘t‘&‘m‘ [E3) Grid1 : PGrid
& DefaultForm = 12 ] = ‘ g8
— — Property | Value
Grade Marks 1 |Marks 2 |Marks 3 | Total LineSize: 1
B ReadOnlyColor: [ dBtnFace
: * SelectedColor: | I chrighiight
A | Text: Grade,Marks 1,Marks 2,Mar... [;]l
1 TextColor: __EEEES
z TextSeparator: '
i Title:
Visible:
- Behavior
i
8 ColResize: O
ReadOnly: O
TabStop:
A B B D =
3 Binds: ‘[0 pbindobject,pbindvar object(s)]
State:
I~ Position
Height: 152
Help Left: ‘8
Top: 8
Width: 392
i-| Size

Figure 77: Text Property

* After filling out the columns in the text property of PGird, go back to the Project
Manager.
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&; Project Manager | ‘%z DefaultForm
wEB| xR ved@E S BHELCIGR*TA B &

% Project 4
<& MyApplication

S B DefaultForm
[+ E]’ MenuBar 1 (4
[ Grid1 £'Y

Figure 78: Project Manager

Note: You can also use the ColCount, RowCount and the ExtendedLastColumn property
to have more control over the layout of your PGird.

* In the Project Manager, click the PGird object and go to the associated events by
clicking the Events pane.

gf; Project Manager w 47 Events

AEB x |2 28 vam

~ Action

&8 REIE PR B & OnEnter
% Project ::OE:;t:ﬁon
/:j MyApplication OnCreate:

= ] pefaultForm OnDestroy:

[+ F—:':f MenuBar1 v @cm
Grid1 29 OnBeginEdit:
OnEndEdit:
Keys

Figure 79: Events Pane

* In the Events pane, double click OnEndEdit event available under the Content
column to create an OnEndEdit event.

&; Project Manager [y Properties | &7 Events
LEB x 228 vad S
&)&Digﬁ:‘@%@ 0@1@& OnEnter:
3 OnExit:
% Project Allocation
<& Myapplication OnCreate:
&=l (5] pefaultForm OnDestroy:
# Ef' MenuBar1 [Zf Content
[l [E3] Grid1 VR OnBeginEdit:
2 [Ef proc OnEndEdit (Sender$, Col$, Row$, Cancer$y OnEndEdit: Grid1.0nEndEdit
nKeyDown:
OnKeyPress:
OnKeyUp:

Figure 80: Create event

* Drag a PVariable to the OnEndEdit event and name the local variable appropriately.
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[ dlass - I& Project Manager

ﬁ PComponent

8B x &S vadE

A7 PEvent |

£3 prethod &% REIB @D A B 2

&% PObject L &) Project >
‘,,,%] Ef¥operty ‘ <& MyApplication &
‘;@f\fana_ble_ ,_‘; = ] pefaultForm
[ CodeFlow = MenuBar 1 v

S Break File1 &
 Continue P

& Else ®roc OnEndEdit (Sender§, Col§, Row$, Cancei$y &
B Else 1f % 13 Local (RowTotal$) ; PR @ |
&) Exit <

Figure 81: Drag PVariable

Now, drag a For loop on the OnEndEdit event and drag the PGird object to the
Finish property of For loop. This would result in a code complete window.

[= dlass +  |&; Project Manager

‘] PComponent
A7 PEvent

@B x| & 4d | va@

& Pvethod S RHEL @A B &

&2 Pobject

% Project v

m

& PProperty 1 <& MyApplication v

@ PVariable ‘ =l [£] pefaultForm

[= CodeFlow = = EF MenuBar1 v

&) Break
 Continue

Ly Else

B Else If

&) Exit
@ For

=hel
= [E3 Grid1 VA
= @ proc OnEndEdit (Sender$§, Col$, Row§, Cancer$y

&
2 @ Local (RowTotal$) ; Y &
@ for (0, 100, 1) 2 o

AR

@ ForEach

o 1f

&) Return

<§ Using

@ VarObject

@ While

Figure 82: Drag For Object
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@B x &(¢8 vaE
@Project

<& MyApplication
& (] pefaultForm

s Start:
# ET' MenuBar1
= Steps:
[l [E5] Grid1 Variable:

B @proc OnEndEdit (Sender$§, Col$, Ro
% @ Local(Variable1$)
Z
Z ®@for (0, 100, 1)

X

o Binds
& Creating

m

% Destroying
% Updating
éa State

éa Name

éa Owner

éu Components
éa Params

éa ID
romc=

o

Help ] [ Close

Figure 83: Set For properties

* Select RowCount in the code complete window.

- Parameters
Finish: 100
Start:
Steps: g
Variable: /# RowCount

* Select the For loop again and specify a variable in it.

@B x & ¢S vaE
S DHELIRR*TA B &

Q Project v
<& MyApplication Y

=5 péfaulﬁorm Y &
# Ef MenuBar1 v

= [ Grid1

@ for (y$, 0, Gridl.RowCount, 1) X%

A

Y
=] @proc OnEndEdit (Sender$, Col$§, Row§, Cancei$y ' I
; [3 Local (Variablel$) 4
’ @

In our example we will use yS$.

@For1
B|<==| @ B
Propertv] Value
- Parameters
Finish: iGridl .RowCount
Start: o
Steps: |11
Variable: lvs |

Figure 84: Change Property

* Alt + Drag the local variable to the For loop so that it comes below it. If the local

variable is not below the For loop, drag it there.
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@B x| &2 va@E
Sa RES S *PA R &

@ Project -
<& MyApplication B
= B DefaultForm ' Q: ......
MenuBar 1 3
= [E3 Grid1 P
= @ proc CnEndEdit (Sender$, Col$§, Row$§, Canceily

5 @ Local (RowTotal$) ;

E @ for (y$, 0, Gridl.RowCount, 1)
@ RowTotal$§ =;

NN

SN

Figure 85: Alt + Drop

* Change the Expr property of the dragged variable to 0. This would set the counter at

= L g
= [ Grid1 7Y Logic:
= @proc OnEndEdit (Sender$, Col§, Row$§, Cancei$y & LogicAction:
2 @ Local (RowTotal$) ; VA4 & LogicExpr:
B @ for (v$, 0, Gridl.RowCount, 1) VA% & | Parameters
% 3 RowTotal$ = 0; 29 # expr: 0
Owner: (3 RowTotal
- Status
Operation: SetVariable
Source: (3 RowTotal

Figure 86: Change Expr

* Drag another For loop form the Components Panel on the For loop available on the
Project Manager.

Q PComment - & Project Manager

R ook $9B x| 228 voE
5 clns YR

i) PComponent 3 & Project o

47 PEvent <& MyApplication v

§3 PMethod 1 @ D DefaultForm o ¢

& PObject MenuBar 1 v

&) PProperty = [ Grid1 ok

(3 pvariable = [Bf proc OnEndEdit (Sender$, Col$, Row$, Canceir$y &
[= CodeFlow g @ Local (RowTotal$) ; Va4 @
&) Break = @ for (y$, 0, Gridl.RowCount, 1) ¥ @
 Continue % [3 RowTotal$ = 0 Va4
U Ese ? @zor (0, 100, 1) 2 e |
85 Else I I .
& Exit

@ For

@ ForEach

Figure 87: Drop a For loop
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* In the Finish property of the For loop, write (Grid1.ColCount -1). This should be
enclosed within brackets so as to specify that it is not an Expression. Alternatively,
you can also drag PGird object, select ColCount option and add -1 to it later.

&; Project Manager |@ Properties |&7 Events

wEB x| &S vaE| ©for2
S& BHELC % A B & @i === =
@ Project < Propertyl Value

<& MyApplication
= [ pefaultForm

Gridl.ColCount -1

[+ EMenuBarl 4 Steps: .
= B3 Grid1 7Y Variable:
S| @ proc OnEndEdit (Sender§, Col$, Row$, Cancer$y
} B Local (RowTotal$) ; PR @
B @ for (y$, 0, Gridl.RowCount, 1) VA2
} (@ RowTotal$ = 0; PR @
§ @ for (0, Gridil.ColCount - 1, 1) Va2 @

Figure 88: Change Property

* Tweak the Start property of this For loop to 2 and set the variable property to x8$.
&; Project Manager ‘lﬂ Properties |47 Events

wEB x2S vah@E| ©For2
S& BECSETA @& & B ==|a &
@& Project v Property | Value
<& MyApplication < - Parameters
g a DersstForm o v i Finish: ridl.ColCount -1
# ET MenuBar1 Y Lstare - !
= Steps: 1
= [ Grid1 a4 IVariabIe: x$ I
= proc OnEndEdit (Sender§, Col$, Row$, Cancei$y
2 @ Local (RowTotal$§) ; VA @
B @ for (y$, 0, Gridl.RowCount, 1)
2 3] RowTotal$ = 0; ~ VA%
7 ®@for (x§, 2, Gridl.ColCount - 1, 1) p ¢ @

Figure 89: Change Property

* Drag the PGird object to the For loop. This would result in a Code Completion
window.
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MenuBar1 (4

=L Grid1 7Y
= @proc OnEndEdit (Sender§, Col$, Row§, Cancei$y
2 @ Local (RowTotal$§) ; R
B @ for (y$, 0, Gridl.RowCount, 1) PR
2 RowT?talS = Cl;» Y
2> for (x§, 2, Gridl.ColCount - 1, 1) » ¥
& Gridi$ .
éa Binds |
&¢» Binds
Q} BeginCreating
%) EndCreating
% Creating
% Destroying
Q‘; BeginUpdating
% EndUpdating
% Updating
q, Global Variables [Z (A\ -
Figure 90: Code Completion window
¢ Select Get(col$,row$) from the Code Completion window.
E]" MenuBar1 v
- [E Grid1 VA
= @proc OnEndEdit (Sender$, Col$, Row$, Canceir$y
2 @ Local (RowTotal$) ; R
B @ for (y$, 0, Gridl.RowCount, 1) P&
2 @ RowTotal$ = 0O; R
{ @ for (x§, 2, Gridl.ColCount - 1, 1) » ¥

#s GetColwWwidth (Col$)
%Get (ColS$, Row$)

Figure 91: Select option

* Select the new Gridl.Get(col$,row$) and set its col as well as row property to x$
and y$ respectively.
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S8 RELCISE*A @ &« (Big|<==|a =
@) Project v Property | Value
<& MyApplication ) -/ Parameters

&=l 5] pefaultForm S o

E]’ MenuBar 1 Y4 L rttes : y3
= [ oridt PR Aethoa:
= @proc OnEndEdit (Sender§, Col$, Row$, Cancei$Z, & Operator: =
2 @ Local (RowTotal$§) ; 4 = Logic
E @ for (y$, 0, Gridl.RowCount, 1) & Logic:
} B RowTotals = 0: 7 LogicAction:
E @ for (x$, 2, Gridl.ColCou 1) p & LogicExpr:
? ElGridl.Get (x$, ¥$): 29 @ | [ Result
= Result: ‘
-/ Status
Operation: MethodFunc
Owner: [E5 Grid1
Source: Get

Figure 92: Change property

* Now, change the Operator property of Grid.Get(x$,y$) to += and drag the
RowTotal$ variable to the result property. This would increment and store the result
to this variable.

Project Mana r ‘{? Properties ’ﬁ Events
3 Grid1.Get1
&8 REIB DA B 2 B === o
% Project & Property [ Value
<& MyApplication ) =/ Action
S| a DefaultForm & Q i@ Action:
T I Operator: +=
[+ E MenuBar 1 (4 3 =
S - Logic
= [ Grid1 v g
= @ proc OnEndEdit (Sender$, Col$, Row$, Cancel$y LogicAction:
2 @ Local (RowTotal$§) ; < LogicExpr:
= @ for (y$, 1, Gridl.RowCount, 1) v - Parameters
% B RowTotal$ = 0O; & Cok: x§
B @ for (x$, 2, Gridl.ColCount ) < o Row: v$

- Result

RSSS

5 RowTotal$ += Gridl.Get (x$, ¥S$):

Result: ‘ RowTotal$
- Status
Operation: MethodFunc
Owner: Grid1
Source: Get

Figure 93: Drag RowTotal$

* Drag the Grid1 object to the parent For loop and select the Set(col$, row$,value$)
option. This would result in a Gridl. Set(col$, row$,value$) code.
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|& Project Manager
@B x| &¢svad@

@ Project (7
<& MyApplication Y
S B DefaultForm

MenuBarl <

= _Gl’idl ‘)‘ 2 <
= @ proc CnEndEdit (Sender$, fZol$, Row$, Cancei$y
Z @ Local (RowTotal$§) ; R
E @ for (y$, 0, Gridl.RowCount, 1) PR

]
?. VA%
= 1) p ¥
% SetFocus

Va4

% SetRect (r$)

%} SetBounds (1§, t$§, w$, h$§)
'@} SetColWidth (Col$§, Width$§)
Q; Set (Col$, Row$, Value$)

Figure 94: Drag and Drop

* Select Gridl. Set(col$,row$,value$) and drag the PGird object to the Col property
and select ColCount from the Code Completion box that appears.

& Project Manager [g Properties [£7 Events
“89B(x|aes vad pRasse
&8 HECI®RE*A & & B <==|= &
% Project < Property] Value
<& MyApplication Y =) Parameters
= B oefautForm L, o diE Col
EME el — = - Value:
2 Gﬂdl —— - 29 | |- Status i:ﬁ ColCount
= @ proc OnEndEdit (Sender$, Col$, Row§, Cancei$y & Operation: . 3
E‘ @ Local (RowTotal$§) ; VA2 & Owner: ‘
B @ for (y$, 0, Gridl.RowCount, 1) VA% @ Source:
¢ @ RowTotals = 0; 7% ®
B @ for (x$, 2, Gridl.ColCount - 1, 1) ]
2 RowTotal§ += Get (x$, y$): 7Y ]
% Gridl.Set (Col, Row, Value):; Y 8

Figure 95: Drag operation

* Change the Row property to y$
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@ Project & Property | Value
<& MyApplication ) -| Parameters
= [ pefaultForm v & Cal- l“."" Al _CalCount
@ T MenuBar1 ) I Row: y$
Value: [Value
e L - Status :
H proc OnEndEdit (Sender$, Col$§, Row§, Cancei$y Operation: ‘MethodProc
;‘ 5 Local (RowTotal$§) ; Y Owner: !Gridl
= @ for (y$, 0, Gridl.RowCount, 1) Y Source: |Set

2 3 RowTotal$§ = 0O; Y @
B @ for (x$, 2, Gridl.ColCount - 1, 1) p ¢ @

2 RowTotal$ += Get (x§, ¥$): 2 &
2 Gridl.Set (Gridl.ColCount, Row, Value? \} @

Figure 96: Change Row property

* Change the value property of Grid1.Set(Grid.ColCount,y$,value$) to RowTotal$ /
(Grid1.ColCount - 2) + "%". This will divide the value in the RowTotal variable
with that of the total number of columns with numerical values in our grid.

Grid1.5et1

$EB|x & ¢8| vad

H& BHELCI @A @ & Bi|==|a 6
@ Project & Property | Value
.) MyApplication < - Parameters :

g B DefaultForm PR & Col: ;Gridl .ColCount
# ET MenuBar1 & Rows s -
= Value: | RowTotals / (Grid1.ColCount - 2) + *%" |
= Grid1 Y e

S| proc OnEndEdit (Sender§, Col§, Row$, Cancei$y - Operation: |MethodProc
2 ; Local (RowTotal$§) ; 7Y Owner: gGridl
B @ for (v$, 0, Gridl.RowCount, 1 7Y Source: Set
2 ; RowTotal$§ = 0O; 7Y
E @ for (x$, 2, Gridl.ColCount - 1, 1) » ¢
% RowTotal$§ += Get (x$, ¥$): VA

AN

fZ] Gridl.Set (Gridl.ColCount, y§, Value)s &7

Figure 97: Change Property

*  We will also need to round off the values and for that we will use the RoundEx
method. To round the value to nearest two decimals, we will enclose the value

property with RoundEx(value,2)+ "%"".

| @ =

(312 <=

Property i Value

-/ Parameters

Col: Gridl.ColCount
___Row: VA

Value: lRoundEx (RowTotal$§ / (Gridl.ColCount - 2), 2) + "g"
o Status

Operation: MethodProc

Owner: [EEGrid1

Source: Set

Figure 98: CHange Value property

e Save your project by pressing Ctrl+S or go to the File Menu>Save. Give an
appropriate name in the Save As.. window and press Save to save the file.
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File | Edit Search Insert View Class Data Run Mobile Tools C¢

0 New. alsN D R @ T ™0
= Open.. Ctl+0 welcome |
& save Ctrl+S Project Manager ‘
B seveas.
X
[& SaveProject @@l l¢|f‘| ol
% Save Project As... &| E l E| @3 3 _?
@ Import PPL1.x Project... PRdEct
MyApplication
& Print Ctrl+P DefaultForm
Exit MenuBar 1
= [ Grid1

= @proc OnEndEdit (Sen
Local (RowTotal$§)

NN

Figure 99: Save Project
* Run the project by pressing F5 on the keyboard.

& DefaultForm
File

Grade HMarks1 HMarksZ “MarksS HTotaI

1 80 70 60 70%
2 77 66 55 66%
3 87 65 68 73.33%
4 54 72 94 73.33%
5

62.67%

Figure 100: Output
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Creating a PDBGird object

PIDE Users can use a PDBGird object to add grid access to a table and its columns.
PDBGird not only allows a user to determine the layout of the data contained in a table, it
also allows for easier readability of the data for a user. Not only is a user capable of showing
data present in the table as a grid, he/she also gains the capability to display headings, column
headings and manipulate table data with the help of PQuery object.

The PQuery object can be used to create queries that run on a table, these queries can be
attached with PDBGird so that data returned by a query is displayed in a PDBGird as a
programmer wants. Follow the steps given below to create a PDBGird object:

* Start with creating a Desktop Form project. For doing this, press Ctrl+N or go to
File>New and select Desktop Form project from the Select New Project Type..

window.
Select MNew Project Type... XS
Search:
lDesktop Form v
Cateqgory:
| (] all Projects -
i e -
| | | | . _'~-—=-J
Code File Component Console Console Database Database Project
Project
S [ @ =
l O, 5 )
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
=25 J/ s (T !
. )
MenuBar Mabile Form Mobile Game  Mobile YGA Game Package PPL Class
Description:
Creates a new form project
Set as default | Help . 0K Cancel

Figure 101: Create new project

* Create a new database and then attach a table to it. Refer to tutorial given above for
creating a table with data. In this example, we will use the same database created
before in the earlier example.
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e 5 = ; —
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@ Project File Edit View Favorites Too
<& Myapplication )
[T DefaultForm @ Back ~ (@4 ~ \ﬁ V&

\ Address ’_‘j D:\Database
T~ est.db
 @Data Base File]
| E ]

Choose component type for “test.db™

_y | 4| PDatabase
[ PFile

) PFileList
& PMemory

3 PPackageFile
&, PResource

Figure 102: Drag Database

* Importing our database to the project will result in placement of the database on the

project.
[ @Project 7
<& My#pplication v
(] pefaultForm
B
=[] TestTable1 R
0 Namel Va4
O Agel Va4
O Activel Va4

Figure 103: Database with tables and columns

*  PDBGird provides users with the facility to print elements in a table on screen in a
grid like format. For printing our table in the database, we will drag the table on the
DesktopForm object and select Add Grid to control from the context menu that
appears.
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Figure 104: Drop database to Default Form

&S HREC LA E 29-
@Project

<& Myapplication
B DefaultForm

gff [Select smat move toapply |

El[ "] add grid to control

Cancel
O Agel

O Activel

Figure 105: Smart Move

* Once PDBGird is available on the form, you can edit its properties to make it more

suited for your application.

% Project v
<& myapplication <
= (] pefaultForm

E’ MenuBar1 v
TestTable_Grid! P
= [ test1 PE7Z
=[] TestTable1 VA2
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O Agel Y
O Activel Va4
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Name:
ClassName:

- Alignments
Align:
Anchors:

-/ Appearance
BorderStyle:
Color:
Enabled:

ExtendLastColu...

FixCol:
FixRow:

Font:
HighlightColor:

HighlightTextCol...

IntegralHeight:
LineColor:
LineSize:
ReadOnlyColor:
SelectedColor:
Text:
TextColor:
TextSeparator:
Title:

Yisible:

TestTable_Grid1
PDBGrid

alhone
akLeft|akTop

bshone

[ clwindow
[pfont]

N clHighlight
[ cHighlightText
B cGray

1
[ clBtnFace
N clHighlight

. clBlack

)

Figure 106: Change properties
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* That’s it! Save your project by pressing Ctrl+S or go to File>Save As.. to save the file

on the hard disk.

Edit Search Insert View Cli
[ New.. Ctrl+N
= Open.. Ctrl+0
B Save Ctrl+S
% Save as...

[E SaveProject

D SaveProject As...

@ Import PPL1.x Project...

& Print Ctrl+P
Exit

Figure 107: Save project

* Press F5 to run the program.

'& DefaultForm
File
| | |
| Alain Desc... 5 TRUE
. Joe Bloe 10| TRUE
Steve MC... 15 1

Figure 108: Output
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Using The Report Builder

Report builder is a tool that allows a user to create reports based on the data present in a
database. After a database is created, we can easily create a report and then use that report to
display data in a summarized form. The Report Builder contains various bands that are used
to display data in the desired format. Given below are the various bands used with a report
builder:

* PageHeaderBand: This is the band that describes the page Header for a report
* HeaderBand: This Band determines the Header section of the report
* DetailBand: Shows details
* FooterBand: As the name suggests, this band is present at the footer of the report
* PageFooterBand: Use this band for describing the page footer in a report
There are two ways to create a report builder:
Method1: Creating a standalone report builder and using it to create further projects.
Start PIDE and press Ctrl+N or go to File>New to create a new project.

* Now in the create Select New Project Type window, click on the Report icon.

Select New Project Type... )
Search:
Report v
Category:
(_] All Projects -
9 }= In l = N\
é\*su <N € @_ »
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form
f’g - - ==
- L — |
(o —
n w ==
Mobile Game  Mobile VGA Game Package PPL Class Procedural Report
Project

Description:

Creates a report object with default report bands.

Setasdefault‘ Help J | oK |] Cancel

Figure 109: Create new project
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* This will create an empty project with just the report and its associated bands.

@ Welcome m Untitled

&; Project Manager

@B x &4 vPESSEDBELCH*A | &

= [E Report1 298
PageHeaderBand1 Y
HeaderBand1 Va7
DetailBand 1 Y
FooterBand1 Y
PageFooterBand 1 > F

Figure 110: PReport

Now, you can drag various objects from the Components Panel and use them in conjunction
with the report builder to create a solution with custom reports.

Method2: If you are using a current project and need to add a report to it, you can press
Ctrl+N and select the Report option in the Select New Project Type window to create a
report object with the existing project.

NeEB x| & ¢ ved
S REFBEEPA R &

&) Project 4
-l |z£] Report1 R 3:&
PageHeaderBand1 a4
HeaderBand1 R
DetailBand1 Y
FooterBand1 R
PageFooterBand1 Y
<& MyApplication Y
® [F] pefaultForm v &

Figure 111: PReport in existing project

Method3: Using Database Project. With database project, users will be able to create
automatically generated copy of reports in their database driven forms. This method requires
minimum configuration and is best suited for creating one click database applications.
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@B x|&tsvad@

&S BELCSRE*A @ &
@ Project
<& MyApplication
| | Database1
[®] Query1
= Reportl
|| HeaderBand
= | | DetailBand
A Field1
| | FooterBand
D DefaultForm

ERLHER IR R RS Y ES

Figure 112: PReport with Database
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Using PValue, PList, PValueList And PObject Objects
Using PList

A PList is an object that can be used to hold a number of string or numerical values. Users
can use PList to insert, append as well as delete values as they like. Apart from this, users
can also use PList object to search, sort as well as get the values as text format. Given below
is an example that would allow you to understand PList in a better way. In this example, we
will sort five values according to their alphabetical order:

*  Open PIDE2 and create a new Console project from the Select New Project Type...
window. Using Ctrl+N is the keyboard shortcut for displaying Select New Project
Type... window; alternatively you can also use File Menu>New.

Select New Project Type... =]
Search:
Console v
Category:
[_] All Projects v
5 = — - : = =
15— ‘ | i :}s
. | — ]_'u»—“J
Code File Component Console Database Database Project  Desktop Form
Project
= == —~ 2 =
% o ® A
o / L5
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form
/e ¥ y ‘r: ]
"‘ M’ ™~ /{'_ ' | m— |
), L ~ afe’ (== ‘_l
Q . 2% & (==
Mobile Game  Mobile VGA Game Package PPL Class Procedural Report
Project -

Description:

Creates a console type project

Set as default Help ] [ OK l [ Cancel

Figure 113: Create new project

* In the Project Manager, drag a PList object from the Components Panel and place
it above the project DefaultConsole.
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5 PResource - &f; Project Manager

[= Forms

=5 »8B(x 228 vad
5 Mems &8 HEEen A B 2
& PMenu % Project

Ef PMenuBar <& MyApplication

& PMenultem AT’ List1

S prL ' DefaultConsole
PArray
B pasm
A% plist
(%) PMatrix
& PMemory
&) PObjectList
{4 PPoint
| PRect
=| PScript

% Pvalue

2% pvalueList

m

Figure 114: Drag PList

* Now we will create an OnCreate event on DefaultConsole. We need to create an
event that will trigger an action after our objects have been created thus, we will use
an OnCreate event. OnCreate event can be created by two ways; either by double
clicking the DefaultConsole object or by selecting OnCreate in the Events section of
the right click context menu of DefaultConsole.

[& Project Manager
cEB x & 48 vaE|
&8 REBSR*PA B &
%Project
<& MyApplication
2 List1
EgDefaultConsole

2 &proc OnCreate (Sender$§)

P E A x @ & @R

7

Edit

Data

Events

Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Delete Ctrl+Del
Rename F2
Move up Alt+Up
Move Down Alt+Down

Batch operations... Shift+Ctrl+O

Figure 115: Create Event

I@ Properties ‘ﬁ Events
g DefaultConsole : PConsole

(B2 == = &

Propertyll Value

-/ Object
Name: iDefauI
ClassName: 1PCon54
Allocation
&% OnCreate /0 pbinc

& OnDestroy
eVi.. |[]

* Now drag the PList object on OnCreate event. This will lead to a Code Completion

window.
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P&' Project Manager

@B x| & td vaE@
S BRELCIGPA B &

@ Project
<& MyApplication

| Afiist1  —

= DefaultConsole

2 &proc OnCreate (Senders$)

& List1$ |
. o Binds -
&¢» Binds
‘ Q} BeginCreating
Q} EndCreating
‘ % Creating
% Destroying
‘ Q} BeginUpdating
Q} EndUpdating
‘ % Updating

>

m

| A -~

1@

Help ] [ Close

Figure 116: Drag PList

¢ Select Add property from the Code Completion window.

&
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2% List1 PR
= DefaultConsole P Y
; &proc OnCreate (Sender$) R

SN

&y Update (event$, index$) -

Q} Clear

% AssignList (1§)
% Assign

@ AddList (1§)

%} Last —

I
@& Ada 4 '
% Update (event$, index$§) 3
$a Value =)
¢ Value
A A— =
o

Help } l Close

Figure 117: Select Add in Code Complete window

* Click List.Add() and write a value in its Expr property.

&% Project Manager & Properties |&7 Events
588 x| 228 v2@ st
YEECCYEEEY: it == o
@ Project < Property‘ Value
<& MyApplication ¥ =/ Parameters
2% |ist1 vy expr: |First]

-/ Status
= DefaultConsole 2

e ) Operation: MethodProc
B ? proc OnCreate (Sender$) e AsList1
{ @tListl.Add("Fizst"); 2 PRy Add

Figure 118: CHange Property

* Similarly, drag PList object on the OnCreate event and select the Add property from
the Code Completion window. Writing another value in the Expr property of this
List.Add() element will result in creation of one more value in the PList object.
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&; Project Manager ‘@ Properties |47 Events

“EB x| 228 va@ Qs acce
S RELCIeETA B 2 @i === B

@ Project 2 Propertyl Value

<& MyApplication 1 L) Parameters

Af Listt PPy expr: ‘Second
Il Detxdforeole Operation: MethodProc

= &proc OnCreate (Sender$§) Ovll)vner' ’ At List1

A+ Listl.Add("First"); Source: Sd

&

[ESSSSSSS

4% Listl.Add("Second") ; Y

Figure 119: Change Expr Property

* We can create as many values in the PList object as we want.

|& Project Manager
$EB (x| 28 vaE
Qe REESEAPA R &

&) Project

<& MyApplication

2% List1

S DefaultConsole

= &proc OnCreate (Sender$) 7Y
AfListl.Add("First"); PR
4+ Listl.Add("Second"); PR
g Listl.Add("Third"): Y
4+ Listl.Add("Fourth"); PR
g Listl.Add("Fifth"); Y

Figure 120: Add List

*  Now we will sort the values stored in our PList object. For doing so, drag the PList
object on the OnCreate event while holding the Alt key on the keyboard. This will
allow us to use the object when the DefaultConsole is created. The Alt+drag
operation will result in a Code Completion window.

PIDE Tutorial - Version 1.0 Page 69 of 209



l& Project Manager

@B x| & 4s vaE

&& REEIeE*A B &
2::;:“cation With Alt Key ot

= B pefaultConsole

= & proc OnCreate (Se
& Listl$ | -
#0 Binds L AE
¢ Binds

% BeginCreating
% EndCreating
% Creating

% Destroying

% BeginUpdating
& EndUpdating
% Updating

A -~

>

Help ] [ Close

Figure 121: Drag with ALT key

* In the Code Completion window, select Sort property.

Qproject
<& MyApplication
% List1
= B pefaultConsole
B & proc OnCreate (Sender$§) Y
7
Va4
% SortList -
Y
1 Sorted ) o
¢ Sorted XY
’ 1 N 4 :
Sort
J % | Y & |

Figure 122: Code Completion window
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@ Project

<& MyApplication

a4 |ist1
= DefaultConsole

=] & proc OnCreate (Sender$)
A+ Listl.Add("First");
Af Listl.Add("Second");
2¢ Listl.Add("Third");
g Listl.Add("Fourth"):
2t Listl.Add("Fifth");
A2 Listl = new PList
A+ Listl.Sort():

Figure 123: Sort list

- JE R BE BN BN BN BN

* Now we need to print our PList. For printing the values, we will use the help of

PrintLine command.

* Click OnCreate event and press Ctrl+Space bar to bring Code Completion window.
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|&Pf°iectManager|
wEB| x| &S vaE
S&EBHELCISEH A & &

&) Project v

<& MyApplication v
2% valuelist1

PDefaultConsole

<& PApplication
&% Pobject
PBindObject
PBindVar

& PCustomList
At PList

& PArray

(X) PMatrix

) PObjectlist

Aéd e - -

Q@

Help ][ Close

Figure 124: Code Complete window

* Select PrintLine object and drag the PList object to the Value property of PrintLine.

&y Project Manager |

wEB x| & 4d va@E

HS& BHECI&EPTA & &
QProject &
<& MyApplication »

2% valuelist1

PDefaultConsole

Figure 125: The value property
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fé} Project Manager [ﬂ Properties ‘ﬂ Events

HOB| x| &S| veE S pefaultConsole. PrintLine 1
S8 DHELCI®E*A & & Bui|=== =
@ Project Property ‘ Value
<& MyApplication &) Parameters
Attt A —p ‘value
& - Status -~
=] © pefaultConsole - o ti
eration:
= &% proc OnCreate (Sender$) Ovpvner: 1 Binds 4
& Listl.Add("First"); Source: #s Creating

& Listl.Add("Second"): s Destroving

A £

A+ Listl.Add("Third"); o o
At Listl.Add("Fou ™
& Listl.Add("Fifth"); 9 o éa State
& Listl.Sort(); ) Py €9 Name
PrintLine (value) ; PR @ éa Handle
€9 CommandLineVisible
éa Text
€9 Value
Q@

Figure 126: Change the value property

* The drag operation above will result in a Code Completion widow; select the Text
command in it. Doing this will pass the text of PValueList to the PrintLine method
which will then print it on the screen.

BB x ‘ & 42 ‘ v & ‘ S pefaultConsole.PrintLine 1
&&REBeBPA B 2 @it ==|o o

& Project ) Property | Value

<& MyApplication = Parameters

A% |ist1 h ) [Value
B E DefaultConsole 2 Siztus_

Operation: 3
= &;proc OnCreate (Sender$) T |‘7&1 TEIxE
&+ Listl.Add("First"); pran

/

% & Listl.Add("Second") ; @
7 atrisci.add("Thiza"); o @
7 atrisci.add("Fourch v o
7 atrisci.ada(rifcan); v ®
g &t Listl.Sort(); v @
g B printLine (Value); VA4 @

Figure 127: Add Value

e Save your project by pressing Ctrl+S or go to the File Menu>Save. Give an
appropriate name in the Save As.. window and press Save to save the file.
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Edit Search Insert View Class Data Run Mobile Tools Components Windows Help

[ New.. Ctrl+N @ e ® 0 Qe
= Open.. Ctrl+0 Welcome h Tut2.prj i Tut3.prj
& save Ctrl+S Project Manager
Save as...
x V nﬂ
S EB8 x| &4 veéE
@ Save Project As... &)l&ﬁt‘ﬁ‘%@ o@‘@l‘&
@ Import PPL1.x Project... QProject W
<& MyApplication Y
@ Print Ctr|+p f&: List1 <
Exit B pefaultConsole v &
— v = &proc OnCreate (Sender$§) (4
@ Pasm A% Listl.Add("First"); v @
2 PList 4+ Listl.Add("Second"); Y &
(x) PMiatrix A Listl.Add("Third"); v @
& PMemory 4+ Listl.Add ("Fourth"); v &
) PObjectiist A4 Tistl.Add("Fifth"); ¥ @
{j i = &t Listl.Sort(): ) @
PRect O printLine (Listl.Text); ¥ @

=l pQrrint

Figure 128Save Project
* After saving the project, press F5 or run the project to see the output.

& Console

File Edit
Welcome to the PPL Console

Fifth
First
Fourth
Second
Third

Figure 129: Output

Note: By placing the PValueList before DefaultConsole, we are assuring that PValueList is
created before DefaultConsole when the project compilation happens.
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Using PValue

Just like a PVariable, PValue object can contain either a numerical value or a string value.
Using PValue is a great way to use methods like Uppercase, Random etc to your
application. Given below is an example that will show you how to use PValue as a container
for various values and tweaking them with its help. In the example given below we will
convert a string of alphabets in lowercase to uppercase with the help of PValue:

* Open PIDE2 and create a new Console project from the Select New Project Type...
window. Using Ctrl+N is the keyboard shortcut for displaying Select New Project
Type... window; alternatively you can also use File Menu>New also.

Select New Project Type... ]
Search:
Console v
Category:
[Z] All Projects v
Q 3] 2
- -
Code File Component Console Database Database Project  Desktop Form
Project
S = = 2
&) -

Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form

'g y \ ==
|4 L0, [—
(o) =
L' ‘Qy v"‘ I_-;JJ
Mobile Game  Mobile VGA Game Package PPL Class Procedural Report
Project -

Description:

Creates a console type project

Set as default i Help ’ | 0OK I ' Cancel

Figure 130: Create new project

* Create an OnCreate event on DefaultConsole. We need to create an event that will
trigger an action after our objects have been created thus, we will use an OnCreate
event. OnCreate event can be created by two ways; either by double clicking the
DefaultConsole object or by selecting OnCreate in the Events section of the right
click context menu of DefaultConsole.
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SSE BELCRFPAR 29~
@Project

<& MyApplication

1= B DefaultConsole

‘ Edit »

Z &proc OnCreate (Sender$) @ :

‘ | g Data 4
47 Events ‘ Allocation
¥ cut Ctrisx [ OnCreate
& Copy Ctrl+C & OnDestroy
B Paste Ctrl+V [

Figure 131: OnCreate event

e After an OnCreate event is created, drag a PValue object on it. This will create a
PValue object declaration and also trigger a Code Complete menu.

% pList SS&S HECERFPAIR| 29~
{(X) PMatrix @) Project

& PMeTnory. <& MyApplication

) PObjectList = B pefaultConsole

h PPoint &proc OnCreate (Sender$)

NN NNNNY

PRect 2Va1ue1 = new PValue
|=| PScript
| 7 Pvalue I
2% pvalueList
[= standard Controls
(3 PButton Q} BeginCreating
[X] PCheckBox Q) EndCreating
PComboBox L #s Creating
&} PContral #s Destroying
abl PEdit Q} BeginUpdating
[Z] PGrid
E A & EndUpdating
[*"*] PGroupBox E # Updaca
tir
PImagelist pisitiinl
Aa PLabel éa State
PListBox 3
PListView
PMemo
@ PPaintCanvas

Figure 132: PValue

* In the Code Complete menu, select value. This would create a valuel.value=;
statement.
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S BELCISTA @ 29~

% Project

<& MyApplication
= Q DefaultConsole

BN

= &proc OnCreate (Sender$)
%Valuel = new PValue
= ~ e —

Ja Value
& Value

&y saveToFile (Filename$)
d% Divide (value$§)

Figure 133: Value property

* Click on the newly created Valuel.value=; statement and change its Expr property to

"this all is in small but not for long".

$EB| x| & a2 vad
S BELEREFAIB 29~
QProject
@, MyApplication
= & pefaultConsole
= &)proc OnCreate (Sender$§)
%Valuel = new PValue

ONNNNNNNNNNNNNN

v
v
o &
Y
Y

%Valuei.vélue = "this all is in small but not for long;;jr <

8 o

% Value1.Value1

(@it ==|a o

Property ‘ Value

I~/ Parameters
expr: "'this all is in small but not for long™
=/ Action

Operator: =
= Logic

Figure 134: Change Expr property

* Now, click on the OnCreate event and press Ctrl+Space bar to trigger code
complete menu. Select ShowMessage() from it. This will be used to display the string

in Uppercase in a message box.

= B pefaultConsole

= & proc OnCreate (Sender$)

ENNNNNANNNA

{73 ShowMessage (value$ [, value

u ShowStatusWindow (visibleS$)
f= ShowModal (hwnd$,
F* ShowWindow (hwnd$, showwindo
E} ShowFPS (visible$, color$§)

controlhwn

E} ShowSprite (spritehandle$§, vi

f33 ShowConsole

{3 ShowConsoleModal

§33 ShowCommandLine

Figure 135: Select ShowMessage
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Drag the Valuel object to the value property of ShowMessage and select UpperCase

&

(&g <=

Property —aioe

I-| Parameters

L[]
from the code complete menu that appears.
S BRELCGREPA @ 29~
@Pro}ect 4
<& MyApplication
=] E DefaultConsole

S| & proc OnCreate (Sender$)
% Valuel = new PValue

A

E} ShowMessage (value) ;

9 Valuel.Value = "this all is in small but not for long"; p ¥

va value

P Y i

‘) = -/ Status .

Zz Operation:

2 Y Crrteas #s Updating -

éa Value ‘

3 Resource

(f‘.‘g UpperCase |
[#% Absolute

?}3 Truncate

% Sinus

Figure 136: Change UpperCase from Code Completion

That’s it! You are ready with an application that converts lowercase letters to

uppercase by using PValue. Save your project by pressing Ctrl+S or go to the File
Menu>Save. Give an appropriate name in the Save As.. window and press Save to

save the file.

[Fle] Edit Search Insert View Class Data Run Tools Components Windows Help

D New... Ctrl+N |
= Open.. Ctrl+0
Save Ctrl+S
Save as...
I\n] Save Project
& saveProject As...
@ Import PPL 1.x Project...
S Print Ctrl+P
Exit
Z=| PScript
Se. pvalue

A¥ pyaliel ict

OUUNNNNNNNNNNNNNNNN

cRI@ N0 @l
@) Welcome | 3 Untitled | |z Untitled

Sf; Project Manager
H$EB X et E | vedE
S8 RECI®EPAIR 29~
&) Project
<& MyApplication
= DefaultConsole
S| &; proc OnCreate (Sender$§)
% Valuel
?;Valuel.Value = "this all is in small but not for long";
E} ShowMessage (Valuel.UpperCase) ;

8 8

new PValue

Y

8 8

Figure 137: Save Project

Press FS to run the project and see the letters in uppercase.
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P T
[ File Edit
Welcome to the PPL Console

THIS ALLISIN SMALL BUT NOT FOR LONG

Figure 138: Output
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Using PValuelList

Like the name suggests, a PValueList is a PList object that contains PValue objects in it.
Given below is an example that will convert two PValueList values to uppercase.

Open PIDE2 and create a new Console project from the Select New Project Type...
window. Using Ctrl+N is the keyboard shortcut for displaying Select New Project
Type... window; alternatively you can also use File Menu>New also.

Select New Project Type...

Search:

@

Console
Category:
2] All Projects

| L . ~
- o | |-
- -
& M =2 =
Code File Component Console Database Database Project  Desktop Form
Project
. — — ~ =
52 - LS
Desktop Game Empty Project Find Wizard Help File MenuBar Mobile Form
g, 74y @ 7= ==
(S, (R ™ age’ —-=
@ 2 & ==
Mobile Game  Mobile VGA Game Package PPL Class Procedural Report
Project -

Description:

Creates a console type project

Help ] [ OK l [ Cancel

Figure 139: Create New Project

In the Project Manager, drag a PValueList object from the Components Panel and
place it above the project DefaultConsole.
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Q Components n @ Welcome h Untitled
E PSaveDialog < &; Project Manager
[ File | | | |
@B x| &¢d| vPHHE|

&P PPackage
dPPad(ageFile &&J‘E__“%@ QQ‘@‘&
&, Presource % Project

= Forms <& MyApplication

] pForm 2% Valuelist1

Z Menus DefaultConsole
S| PMenu
PMenuBar
& PMenultem

[= PPL

(5 PArray
2 pasm

A% Plist

(X) PMatrix
& PMemory
) PObjectList
{3 Proint

m

| A4 pyalueList
[= Standard Controls
| PBitmap

Figure 140: Drag ValuelList

* (Create an OnCreate event on DefaultConsole. We need to create an event that will
trigger an action after our objects have been created thus, we will use an OnCreate
event. OnCreate event can be created by two ways; either by double clicking the
DefaultConsole object or by selecting OnCreate in the Events section of the right
click context menu of DefaultConsole.

|5f; Project Manag'er |l? Pr
cEB x & vd@E 8 oef
S&EBELC@*A @ & | 14

% Project

<& MyApplication Edit
2% Valuelist1 [§ Data
= DefaultConsole

&

7 - 47 Events
4 & proc OnCreate (Sender$) — .
2 % cut Ctrl+ X iy  OnCreate ]
% Copy Ctrl+C & OnDestroy !
[% Paste Ctrl+V
#  Delete Ctrl+Del
& Rename F2

Figure 141: Create OnCreate Event
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* Drop the PValueList object on the OnCreate Object. Doing this will allow us to
specify actions on the creation of DefaultConsole.

@B x| & ¢e @

S BEILCISE*A @ &
%Project
<& MyApplication
2% valuelist1

= DefaultConsole

2 &proc CnCreate (Sender$)

& ValuelListi$ -
% BeginCreating
Q} EndCreating
% Creating

m

%} BeginUpdating
@3 EndUpdating
% Updating

éa State

¢ State

#a Name

Ao v

O

Help ] [ Close

Figure 142: Code Completion window

* The Drop operation will result in auto Code Completion box. Select Add in it as we
have to add values in it.
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|&; Project Manager

@B x & 4s vaE

S BHELCISETA @ &
@Project
<& MyApplication
2% valuelist1

S| DefaultConsole

%

& proc OnCreate (Sender$§)

SN

& AddList (1§)

& Add

% Add (value$)

Figure 143: Select Add

Enter the Value you want to give to your first value in the PValueList. To do this,

select the newly created PValueList.Add object and change its Value property to the
test you want it to show.

@) Welcome | |23 Untitled

Properties
&% Project Manager ’Lﬁ Properties ‘4‘7 Events
HEB x| &S| vSE 2% valuelist1.Add1
&&REIBIGE AR Mg ==|s o
& Project ) Property | Value
<& MyApplication & =/ Parameters

2% Valuelist1
= B pefaultConsole
= &; proc OnCreate (Sender$)

%ValueListl .Add ("CD's"):

value:

D's
Operation: MethodProc

Owner: 2t Valuelist1
Source: Add

NN

Figure 144: Change Value Property

The above steps mark the creation of a list value in our PValueLise object. Now we
will learn how to add one more object in our list.

To add another object in the PValueList, drag the PValueList object to the
OnCreate event and select Add from the Code Completion window. Change the text
of the value property to create yourself another list value.
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&; Project Manager ‘[ﬁ Properties ‘ﬂ Events
wEB x &¢s vadE

% valuelist1.Add2

$& DE B A B 2 [Dit|==| o o
@) Project v - Property | Value
<& MyApplication < =/ Parameters

2% valuelist1 value: ‘DVD s

B DefaldtConsole

= &pr c OnCreate (Sender$§)
3 “c’: ValueListl.Add("CD's"):
g ValueListl.Add ("DVD's");

Operation: MethodProc
Owner: £ Valuelist1
Source: Add

LESSSRREES

Va4

Figure 145: Change Value Property

* Again, follow the same procedure of dragging and dropping the ValueList object on
the OnCreate procedure and selecting Add from the Code Completion window. One
can create as many list values as he or she likes by following the steps given above.
After all the other values have been created, we will have to make them in Uppercase
with the use of Uppercase property.

|&; Project Manager

@B x &4 vaHE
S BHELCI @A & &

&) Project &
<& MyApplication <
2% valuelist1 Y
= DefaultConsole RAE
= &proc OnCreate (Sender$§) VA%
4 ValueListl1l.Add("CD's"): <
g ValueListl.Add ("DVD's") <
g-{ ValueListl.Add ("Mp3 Players"):; 4
‘g__ ValueListl.Add ("Music cassettes"):; 7
At vValueListl.Add("Digital Music"):; Y

Figure 146: Project View

* A list contains various items and this for making each and every item in uppercase,
we will have to convert each and every item to Uppercase. For doing this, we will
have to use the ForEach loop. This loop will perform a specified action for each and
every item in the PValueList. Drag the ForEach loop from Components Pane to the
Project Manager.
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E) PComponent - l& Project Manager

- yooom $9B| x| 228 val

&Pobject &&‘E’]__l‘%@‘}@!@[&

& PProperty | Q Project o

@ PVariable 2 <',} MyAppication >
E=tnderion A4 valueList1 )

S Break S| g DefaultConsole o9 E&

® Continue = & proc OnCreate (Sender$) Y @
b Else 4¢ ValueListl.Add("CD's"); ) @
m Bse If g ValueListl.Add("DVD's"):; < &
9 Bt g ValueListl.Add ("Mp3 Players"): Y i
oFor ’&’;ValueListl.Add ("Music cassettes"):; Y4
a EaEa g ValueListl.Add("Digital Music"); Y4
?@If \ @ foreach (()) Y

Figure 147: Drag ForEach

*  We will specify the PValueList list to the ForEach loop through the Expr property.
Drag the PValueList object to the Expr property.

& Project Manager (? Properties ‘47 Events

$86 (x| 2|¢d va@E Orortac
™ [F = Y 14| g " B
S& RELCI®E A B & Bi|==|z =
Q Project < Property‘ Value
<& MyApplication & -/ Parameters
A% Valuelistl o: . T
Mo — _ s =
=] g DefaultConsole P! ()
=] proc OnCreate (Sender$§) #3 Binds D 4
% gValueLiscl.Add (NG s® ) & % Creating |
% Atal. i ("DVD's") -
; G\al.ze]:.:Ls't::L..lldd ("DVD's") ; < & % e .
% 'gValueLiscl.Add["I-Ip3 Players"); Y4 @ N =
| iyt . #s Updating
% "¢’_ValueI.:Lstl.Add["l-[‘.:s;c cas < ]
| = 5 : ) 1 State
; GValueLJ.sc:L.A‘:id|,"D‘. > Music"); 4 &
% @ foreach (()) e P éo Name
H
g 8 printLine (ValueListl.Text): < ] éo Items
% IndexOf (value$§)
% Index
% Next
- -
Q

Figure 148: Drag PValueList

* In the Code complete window, select Items.
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&% Project Manager EZ Properties |47 Events

%8B x 228 vad Ot
& BEICen*A B & Bu|==|= =
Q Project Y Property ‘ Value
<& MyApplication i ) Parameters
Act Valuelist1 expr: ValueListl.Items
=] DefaultConsole Outvets
=] e?;proc OnCreate (Sender$) Y o Items
&% ValueListl.Add("CD's"); v FE— =5

4% ValueListl.Add ("DVD's");

g ValueListl.Add ("Mp3 Players"):; (4
g ValueListl.Add("Music cassettes"); v
% ValueListl.Add("Digital Music"):; 7
0 foreach (ValuelListl.Items) Va4
@ PrintLine (ValueListl.Text); 7

&
@
@
@
@
@
@
@

AAAEEEEEEIAAAREEEREUAARRRRRRRRAAS

Figure 149: Select Items

* Drop the PValueList object to the ForEach loop. This will bring a Code Completion

window.

& Project

<& MyApplication

2% valuelist1
B DefaultConsole

= & proc OnCreate (Sender$)
A% ValueListl.Add ("CD's");
4% ValueListl.Add("DVD's");
g ValueListl.Add("Mp3 Players"):;
"‘c’: ValueListl.Add("Music cassettes"):;
4f ValueListl.Add("Digital Music");

(WF

4

& ValuelListl$ -
é1 Binds =
&» Binds

m

% BeginCreating
% EndCreatin

% Creating

% Destroying

% BeginUpdating
% EndUpdatin

% Updating

A -~

Figure 150: Code completion window

& 8 & & & & & @

* Scroll to Items property from the list and click on the green arrow pointing towards

right. This will again bring a Code Completion window.
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2% valuelist1
= DefaultConsole

= & proc OnCreate (Sender$§)
g ValueListl.Add ("CD's");
2f ValueListl.Add ("DVD's");
g ValueListl.Add ("Mp3 Players");
AC’-. ValueListl.Add("Music cassettes"):;
g ValueListl.Add ("Digital Music");
O
]
— | é0 Items
¢ Items
¢ Items @A/

Figure 151: Select Items

* Select the Uppercase property in the new Code Completion window.

2% valuelist1
= DefaultConsole

S| & proc OnCreate (Sender$§) VR
4f ValueListl.Add ("CD's"); Y4
2f ValueListl.Add ("DVD's"); &
g ValueListl.Add ("Mp3 Players"):; Y
2f ValueListl.Add ("Music cassettes"); <
@f ValueListl.Add("Digital Music"); v
] PR
== &

' s UpperCase

Figure 152: Select Uppercase

* Now we will have to display our PValueList values in the screen. For printing the
values, we will use the help of PrintLine command.

* Click OnCreate event and press Ctrl+Space bar to bring Code Completion window.
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l&; Project Manager

@B x &4 vaE

% Project
<& MyApplication
2% valuelist1

= B pefaultConsole
(=] & proc OnCreate (SenderS}

B

-0 DefaultConsole$
<4’ Pipplication
&% PObject

& PBindCkject

& PBindVar

& PCustomList

4 PListc

& Pirray

{X) PMatrix

ﬁ PCbjectList

S éd e - -

Q

Help ] [ Close

Figure 153: Code Complete Window

& &\ @

Select PrintLine object and drag the PValueList object to the Value property of
PrintLine object.
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|&; Project Manager
wEB x| &4 vaeddE

YYEIIEEYEL BT
% Project
<& MyApplication
2% ValueList1

= B DpefaultConsole

&

=) proc OnCreate (Sender$) Va4
5 oSt , = A
7% 4 &
? V4 (74
7%
? 7Y
* | & PrintLine (value$)
Figure 154: Select PrintLine
&% Project Manager B Properties ‘ﬁ Events
&g & @i % ‘ &1 ﬂ G i ) & ‘ B pefaultConsole.PrintLine 1
& REGIDTAI B 2 [it|==|a o
% Project < Propertv[ Value
<& MyApplication ) -| Parameters
A% yalueListl - vt f \
=] DefaultConsole = zhh':ﬁo"_
S| &)proc OnCreate (Sender$§) Oz:ier. : % Creating -
% %ValueListl.Add (®CD's™):> @ Source: % Destroving
% %Valuel’.istl.}‘sdd ("DVD's"); k] % Updating
2 gValueListl.Add["l-Ip?: Players"™); v @ Tataca
7
; gValuel’_istl.Add["l-[:s;c cassettes"); v @
% as i (n e éa Items 3
4 &:ValueListl.Add("Digital Music"); 2 8 E
=] o foreach (ValueListl.Items) v @ % —
2 ¢ ValueListl.Items.UpperC v @ %o Get (index$)
2 Printline (ValueList1$) - PE% @ % count
0 Items

% Get (index$§)
A -

@

Figure 155: Change Value property

* The drag operation above will result in a Code Completion widow; select the Text
command in it. Doing this will pass the text of PValueList to the PrintLine object

which will then print it on the screen.
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& Project Manager [ﬂ Properties |47 Events

BB x| &S| vdHHE S DefauitConsole.PrintLine 1
S BELC @R *A & & Bi|==a o
@ Project < Property ‘ Value

<4* MyApplication - Parameters

! — HValueLiscl .Text

A% valuelist1 = Satus -
| =) & pefaultConsole e b :
== ST Operation: =
= elﬁ proc OnCreate (Sender$§) Owner: é0 Text
'&-‘;ValueLiscl.Add ("CD's"™); Source: ]

’&’,_ ValueListl.Add("DVD's"):

g ValueListl.Add ("Mp3 Players"):;
g‘lalueLiscl .Add("™Music cassettes");
% ValueListl.Add("Digital Music");

0 foreach (ValueListl.Items)
2

I

% &tValueListl.Items.UpperC
3 g PrintLine (ValuelList1§); Y

s 866860

e

Figure 156Change the Calue property

e Save your project by pressing Ctrl+S or go to the File Menu>Save. Give an
appropriate name in the Save As.. window and press Save to save the file.

Edit Search Inset View Class Data Run Mobile Tools Components Windows

D New. N b BRI @NTH 0 @ P
= Open.. Ctrl+0O Welcome |L Tut2.prj

Save Ctrl+S Project Manager

Save as...

B x| & ¢8| vad@

D 4 i

Save Project

= SaveProject As... & BHELESRE A & &
'[3 Import PPL 1 Project.. % ERect
<& MyApplication
& Print Ctr+P At yalyelists
Exit B pefaultConsole

- = & proc OnCreate (Sender$§)
& Eise 4f ValueListl.Add("CD's");
B0 Else I &% ValueListl.Add ("DVD's") ;
9 gt At ValueListl.Add("Mp3 Players");
Q For g ValueListl.Add("Music cassettes");
@ ForEach A% ValueListl.Add("Digital Music");
9@ If = 0 foreach (ValueListl.Items)
&) Return

AN

'&-{ ValueListl.Items.UpperCase()

% Using

R AL

AN

Pi‘intl;ine bf&iiuetistl .V'Iext:.’ )i

Figure 157: Save project

* After saving the project, press F5 or run the project to see the output.
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& Console

File Edit
Welcome to the PPL Console

CD'S

DVD'S

MP3 PLAYERS
MUSIC CASSETTES
DIGITAL MUSIC

Figure 158: Output

Note: By placing the PValueLise before DefaultConsole, we are assuring that PValueList is
created before DefaultConsole when the project compilation happens.
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Using PObject

Being a base class of all the objects in PCI (PPL Control Library), PObject is an important
object but its use is more or less restricted to being a base class for other objects only.
PObject can also be used to create a custom class component PObject as a basis. Given
below is an example that will allow you to create a custom class that will have Username and
Password as properties and will also have VerifyPassword as a method.

* Create a new component project. For doing this, click on the File>New menu item or
press Ctrl+N on the keyboard to bring the Select New Project Type... window. Now
select Component Project in this window and press OKk.

Select New Project Type... =
Search:
Component Project v
Category:
] All Projects -
- . y = - f
% 2 F
A e C =
Code File Component Console Console Database Database Project
Project
S [ ; =
€
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File

9 3

MenuBar Mobile Game  Mobile VGA Game PPL Class Procedural
Project

Description:

Creates a new component project. The component will be visible in the Components palette in the visual design
environement.

Set as default OK ] [ Cancel

Figure 159: Create new project

* Delete the MyComponent object as we need to create our own class.

PIDE Tutorial - Version 1.0 Page 92 of 209



wEB| X222 $ | vaH
SS BRENE @A @ 29~

% Project ¥

Figure 160: Delete Object

Now drag a PObject object to the Project Manager and name it MyClass. For doing

this press F2 on the keyboard while the PObject is still selected and change the name
of the object.

= fion l& Project Manager j
3 Folder

& Namespace HEB X eI v HE
Q PComment 2 &S DHECSEFPA B 29
PConsole % Project 7

=] PLibrary

o3, Object1 sv 8B |

A7 PEvent
{03 PMethod
& Pobject
& PProperty
PVariable

Figure 161: Drag PObject

I& Project Manager \
hEB x| & a8 vaE
&S HELCI A 2D~

% Project v

| &Y MyClass Rz -

Figure 162: Rename
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Now drag two PProperty objects to the MyClass object so that they become its child

objects.
3 Folder - =
e $EB| x| & @t vad
@ PComment E &&Ji_ﬁf}_—\j%@ Q@i@i&:‘gv
PConsole &) Project >
|Z] Plibrary = & MyClass PRE
(= dass Property1 VR
2 PComponent Property2 PR
PEvent
§03 PMethod
&4 Pobject
PProperty
S Pvariable

Figure 163: Drag PProperty to Project Manager

Rename the first PProperty object to Username and the other to Password. Press F2
on the keyboard to do so.

$EB x| @t S| vHE
$&RHE D AR aS-

&) Project v

= &) MyClass AE
Username Va4
Password PR

Figure 164: Change PProperty Name

After renaming both the PProperty objects, drag a PMethod object to the Project
Manager and rename it as VerifyPassword.

$& BEBE DA B eI~

Q Project v
= &Myclass Va4 @&i
UserName Y
& Password PR
§03 VerifyPassword PR

Figure 165: Drag PMethod and rename it

After all the components of the class are declared, click on the Class menu item and
select Create Class.
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View Data Run Tools Components Windows Help

| B (&b CreateClass ll 5
& Inherit... —
n f gUntntled
= E «/ Auto Create Shift+Ctrl+A
@5 SubClass  Shift+Ctrl+S
B Epand class shifts it I & | v &
- A RE 0 %E *AB aS-
%Project Y
= & MyClass PR
Username PR
Password PR
{3 VerifyPassword R

Figure 166: Create Class

¢ Clicking on the Create Class menu item will create a MyClass custom object in the
Components Panel that can be used in the project. This component can be used in
your code and will automatically have username as well as password as its property.
The VerifyPassword method can be used to verify the password entered.
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Creating A Game Visually

PIDE can be used to create a game visually. Creating a game without using any coding means
that you will be able to create as well as run the game just by using drag and drop features of
PIDE. Given below are the steps used to create a game visually through PIDE:

* Start by creating a new project and select a Desktop Game project in the Select New

Project Type..
Select New Project Type... X
Search:
»Deskl:op Game |
Category:
] all Projects v
N p ' ' |
& - s_ . -
— L;‘J L,AJ
Code File Component Component Console Database Database Project
Project Project
R .
x
Desktop Form Desktop Game Empty Project Find Wizard Help File MenuBar
7 o | r(~0}
S S W =
Mobile Form Mobile Game  Mobile YGA Game Package PPL Class Procedural
Project
- - —
Report Shell SoundEngine  Wisual Component

Project

Description:

v Create a desktop game

[ Help ] [ OK ][ Cancel ]

Figure 167: Create New project

*  Once a new Desktop Game project is created, add a PSurface object to it by
dragging and dropping the PSurface object to the surfaces folder. A PSurface is an
object that contains a bitmap that is attached to a sprite.
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m @ Welcome h Untitled
PListBox N & Project Manager

[] pListview . )
EE] pMemo wEB x & 8 vPHE H& BHEL &E*@ & &
&7 PraintCanvas &) Project v
["] PPanel <& Myapplication

@ PPrinter 3 Data

B PProgressBar MainSoundEngine

@D PQuickButton = 3 Surfaces

& PRadioButton \ = Surfacel

[ PShape 3 Mg

] PStatusBar

@ PTimer

G| PToolBar

O PToolButton

[1': PTreeView
[= Swirl

& PGameForm

\% PGMap

'j PMusic

@ PPhysicSprite

) PSound

PSoundE

£ Psprit

) psurface

& Pworldsprite

Figure 168: Drag Psurface

* Double click the PSurface object and choose an image from your computer. Once
you have chosen image is included in the bitmap, close the surface editor.

My Recent
Documents

My Network
I

application_cof

ﬁapplication_edit

ﬁapplication_enterprise_v B

ﬁapplication_new
“application_run
napplication_server
napplication_view

Inl:narcor.le
Inbaseball
Ini:uattery
Imt:uint:n:ular
'ﬂblackboard
Tbol

'nbomb

THbook_blue

D ¥

ColorMask:

[ ——
3] - object
Name: Surfacel
ClassName: PSurface
-/ Appearance

clFuchsia

ﬂ box

n box_edit

n box_into

n box_new

ﬁ box_out

ﬂ box_software
ﬁ box_tall

ﬂ box_view

n brain

n branch

n branch_element
ﬁ branch_view

ﬁastrologer ﬁbookmark bl ﬁbrickwall

atom nbooks_blue ﬂbrickwall_warnir
uband_aid 'nbooks_blue_edit ﬂbriefcase
< >
Flenams: |bomb 3
Files of type: lAlI (".pna;”.gif."jpa;" jpeq;”.bmp) v Cancel

(48x48)

Figure 169: Surface Editor

¢ Expand the maps folder and click the PGameMap Object to open the Game Map.
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* Create a Sprite object by double clicking the PSprite object on the Game Map. A
Sprite is used to display the surface has a lot of attributes that can be used to
manipulate how objects in game behave.

r“}’ PPaintCanvas @

PPanel
x% PPrinter
[0 PProgressBar
O PQuickButton
(¢ PRadioButton
[ PShape
| PStatusBar
¥\ PTimer
G| PToolBar
3 PToolButton
ﬁ‘: PTreeView
= Swirl
& PGameForm
PGMap
) PMusic
\';‘; PPhysicSprite
) PSound
PSoundEnghe
£ PSprite
PSurface
& PWorldSprite
= Unknown
| PDbNavigator

Figure 170: Drag PSprite

* While the Sprite object is still selected, go to its properties and specify the surface
you created earlier in the Surface property.

hEB FF EHEHEE E & A ¥ spritet : PSprite

Bis| =@
Property | Yalue

- Light
Light: -1
LightRadius:

-| Offset
AutoOffSetX:
AutoOffsety:
OffsetX:
OffsetY:

- Position
AutoScrollX:
AutoScrolly:
FixedX:
FixedY:
Height:
LayerIndex:
Left: 8
Top: 8
Width: 32
20rder:

- Surface
AlphaSurface:
Alphawhite: |
Index:

Surface: Surfacel P
%\‘ None
5,182,18.88 fps v Tilex:

Tiley: . i

ROO

Figure 171: Select Surface Property

PIDE Tutorial - Version 1.0 Page 98 of 209



* Now we will create an event that would allow us to perform actions according to
mouse movements. For implementing a move movement event, right click on the

GameForm object and select OnMouseMove event from the Events tab.

4B x & 28 vEE &S BE

E&3*@ @ «

@ Project v
<& Myapplication ———
b o, 47 OnEnter
&7 OnExit
MainSoundEngine Allocation
[ 3 surfaces 47 OnCreate
§ ::::::fl 47 OnDestroy
Pt Collision
= 3 Maps 3§ onColide
& GameUl Keys
= % GameMap 47 OnKeyDown
£ spritet 47 OnKeyUp
&, MyGameForm Mouse
@ Edit » &7 onMausehctivate
| & pata * 47 onMouseDown
%7 Events Y 47 OnMouseEnter
£7 OnMouseleave
&) Copy rHC 1 o OnMousellp
B paste Cr+Y | 2% onseroll
X Delete Ctrl+Del Paint
& Rename F2 | onPaint
? Move p Alt+Up Position
£7 OnMove
& Mave Down Alt+Donn 47 OnResize
42 Batch operations...  Shift+Ctrl+0 State
&3 View Binds... Shift+Ctri+ | =) OnActivate
&R Clear binds OnAnimbone

Figure 172: The events tab

* Drag the PSprite object present in your project and drop it on the newly created
event. This will open the auto insert box that would allow you to choose a method

from the list. Here you can write “Move” to choose the Move method.
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wdB x & 8 v&@ && [ F
Q Project
<& Myapplication
3 Data
MainSoundEngine
= 3 Surfaces
& Resourcel
) surfacel
= 3 Maps
\% GameUI
= \‘»/ GameMap
\ £ sprite1
S| & MyGameForm &
2 “fj proe OnMbuseMove (Sender$, x§, ¥§)

PSprite
H} Nove (X§, ¥5, Relative$) ]

Q| |

il
o [ Help J[ Close ]

A Wharninne

Figure 173: Code complete

* After the method is created, click on it and change its X as well as Y property to point
to $x and $y.

4B x 828 v2@ &8 55 6 00 °A B 4 St t
& Project v [/l == S|
<& Myapplication Y o

Property | Yalue
\-| Parameters
X: x5
¥: Y Fe
pmygameform
& fOnDestroy$
(O o2 |
@ g keys y5

3 pata
MainSoundEngine
B 3 Surfaces
& Resourcet Va4
) surfacet 7Y
= 3 Maps
\% GameUL
= \& GameMap
£ Sprite1
=] & MyGameForm
= “f) proc OnMouseMove (Sender$, x§$, ¥$)

‘ A ﬁ .Spritel.Move (x$, Y, Relative): - 29 @

¥$

Figure 174: Change Property

* Once you have set the $x and $y variables, run the project to see your game in action.
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The Subtleties Of The Visual Programming.

Loops and Conditions: For Loop

Having loops or iterations is very important of any programming language. Loops not only
allow a programmer to perform a complex recursive task in an efficient manner, it also allows
him/her to use other parts of programming in an efficient manner to result in a highly
complex application.

Given below is an example that will allow you to process a set of instructions to a pre-set
number of times if a condition is deemed true. In the given example, we will to print the
factorial of a number entered by the user.

* Start by creating a new Desktop Form project. To do so, start PIDE and press
Ctrl+N and select Desktop Form Project from the “New Project Type..” window.
Alternatively, you can also go to File> New and select Desktop Form from the “New
Project Type..” window.

Select New Project Type... &3
Search:
'Desktop Form v |
Cateqgory:
' (] all Projects v
-~ [ 1 | - | .. =
$— (S — 7‘] -
. |- |- = =
Code File Component Console Console Database Database Project
Project
I‘-’A 5 . 4 a
Desktop Form Deskkop Game Empty Project Find Wizard GameAPI Help File
/5% [ '
’:‘lJl | g |
, 2
MenuBar Mobile Form Mobile Game  Mobile YGA Game Package PPL Class
Description:
Creates a new form project
Set as default Help OK Cancel

Figure 175: Create New Project

* In the project, double click the Default Form object to enter the Form editor.
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wEB x & 8 v&HE H& B
%Project
<& Myapplication /

+ [] DefaultForm

Figure 176: Double click

* In the Default Form Editor, we will place one PEdit box along with one PButton.
While the PEdit boxes will contain the number we want to use for finding the
factorial, PButton will be used for the initiation for all the actions we will have on the
number. On the Components Pane, look for PEdit object and click on it; then, click
on the form to place the PEdit object on the form. After placing a PButton just like
other PEdit object, you are ready to start visual programming.

[= standard Controls
D PButton
[X| PCheckBox
PComboBox
E PControl

ab| PEdit St
PGrid \ %
[*"] PGroupBox EE
PImageList
Aa PLabel
PListBox

[Z] pListview
PMemo

@' PPaintCanvas
["] PPanel

I% PPrinter

[0 PProgressBar
O PQuickButton
¢ PRadioButton
[ pshape

] PStatusBar
() PTimer

O PToolBar

D PToolButton

m

Figure 177: Place components in the form

* Once you have all the objects in place, click the Project Manager on the top left
corner of the screen and return to it. In the Project Manager, click on the PButton so
as to create an OnClick event. This event will be used to activate all the actions that
we will be using once our PButton is clicked.
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|$f; Project Manager | \» DefaultForm

s & B X  vHE & & RE L 2*PA 2 9~
%Project
/J Myapplication

= [£] pefaultForm

# BT MenuBart
ab| Edit1

[=] O Buttonl
“fi proc OnClick(Sender$)

Figure 178: Project manager

* Like all the programming languages that require us to create variables so as to hold
values and enable us to manipulate them, PIDE also does the same by providing the
capability to create variables by first defining them and later declaring them. For

doing this, drag a PVariable to the OnClick event. This will create a variable

definition.

 PComment ~ |8 Project Manager | '§» DefaultForm

v $EB x & 28 vOE && B
[= Class @ Project

&) PComponent <& MyApplication

A7 PEvent = E DefaultForm

{3 PMethod = # EJ' MenuBar1

& PObject abl Editt

PProperty =l O Buttonl1

3 Pvariable —> = /F proc OnClick Sender$)
= CodeFlow 2 Local (Variablel$) :

&) Break

@ Continue

Figure 179: Drag PVariable
*  Once the variable is declared, drag our newly created variable back to the OnClick

event while keeping the ALT key pressed on the keyboard. This will create a variable
that is ready to hold a value.
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@ Project
<"’ Myapplication
= [ pefaultForm
3 E MenuBar1
abl Edit1
(= O3 Button1

= “f proe OnClick|Sender$) >
S Local (Variablel$) :

5 Variablel$ = ():

Figure 180: Drag with ALT key pressed

* Drag the PEditl object to the Expr property of our newly created variable. This will

initiate a code complete window.

e Select the Text property in the code complete window. This would give the value of

the text entered by a user in our PEdit box to this variable.

Y E R EE
%Project v
<& Myapplication <
= ] efaultForm

[+ ? MenuBar1 v

152 <= @ B
[ Property| vale
'~ Action

Action:

Operator: =

-I Logic

ab| Edit1 29 Logic:
= O Buttonl Va4 LogicAction:
[ v proc OnClick(Sender$) 7 @ LogicExpr:
3 Local (Variable1$) : VA2

|3 variablel$ = (Editl.Text): il =

- Status
Operation:
Source:

%
expr: Editl.Text

CanvasContext

}"\d Text

axlext

I'\:; ‘

éa SelText

* Drag a For loop on the OnCreate object. This would create a For loop that can be
used to run a set of programming instructions specific number of times to get the

factorial.
{:? PMethod r S| a DefaultForm
b PObject ] L@’ MenuBar1
E) PProperty ab| Edit1
@ PVariable = @3 Buttoni
[ CodeFlow = “f) proc OnClick|Sender$)
&5 Break g Local (Variablel$) ;
@ Continue @ Variablel$ = (Eqftl.Text):
Ly Else @ for (0, 100, 1)
B Else If
& Exit
@) For
@) ForEach

Figure 181: For loop
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*  Our For loop will need us to run the loop based on some conditions. Drag a new
PVariable on the OnCreate event.

—_— Sl n
= Class = (5] pefaultForm
i) PComponent # EJ MenuBar1
47 PEvent ab| Edit1
t;:} PMethod = O Buttonl
i PObject = “f proc OnClick(Sender§)
& PProperty @ Local (Variablf1$) ;
S Pvariable & variablel$ =p(Editl.Text];
= CodeFlow 5 Local (Variable2§) :
&) Break @ for (0, 100, 1)
 Continue

Figure 182: Drag PVariable on OnCreate

* Drag the newly created variable declaration back to the OnClick object while holding
the ALT key. Once the variable is created change its Expr property to 1 so that our
variable has a value 1.

@ Project by Property } Yalue
<& Myapplication & -/ Action
= E DefaultForm Action:
# ET MenuBarl perator: =
- Logic
ab| Edit1 Logic
[= O3 Buttonl LogicAction:
= “fj proe OnClick(Sender$) 2V LogicExpr:
5 Locaillyariable1$) : VA% -| Parameters
5 variabMe1$ = (Editl.Text): 2V @ expr: 1
g Local (Variabhle2§) ; - Status
?'5 Variable2§ = (1): PR o Operation: 'S't_-:‘tVar'Iable
@ for (0, 100, 1) o Source: [ variable2

Figure 183: Drag to OnClick

* Now, in the For loop, drag the newly created variable to the start property. This will
ensure that our loop starts at the value contained in this variable i.e 1.

[F = [= ) ) e A A A = =
BHEC SEPA B 29~ (B == =&
% Project & Property j Yalue
<& Myapplication LY (-] Parameters
=l (£ pefaultForm kil ‘100
. :r o] Start: \variable2$
| =] MenuBar
; Steps: 11
abl Edit1 Yariable: \
[=1 3 Button1
= “fj proe OnClick(Sender$) 4
; Local (Variablel$) ; Y
= =
|2/ Variablel$ = (Editl.Texss” Y
(5 Local (variable2§) ; P R% @
3 variabhle2$ = (1): Vx%
@ for (Variable2$, 100, 1) 29 @

Figure 184: Drag variable to start property
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* Drag Variablel$ to the Finish property of our For loop. This will ensure that our loop
plays the required number of times we want i.e equal to the number that is input in the

PEdit box.
REB ®EPA R 29- @i == =8
% Project & Property 1 Yalue

< |-I Parameters

Finish: Wariable1$
Start: }Variable2$
Steps: 11
¥ariable: \

<& Myapplication
= E DefaultForm
# ET MenuBarl
ab| Edit1
= 3 Button1
= “f proec OnClick(Sender$)
2 Local (Variablel$) ;
5 variable1l$ = (Editl.Text): Vs
(3 Local (Variable2§) ; »
[5 variabhle2$ = (1):
@for (Wariable2$, Variablel$, 1)

AR TE TA WA TR S
& 8

S

Figure 185: Drag Variable 1$ to Finish

*  Our For loop will run 1 step at a time so we will keep the Step property to 1.

* Drag a PVariable to OnClick event and drag the variable definition back to the
OnClick object while keeping the ALT key pressed. This will create a new variable.

(5 Class = [ efaultFarm ov &
‘) PComponent # Eér MenuBar1 4
47 PEvent ab| Edit1 Y
EE} PMethod = © Button! 7Y
& Pobject /f proc OnClick(Sender§) 7Y
& PProperty / & Local (Variable1$) ; 7Y
(3 Pvariable (5 variablel$ = (Editl.Text): Va4 b
= CodeFlow g Local (Variahle2§) ; Va4
&) Break & variable2§ = (1); Va4 i
 Continue 5 Local (Variable3$) ; Va4
L Else |3 variable3§ = (): ‘ 29 &
Zﬂse If @ for (Variable2§, Variahie]-SI 1) Va4
Exit

Figure 186: Create New Variable

*  Once this variable is created, drag its definition one more time to the OnClick event
while holding the ALT key. This will create one more instance of this same variable.
Change the Expr properly of one of this variable to 1.

-— LAt Logic: |
=) O Buttonl Va4 LogicAction: |

= “f proc OnClick(Sender$) PR & LogicExpr: ‘

2 Lo {Variablel$) ; VA @ -] Parameters
S Varidablel$ = (Editl.Text); VA @ expr: 31
|2 Local (Variable2§) ; Y @ -/ Status
3 varihble2s = (1): 29 o Operation: s;tVariable
; Local (Variable3$) ; ’ o Source: |2 variable3
5 Variable3$ - (1): 29 L

|%Variah1¢3$ = 0 ; Va4 @

for (Variable2$§, Variablel$, 1) Y @

Figure 187: Change Expr property
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* Drag the other variable on the For loop.

= O3 Buttonl Va4
= “f proc OnClick(Sender$) R &
@ Local (Variablel$) : VR%
';j VYariablel$ = (Editl.Text): a4
@ Local (Variable2§) : 7Y
Q Variabhle2$ = (1); R
@ Local (Variable3$) : 7Y
g Variable3$ = (1); PR
= @ for (Variable2$, Variablel$, 1) 7Y
@ VYariabhle3$§ = () R &

Figure 188: Drag variable on For Loop

* Change the Expr property of our new variable (Variable3$*Variable2$). Doing this
would ensure that variable3$ will contain multiples of all the numbers from 1
(variable2$) to the number that is entered in the PEdit box(variablel$).

% Praject < ) Propertyr}‘ Yalue
<& myapplication Y = Action
B a DefaultForm VR% % Action: !
= Operator: |=
[+ ;;_f MenuBar1 V4 - -
di I-I Logic
abl Edit1 7Y Logic: ‘
= O Buttont 7Y LogicAction: \
= “f proc OnClick(Sender$) VA @ LogicExpr: ‘
g Local (Variablel$) ; Va4 @ |- Parameters
g Variablel$ = (Editl.Text): Va4 E expr: iVariahleSS*Variahle2$
3 Local (vVariable2$) ; 29 @ -/ Status :
3 variamnle2s = (1): Y o 3s§tVariahle
S Local (Variable3$) ; Az @ || variable3

; Variable3§ = (1); VA
= @ for (Variable2§, Variablel$, 1)
Q Variable3$ = (Variable3$ * Variable2§): 2 Y @

Figure 189: Change Expr property

¢ Click on the OnClick event and press Ctrl+Space bar to initialize a code complete
window. Select ShowMessage property from the window.
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= [ pefaultForm

MenuBarl 4

abl Edit1 VR

= O Button1 B Y

] =l “f proe OnClick(Sender$) 7 & \
j{?j ShowMessage (value$ [, valueﬁ 7V @
1 | ‘/7 V %
Va4 &
Va4 @
Va4 &
= ( ) VR &
‘ariable2$) ; Y &
Figure 190: Code complete window
* Change the Value property of ShowMessage object to Variable3$.

REB@E*A D 49~ @it == =8

Q Project 14
<& myapplication
=l [£] pefaultFarm
MenuBar1
abl Editt
= @3 Button1
= “f proc OnClick(Sender$)
[3 Local (Variablel$) ;
(5 variable1l$ = (Editl.Text):
2 Local (variable2$)
5 variabhle2§ = (1):
[3 Local (variahle3$) :
[3 variable3$ = (1):
B efor (Wariable2$, Variablel$, 1)
@ Variable3$§ = (Variable3$ * _Wariable2§): Va4
{1 snowttessage (Variableds); < VX7

£ IR 2R 2% AR 3R AR AR

Figure 191: Change Value Property

Property | Yalue

- Parameters

value:
- Status
Operat

[Fariable3$

ProcCall
ShowMessage

¢ Press Ctrl+S to save the program. Alternatively, you can also go to File>Save As to

save your project to wherever you want.

Edit Search Insert View Cl

D New... Ctrl+N
= Open.. Ctrl+0
|E save Ctrl+S
Save as...
| @ SaveProject
@ Save Project As...
| @ Import PPL 1.x Project...
|&  Print Ctrl+P
Exit

Figure 192: Save Project
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*  Now, press F5 and check your program for results!

Buttonl

Message

Figure 193: Output
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Loops and Conditions: While Loop

Quite similar to For object, the While object is used to perform a series of repetitive actions
on a statement based on a condition but unlike the For statement, the While statement does
not need as many parameters. A While condition will continue the iteration process while a
certain condition is true. For example, whilst the For statement decides to process a set of
instructions or not unless a condition is met and the corresponding start and end values are
set, a while condition on the other hand will process the instructions enclosed within the
while statement irrespective of the starting or the ending point. While condition is especially
useful where a user is not familiar with the amount of loops certain set of instructions have to
make.

Given below is a While condition that will allow you to process a condition without the
starting or the ending position set. The example given below will display a set of lines that
are equal to the number input by a user. The important thing to note here is that these lines
are generated dynamically.

e Start by creating a new Desktop Form project. To do so, start PIDE and press Ctrl+N
and select Desktop Form Project from the “New Project Type..” window.
Alternatively, you can also go to File> New and select Desktop Form from the “New
Project Type..” window.

Select MNew Praject Type... &3
Search:
'Desktop Form v
Cateqgory:
’ (] All Projects v
~ A 1 . W %
T 1 -
. .
Code File Component Console Console Database Database Project
Project
e ] <
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
’g I
MenuBar Mobile Form Mobile Game  Mobile YGA Game Package PPL Class
Description:
Creates a new form project
Set as defautt Help | OK ‘ Cancel

Figure 194: Create new project

* In the project, double click the Default Form object to enter the Form editor.
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wEB x & ¢#% vHE H& B
%Project
-7 MyApplication /

+ [ DefaultForm

Figure 195: Double click on DefaultForm

* In the Default Form Editor, we will place one PEdit box along with one PButton
and a PLabel on the form editor. While the PEdit box will contain the number we
want to use for printing the text, PButton will be used for the initiation for all the
actions we will have on the number and PLabel will be used to print the content. On
the Components Pane, look for PEdit object and click on it; now, click on the form
to place the PEdit object on the form. After placing a PButton and PLabel just like
the other PEdit object, you are ready to start visual programming. Use the figure
given below to arrange the components.

Figure 196: Component layout

* Click on the Project Manager button available on the top left of the screen and
double click the PButton to create an OnClick event. This OnClick event will be
used to 1nitialize the various actions we will have on the data entered in the PEdit
box.

PIDE Tutorial - Version 1.0 Page 111 of 209



I& Project Manager | \{» DefaultForm

8B X 3 vaE
& BE 20 & 29-

% Project 4

<& Myapplication
= [£] pefaultForm

[+ E MenuBar1

L

abl Edit1 7V

Aua Labell PR

= O3 Button1 a4
“ff proec OnClick|Sender$) 2 &

Figure 197: Project manager

Drag a PVariable from the component panel on the OnClick event. This will create a
variable declaration for our variable.

-~

[3) pLibrary = <& Myapplication
[ Class = [£] pefaultForm

i) PComponent # ET MenuBar1

47 PEvent abl Edit1

£3 PMethod An Labell

&% Pobject = @ Button!

PProperty eetp-/f] proc OnClick(Sender$)

5 Pvariable == |5 Local (Wariahlel$) ;
[~ CodeFlow

Figure 198: Drag PVariable to OnClick

Drag the newly created variable declaration on the OnClick event while holding the

ALT key the keyboard. This would create a new variable that we can use to hold
values.

@ Project v

<& Myapplication
= DefaultForm
+ EJ' MenuBar1

abl Edit1

Aa Labell

-1 (3 Buttonl

= “f proc OnClick(Sender$) E )
@ Local (Variablel$) ;

5 Variablel$ = ()

[+

i

Figure 199: Drop Variable1$ to OnClick
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* Drag the PEdit object to the Expr property of our newly created variable and select
Text property in the code complete window. This would assign the value entered in

the PEdit box to this variable.

% Project

@ Myapplication
5] B DefaultForm
[+ gf MenuBar1

ab| Edit1
AnLabell \

=l O Button1
= “f proc OnClick(Sender$)
; Local (Variablel$)

[3 variablel$ = (Editl.Text):

—‘.—,‘ Action : )
Action:
Operator: =
- Logic
Logic:
LogicAction:
LogicExpr:
eters

Editl.Text

é9 CanvasContext

expr:
-/ Status

Operation:

Source:

[éa Text
é9 MaxText
é0 SelText

Figure 200: Drag PEdit1 object to Expr property of Variable 1$

* Drag a While object from the Components Panel to the OnCreate event.

@ For ® 5

MenuBar1
@ ForEach = abl Edit1
8 I An Labell
S Return = O Button1
% Using g

¢ “f) proc OnClick(Sender$)
el :
@ VarObject — 2 Local (Variablel$) ;
@) Whie

[~ Database
| &) PDatabase

2 variablel$ = Edit1$:
@ while ()

Figure 201: Drag While to Project Manager

* Go to the While statement and change its Expr property to (Variable1$>=1)

S HEL SE*A B

% Project
<& Myapplication
= ] pefaultForm
# ET MenuBar1
abl Edit1
AanLabell
= @ Button1
= “fj proc OnClick(Sender$)
5 Local (Variabhlel$) :
@ variablel$ = Editl$:
@ while (Variahlel$ >=

2 Q-
4
v
ov &
[
V%
VR
VA%
Va4
7Y
ad
1) Va4

e 88

&

(4
Va4
Va4
Y
Va4
Va4 &
Va4
2 Y @
(gl <= ® e
Property | Yalue
- Parameters ‘
expr: Wariablel§>=1

Figure 202: Change the exper property

* Drag a PVariable to the OnCreate event so as to create a declaration for a new
variable and drop this newly created variable declaration onto the OnClick event
while holding the ALT key on the keyboard. This will create a new variable.
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= Class = [£] pefaultFarm

) PComponent & ET MenuBar1 V

47 PEvent abl Edit1 7Y

§23 PMethod Aa Labell VR

& Pobject = O Buttont L

PProFerty—/________’ = “fj proc OnClick|Sender$) 2, b

| Pvariable 5 Local (Variablel$): VA4
[ CodeFlow G variableis = Edit1s: 24 .

S Break 2 Local (Variable2§) ; Y

 Continue 5 variable2$ = () ‘ 2 e

Ly Else @ while (Variablel$ >= 1) d Va4

B Else 1

Figure 203: Drag PVariable to Project Manager

* Drag this variable to while object.

J— P -

Aa Labell

Y
= 3 Buttonl VR
= “f proe OnClick|Sender$) PR @
2 Local (Variablel$) : PR @
@ Variablel$ = Editl$: PR o
2 Local (Variable2$) : PR @
= while (Variablel$§ >= 1) PR &
? S variable2§ = () ; I o

Figure 204: Drag Variable

*  While the variable is still selected, change its Expr property to Variable2$+"
Number is repeated "+Variable1$+" times. " This statement will assign a
preformatted text to the variable.

<& Myapplication v Sitozily
= [ pefaultForm svBE Action:
- o Operator: =
] g" MenuBar1 v =
i - Logic
ab) Edit1 PR%Z Io5iE
Ap Labell Va4 LogicAction:
= O Buttont VA 4 LogicExpr:
= “f proc OnClick(Sender$) a7 @ -| Parameters

2 Local (Variablel$) ; VA E expr: Variable2$+" Nunber is repeated "+Variablel$+" times. "
2 variable1$ = (Editl.Text): Y - Status
& Local (Vvariable2§) ; 5 » Operation: Setvariable
= =t " . R yari
= @while (Variablel§ >= 1) X Source: |5 variable2

; Variable2$ = (Variable2§ + " Nuwber isirep;zaa’e

LR AR ]

Figure 205: Change Expr

* Now we will place a decrement that would decrease the Variablel$ one at a time. For
doing this, drag the declaration of variable1$ on the OnCreate event while holding
the ALT key on the keyboard.
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= 3 Button1 PR
= “f proc OnClickx:SenderS'Jp PR
S Local (Variablel$) ; PR
@ Variablel$ = (Editl.Text): PR
2 Local (Variable2§); PR
5 Variablel$ = (): , & o
|Emwhile VariablelS o= 1) 29
@ Variable2§ = (Variable2$ + " Number is repgs#e

Figure 206: Drag Variable1$ with ALT key

* Drag this variable to the While loop and change its Expr property to (Variable1$-1).
This statement will decrease our variable by 1 every time the loop plays.
Alternatively, you can also just select -= in the Operator property and put 1 in the

Expr property.
- LUy,
An Labell Va4 LogicAction:
= @ Button1 Y LogicExpr:
= “f proe OnClick(Sender$) VA & | Parameters
@ Local (Variahbhlel$) ; VA ‘Variablel$-1
3 variablel$ = [(Editl.Text): PR @
@ Local (Variable2§) : Operation: SitVariahle
= @while (Variablel§ >= 1] ® SOPEE i ¥ariabicl

g Variable2$ = (Variable2$§ + " N
|5 variable1s - Variableis - i:| 29 @

Figure 207: Change Expr property

* Now we have to print the preformatted text to the screen. For this we will use our
PLabel. Drag the PLabel object to OnClick object and select the caption property in
the Code Completion box that appears.

@ Project =

<°’ Myapplication =
= E DefaultForm v Q

# ET MenuBar1 =
abl Edit1 v
Aua Labell =
= O3 Button1 e

= “f proec OnClick|Sender$) o

X

éa Caption Y

”¢ Caption 1 PR

:. 2

= Va4

" Nunber is reppse

Va4

Figure 208: Drag PLabel
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* Assign variable2$ to the caption property of PLabel we have just created. For doing
this, drag Variable2$ to Expr property of the PLabel statement.

Aa Labell Y
= O Button1 Va4
= “f proc OnClick(Sender$) VA
5 Local (Variablel$) ; VR
5 variable1l$ = (Editl.Text): VA2
3 Local (Variable2$) : VA

= @ while (Variablel$ >= 1)

'; VYariable2$ = (Variable2$§ + " Number is
|5 variabhlel$ = Variablel§ - 1;

& 8 8

AaLabell.Caption = Variable2$: Va4

= Logic
Logic: ‘
LogicAction: [
LogicExpr: ‘
-I Parameters
expr: iVariabIe2$
us
Operation: }SetProperty
| AaLabell
ECaption

Owner:
Source:

Figure 209: Drag Variable2$ to expr property

¢ Press Ctrl+S to save the program. Alternatively, you can also go to File>Save As to

save your project to wherever you want.

Edit Search Insert View Cli
New... Ctrl+N

Open... Ctrl+0

Save Ctrl+S
Save as...
Save Project

Save Project As...

Import PPL 1.x Project...

h e HEOHED U D

Print Ctrl+P

Exit
Figure 210: Save project

*  Now, press F5 and check your program for results!

PIDE Tutorial - Version 1.0

Page 116 of 209




& DefaultForm
File

Buttonl

0 Number is repeated S times. Number is repeated 4
times., Mumber is repeated 3 times. Number is repeated 2
times., Mumber is repeated 1 times.

Figure 211: Output
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Loops And Conditions: ForEach Loop
A very useful object used for performing iterations, ForEach object is like a shorthand for
specifying the For object but for each item in another object with individual items. It is

specially used where a list of items has to be iterated against an action.

Given below is an example that will allow you to see the usage of ForEach in PIDE for
setting iterations. The given example scans each item available in a list (PValueList) and
shows it in a message box individually.

* Create a new Desktop Form project by pressing the Ctrl+N key on the keyboard or
going for the File>New option. In the Select New Project Type.. window, select
Desktop Form project.

Select New Project Type...

Search:

Desktop Form

Category:
(2] All Projects
Code File Component

Project

‘ Desktop Form Desktop Game

MenuBar Mobile Form

Description:

Creates a new form project

Set as default

5]
v
.
o= | = | N -
! | | | . -y
Console Console Database Database Project
—i T =
&y @ e& @
Empty Project Find Wizard GameAPI Help File
Y 5 B ~
[ ¥ il
. 2
Mobile Game  Mobile VGA Game Package PPL Class
Help ] ‘ 0K ‘ 1 Cancel

Figure 212: Create new project

* Right click on the DefaultForm and select OnCreate from the Events menu. This
event would allow you to trigger actions when this form is created.
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e

®EB xR EDRSvEE HS BEC(B Do onbi
Qproject ’5—'°£"°"
<& MyApplication & OnCreate
‘,9 [T pefaultForm __ &% OnDestroy
proc OnCreate (Sender$) Keys
=] MenuBar1

Edit
Data

N

BN

OnKeyDown

= = Fi 9
= Fi
= Eizb ) OnKeyPress
& Exitl -
Ctrl+Xx | &Y OnKeyUp
&) Copy Ctrl+C Mouse
B Paste Ctrl+V “f OnMouseActivate

Figure 213: Create OnCreate object

* Add a PValueList to the project. For doing so, drag a PValueList on the OnCreate

event.

) PObjectiist = [2] pefaultForm

{j PPoint 2 _ G & proc OnCreate (Sendel‘s/)-)

jv_:; PRect é 4% ValuelListl = new PValueList

=| PScript = & MenuBar1

Se. Pvalue = E File1

A% Paluelist & Exitl v
= Project Classes

[ poefaultForm

Figure 214: Drag PValueList on OnCreate event

* Now we will fill the items in the PValueList. To do this, double click the Value
property of PValueList object and write down the list like in the figure below.

% - vawe
2 = & ;;.:oc OnCr'eate (_SenderS) - Z > Items: [0 pvalue object(s)]
% &% Valuelistl = new PValuelist % Sorted:
= MenuBar 1 Y4 value:
= E File1 v
S Exit1 &
Edit.. =]
8| =
q i 1 1I0 1 210 1 ?’IU 1 410 1
1|Hi
2|Hello
32|Bonjour
¢|Adios
s|Caiof
[ Help ] [ 0K ] [ Cancel ]

Figure 215: Fill items
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* Now that the PValueList has been created, we need to join it with a ForEach object
that will run a condition for each item of the list. Drag a ForEach object below the

PValueList object.

@ contrue &8 REE QAR 2T

L Else % Project

8 Else I <& MyApplication

B exit _| = [E] pefaultForm

@ For r g = & proc OnCreate (Sender$)
@ ForEach g 4% ValueListl = new PValueList @
DG If \%"’ @) foreach () &
G Return = Ef MenuBar1

® using = E File1

@ VarObject & Exiti <

& while
[= Database

Figure 216: Drag ForEach object

* Drag the PValueList object we created earlier to the ForEach object’s Expr property
and select Items from the Code Complete window.

&) Project v Property—Vak
<& MyApplication v C Parameters
= B DefaulForm Ly expr: ValueList1$
P - Output:
% - & proc OnCreate (Sender$) B
% 2fValueListl = new PValueList &y Ttems
Z @foteach (ValuelListl$§) éa Items >
= ET MenuBar1
= E File1
& Exitl
Q@
item
Help I i Close
\

Figure 217: Select Items

* The Output property of the ForEach is the output variable where you want to store
the current item. Since PPL uses a very relax type-checking, you can assign any
object type to a variable as type-checking is done at runtime, not at compile time. For
adding a variable to the output property, drag a VarObject component from
Component Pane under PValueList object so that it is created before ForEach. The
VarObject is used to tell the compiler which variable class it will hold.
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P Contre &8 BFHB AR aI-

& Else & project v
B0 Else I <& MyApplication Y
B Exit _| & [C] pefaultForm A
& For 7 % = & proc OnCreate (Sender$) Y
Z
@ ForEach Z ¢ ValueListl = new PValueList Y
Z s 3
DG If g &% i§ > PObject VR e
=) Sl 7 @ foreach (ValueList1$) X%
% Using = MenuBar 1 1
% VarObject :
&) VarObj = B Fiet o
© Vihile & Exit v
[ Database
| | PDatabase
Figure 218: VarObject
*  We now need to tell the visual code generator what class type object the output
variable is going to contain. Select PValue from the ClassName property of the
newly created VarObject.
% Project < Property[ Value
<& MyApplication < =/ Parameters
S| B DefaultForm VA & e Cla?s:lme: Pvalue
Z = & proc OnCreate (Sender$) - ‘;::s = & PSurface i
g ¢ ValueListl = new PV, st Y s [ PTable
% S Operation: ;
7 % i§ > PValue 2 o pess e © PTimer
é @ foreach (ValueList1l$§) PR @ 0 PToolBar
= Ef MenuBar1 v O PToolButton
& E File1 v #, PTreeNode
& Exitl v [E= PTreeView
?% PValue
| &= PValuelList
2 Pvariable

& PVisualMethod
& PworldSprite
RECT

m

Figure 219: Select PValue

* Now drag the PValue statement to the Output property of the ForEach object.
__Q;;_P;ojec; | ‘ B - . < - Property[VaIue
<& MyApplication < = Parameters
= [ pefaultForm expr: Valuelist1$

: Output: i

B &) proc OnCreate (Sender$) Y . "
#4*ValueListl = new PVal : R @
% i§ > PValue ]

UINENNNNNNNNNNNNNNN

a4
@ foreach (Valuelistl§, i$) 29 @
El ET MenuBar1 v
= & Fie1 4
& Exitt <

Figure 220: Drag PValue object to Output Property
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* For the output, drag the PValue statement on the ForEach object while holding ALT
key on the keyboard. In the Code complete window that appears, select Show to print
the values on the screen.

Z = &proc OnCreate (Sender$) R

é #fvValueListl = new PValueList VR
% S Sl & & : S

2 % i§ > PValue = 8 |
2 @ foreach (ValueListl$§, i$)

=l Men{ |
= éa AsInt =
¢ AsInt

0 AsFloat

¢ RsFloat

éa LsBool

¢» RsBool

Figure 221: Select Show

¢ Press Ctrl+S to save the program. Alternatively, you can also go to File>Save As to
save your project to wherever you want.

Edit Search Insert View Class Data Run Tools Components Windows Help

[\ New.. Ctrl+N @ &0 @ P
= Open.. Ctrl+0 @ Welcome h Untitled
Save Ctrl+S l& Project Manager
IE] Save as...
% 5
[E SaveProject 8B Lk LARARA 1
[ SaveProject As... &&|Et||%@ °@|@ RG~
@ Import PPL1.x Project... Qproject ot
<& MyApplication 4
& Print Ctrl+P = ] pefaultForm 7Y Q
Exit é = & proc OnCreate (Sender$) Va4 @
- At é 4*vValueListl = new PValueList 7Y @
DRI Z S i$ > Pvalue X7 &
7 vd V
& Return 7  C @®foreach (Valuelistl$, i$) ¢ i
| Using é., S i.show(): 29 ®
&) varObject = T MenuBar1 v
© Whie = 5 Fiet %
[ Database & Exitl v

Figure 222: Save project
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* Now, press F5 and check your program for output. You will see different message
boxes, each representing each list item available on the PValueList.

hd

jr Message Ld_&_r

Hi

_

Figure 223: Output
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Loops and Conditions: If Condition

Usage of conditional statements is crucial for any program that requires a higher degree of
processing and logic. PIDE provides the IF object as the very basic of making conditional
decisions. With the use of IF condition, users get the facility to evaluate a specific condition
and then specify its result after analysis of the outcome of their condition. In the example
given below we will create a program to find the subtraction of two numbers. This program
will allow a user to input two numbers and alert him/her if the first variable is lower than the

second variable.

In this program, we will make use of two PEdit objects to enter two numbers for subtraction,
One PLabel for the subtraction sign and one PButton to act as a trigger for the actions on the

program.

* Start by creating a new Desktop Form project. To do so, start PIDE and press
Ctrl+N and select Desktop Form Project from the “New Project Type..” window.
Alternatively, you can also go to File> New and select Desktop Form from the “New
Project Type..” window.

Select New Project Type...
Search:

Desktop Form

Category:
[_] All Projects
Code File Component
Project
:)-'—};'
Desktop Form Desktop Game

MenuBar Mobile Form

Description:

Creates a new form project

Set as default

]
v
.
1 | = '
S -
. “"‘r’
Console Console Database Database Project
_ - 1 =
cﬁ”‘ ) ! b & 5 d
Empty Project Find Wizard GameAPI Help File
{’g
. o -
W
Mobile Game  Mobile VGA Game Package PPL Class
] | 0K ‘ [ Cancel

Figure 224: Create new project

* In the project, double click the Default Form object to enter the Form editor.
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@B x & #3% vHE K& B

% Project
<& Myapplication

+ [] DefaultForm

Figure 225: Double click

* In the Default Form Editor, we will place two PEdit objects along with one PLabel
and one PButton. While the PEdit boxes will contain the numbers to subtract, the
PLabel will be used to hold the subtract sign, PButton will be used for the initiation
for all the actions we will have on the numbers. On the Components Pane, look for
PEdit object and click on it; then, click on the form to place the PEdit object on the
form. Similarly, put another PEdit on the form like shown in the figure. Now, find a
PLabel on the Components Pane and place it in between the two PEdit boxes. After
placing a PButton just like other components, you are ready to configure your

components.

2% pvaluelist
[= Project Classes
] oefaultForm
[= Standard Controls
@ PButton
[X] PCheckBox
EB PComboBox o
E PControl :
I ab| PEdit l /
PGrid
m PGroupBox
PImagelist
Aa PLabel
PListBox
[ pListview
PMemo
:ﬁ? PPaintCanvas
["] pPanel
5y PPrinter
PProgressBar
O PQuickButton
¢ PRadioButton L

& DefaultForm

m

Figure 226: Place PEdit
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24 pvalueList

[ Project Classes
[T PDefaultForm

[= Standard Controls

~

& DefaultForm

(3 PButton
X| PCheckBox

PComboBox

od,; PControl
Iajlj PEdit

PGrid

m PGroupBox

(&) PImagelList

Aa PLabel

PListBox

[ pListview

PMemo

@ PPaintCanvas

|| pPanel

Figure 227: Place Components on Desktop form

* Click on the PLabel and change its caption property to represent subtraction sign by

placing a — symbol there.

- X . PR
& DefaultForm =fE = i ! e ‘ b*]‘ 5
503 3 PropertylValue
|-/ Object
Name: }Separatorl
ClassName: ‘PLabeI
-/ Alignments
Align: alNone
Anchors: akLeft|akTop
- Appearance
Alignment: taleft
BorderStyle: bsNone
Caption: -
Color: T ]dbBtrace
Enabled:
[+ Font: [pfont]
Visible:
WordWrap:
-/ Behavior
TabStop: ‘
-/ Binds
Binds: ‘[0 pbindobject,pbindvar object(s)]
-/ Position
Height: ‘15
Left: 184
Top: ‘64
<l & Width: las

Figure 228: Place PLabel on Desktop Form

* You can also change the caption property in the PButton to say “Subtract”

* Go back to the Project Manager by clicking the Project Manager button at the

upper left corner.
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& Project Manager ‘ \%» DefaultForm |@ Properties |&7 Events

“ %! ;i‘j” w1 [ [ :-:“ = ‘ Q‘ E! (O Subtract1 : PButton
- - Y | e P
70efaultForm o [Efz 2] = ' 22
- 3 i = Property | Value
: i i i - Object
Name: Subtract1
A ClassName: PButton
. Edit2 -/ Alignments
Align: alNone
.. Anchors: akLeft|akTop
: : -/ Appearance
5 BorderStyle: bsNone
................................ Caption: Subtract |
................................ Color:

Figure 229: Project Manager

* In the Project Manager, double click the PButton to create an OnClick event. This
event will be used to trigger actions once this button is clicked.

wEB x| &e¢d vadE

$8 BEHBIeE*AB I~

&) Project &
<& MyApplication <
= [T pefaultForm P E% Q
# EJ’ MenuBar1 / &
= @ Subtract1 P E%
“f) proec OnClick(Sender$) PR
abl Edit1 PR
abl| Edit2 PR
An Separator1 PR

Figure 230: OnClick event

* Drag a PVariable onto the OnClick event. This will create variable definition that
can be used to program actions in the program.

[ Application + |8 Project Manager | \§» DefaultForm

3 Folder ! ~ . . , -
&% NameSpace whEB xR vRESSDEFLCIGSE A B 29
@ PComment = & Project -

B pconsole <& MyApplication i

[Z) PLibrary &l (5] pefaultForm s i
[= dlass # T MenuBar1 =

i) PComponent = @ Subtract1 P

&7 PEvent = “fj proe OnClick (Sender$) s e
€53 PMethod 1 3 Local (Variablel$) : i =
&4 Pobject abl Edit1 g

) PProperty ab| Edit2 v

[3 pvariable Aa Separator1 i
= CodeFlow

Figure 231: Drag PVariable
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* Once you have declared a variable, you need to assign it to something. This is
accomplished in PIDE by dragging the variable declaration and dropping it once more
on the OnClick event while holding the ALT key on the keyboard.

o — R R S e A R A e M N R S, - | oemr | e
% Project =
<& MyApplication o
=l [T pefaultForm pre @
# ET MenuBar1 5
= @ Subtract1 P
= “f proc OnClick(SenderS)D e
@ Local (Variablel$) : i
A 3 variable1$ = (); v -
abl Edit1 P
abl Edit2 S
Aa Separator1 i

Figure 232: Alt+drag on OnClick

* Click the newly made variable and drag the PEdit box on its Expr property. In the
Code Completion box that appears, click Text option to select Editl.Text

& Project @ 15| cmm=| @ E
{& MyApplication Propertlealue
=] a DefaultForm = = ——
# EF MenuBar1 ACTOE ‘
= O Subtractl Operator: |=
=] “fj proc OnClick (Sender$) - Logic
[@ Local (Variablel$) : Logic: \
[@ variablel§$ = (Editl.Text): LogicAction: \
abl Edit1 LogicExpr: [
- Parameters
abl Edit2

Aa Separator1

[Editl.Text

‘ éu CanvasContext

Source:

I‘&l Text

é9 MaxText
é0 SelText

Figure 233: Drag PEdit to expr

* The variable created above will now contain the text entered in the PEdit] box. Just
like the couple of steps given above, we will create a variable for the other PEdit box.

g::l:‘ee;pace % % % % & ﬁ & ) ¢ ‘ & & ® = @ % E] & @ ‘ @ R i: v \@) Variable2.Variable2_1

@ PComment E @Pro]ect 2 12 ‘ <= B B

8 peonsale <& MyApplication v ) perty val

[3) PLibrary & 3 pefauitrorm sv & - Action
= class # Ef MenuBar1 v Action:

e PComponent = @ Subtract1 PR Operator: =

&7 PEvent o -f) proc OnClick(Sender$) @ - Logic

{23 PMethod (3 Local (Variablel$) : X% ® Logic:

&4 Pobject 4 [@ variablel$ = (Editl.Text): % ™ LogicAction:

© PProperty 3 Local (Variable2$) : R © JELoghcExpe:

3 Pvari |3 variable2§ = (Edit2.Text): e o |-/ Parameters

| EVanzbie = Z ——gp|  expr: |[Edit2.Text
= CodeFlow ab Edit1 Vi T

& Break abl Edit2 2vY Operation: SetVariable
P Continue An Separator1 7Y Source: (3 variable2

Figure 234: Create New variable
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* After creating variables to store the value of both our PEdit objects we will check that
the value of our first number is smaller than the value of the second number. To
accomplish this, we will use an IF condition. This condition will check if the value of
the first variable is larger than the second variable, it will display a message alerting a
user to input a smaller value. For creating the IF condition, start by dragging and
dropping the PEdit1 box object to the OnClick object.

* The above action will initiate Code Completion window. Select the Text option in
this window.

[&; Project Manager | \§» DefaultForm

wEB X &I vPE BB BE &3 %0 RY~
&) Project
<& MyApplication
= [T DefaultForm
# ET' MenuBar1
=l @ Subtract1
' «'ﬁ proc OnClick(Sender$)

&

éa CanvasContext

¢ CanvasContext

&

ab| Edit1 #9 Text

ab| Editz &2 Text

AnSepz #9 MaxText
¢ MaxText
éa SelText
¢ SelText

Figure 235: Select Text option

* Select the newly created statement and press Ctrl+I while it is selected. This will
change this statement to an IF statement.

=] @ Subtract1 Va4
= “f) proc OnClick (Sender$) R &
@ Local (Variablel$) : VA
@ Variablel§ = (Editl.Text): VA4 @
@ Local (Variable2§) : X%
@ Variable2§ = (Edit2.Text): 7Y @
¥ If (Editl.Text ==) PR @
abl Edit1 PR

Figure 236: Press Ctrl+i for IF statement

* Now, while the IF statement is still selected, change its LogicExpr property to
<Variable2$. Doing this will check if the value entered in the PEdit1 box is smaller
than the value that is stored in variable2 that holds the value stored in the PEdit2
object.
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= “fj proe OnClick(Sender$) ‘

Va4 @ Action:
3 Local (Variablel$): VR ] Operator: =
[3 variable1$ = (Editl.Text): PE% @ - Logic ‘
@ Local (Variable2$) : X% @ Lookc: o
= e 2 LogicAction:
|@| Variable2§ = (Edit2.Text): 7Y & s .
- - - LogicExpr: |<Variable2$
@ If (Editl.Text < Variable2§) PR Sy
ab| Edit1 VA expr:
ab| Edit2 VA - Status
Aaq Separator1 Va4 Operation: ;SetProperty

Figure 237: Change LogicExpr property

* Drag a PVariabe to the OnCreate event to create a variable declaration and then drag
the variable to the OnCreate event while holding the ALT key to create a new
variable. Once this variable is created, drag and drop it on the IF statement so that it
comes under it. A sure sign to make sure that you have put this variable under the IF
statement is to check for the small - expansion mark on the left of the IF statement.

-

= (@ Subtract1 P R%
= “fj proec OnClick(Sender$) PR &
@ Local (Variablel$): & @
@ Variablel§$ = (Editl.Text): PR
@ Local (Variable2$): PR &
@ Variable2§ = (Edit2.Text): PR o
@ Local (Variable3$): PR @
= @8 If (Editl.Text < Variable2§) PR
'S Variable3$ = (): VR ®
ab| Edit1 R
ab| Edit2 R
Aa Separatorl PR

Figure 238: Create new variable

*  Once you have this new variable in place. You need to change its Expr property to
print "Sorry! Numberl cannot be smaller than Number 2". This statement will be
executed if the first number is found to be smaller than the second number.

— ¥ - e uem

- Acuon

) EfMenuBarl < Action:
=] @ Subtract1 7Y Operator: =
= “fj proc OnClick (Sender$) PR @ = Logic
3 Local (Variablel$) ; VA2 o Logic:
[@ variablel$ = (Editl.Text): PR @ LogicAction:
3 Local (Variable2s) : R LogicExpr:
[ i i i-| Parameters
|# Variable2§ = (Edit2.Text): ]

g Local (Variable3$§) ;

|"Sorry! Numberl cannot be smaller th|

E @#§ If (Editl.Text < Variable2§) % @ Operation: SetVariable
; Variable3§ = ("Sorry! Numberl cannot be small thaw? & Source: ‘;Variable}l
abl Edit1 Va4 K
ab Edit2 VA2
Aa Separator1 Va4

Figure 239: Change expr property

* For ensuring that the button press generates the subtraction of the two numbers, we
will drag the variable3$ declaration again to the OnCreate event. This will create
another variable with the same name. Go to the Expr property of this variable and
input Variable1$-Variable2$. Our newly created variable will hold the value
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subtraction results of the two numbers. Drag this variable above the IF statement so
that it does not interferes with its value.

) ouu UL v v vpciawur. =

= “f) proc OnClick (Sender$) R @ - Logic
2 Local (Variablel$) : 29 @ Logic: 1
[@ variable1§$ = (Editl.Text): R @ LogicAction: [
@ Local (Variable2§) : I @ LogicExpr:
= = = -/ Parameters
|@ Variable2§ = (Edit2.Text): Va’Z &

expr: |Variablel§-Variable2$
| Status

Operation: SetVariable

Source: |G variable3

2 Local (Variable3$) :
- @ If (Editl.Text < Variable2§)
Q Variable3§ = ("Sorry! Numberl cannot be s
g Variable3$§ = (Variablel$§ - Variable2$§):; Va4 &
ab) Editt Y

Figure 240: Change Expr property

$ LUtal |variawiesy] ; RS ws
@ variable2§ = (Edit2.Text): PR
@ Local (Variable3$): PR
Q Variable3§ = (Variablel$§ - Variable2$§): 7 &
_ E @ If (Editl.Text < Variable2§) P
S Variable3§ = ("Sorry! Numberl cannot be smaller thae?
abl Edit1 PR
abl| Edit2 PR
Aa Separator1 R
Figure 241: Drag and drop above IF
* Click on the OnClick event and press Ctrl+Space to initiate Code Completion
window. Select ShowMessage() from it.
= (@3 Subtract1 Y
=l “fj proe OnClick (Sender$) VR 8
Y
£33 ShowMessage (value$ [, value$ L1
{ R

&

Figure 242: ShowMessage

* In the value property of ShowMessage, write Variable3$. This will print the value
that is contained within Variable3. If the condition of the first number being smaller
than the second number is found to be true, Variable3 will have the alert but if it is not
found to be true, variable3 will contain the result of subtraction of the first and the
second number.
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<& MyApplication
&= 5] pefaultForm
MenuBar1
= O Subtract1
= “fj proe OnClick(Sender$)
2 Local (Variablel$) :
3 variablel$ = (Editl.Text):
2 Local (Variable2§) :

3 variable2§ = (Edit2.Text):
3 Local (Variable3$) : VA%
@ Variable3§ = (Variablel$§ - Variabl Va4
= iﬁ If (Editl.Text < Variable2§) Va4
@ Variable3§ = ("Sorry! N rl cannot be smaller thaw
{3 SnowMessage (Variable3$) : 29

Figure 243: Change Value property

. JE AR AR AR AR AR AR AR

— =

Property‘ Value

-| Parameters
value: lVari able3$
Status
Operation: ProcCall
Source: ShowMessage

* After confirming that your program matches the below given screenshot, save your

program and run it.

wEB x| &4 vadE
@Project

<& MyApplication
= ] pefaultForm
MenuBar 1
= @ Subtract1
= “f proc OnClick(Sender$)
@ Local (Variablel$):
@ Local (Variable2$§) ;
@ Local (Variable3$):
@ Variablel$ = (Editl.Text):
@ Variable2§ = (Edit2.Text):

@ Variable3$§ = (Variablel$§ - Variable2$§):

C ¢ If (Editl.Text < Variable2$§)

WJBVV\AIariabileASS = 7'(;Sorrry;! Numbeﬁrlr cannot i)er spalle: thae? 7

E} ShowMes sage (Variable3$§) ;
abl| Edit1
abl| Edit2
Ag Separatorl

Figure 244: Project Screenshot
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¢ Press Ctrl+S to save the program. Alternatively, you can also go to File>Save As to

save your project to wherever you want.
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Edit Search Insert View Cl

New...
Open...

Save

Save as...

O&D U D

Save Project

m

g

i &

Print

Exit

Ctrl+N

Ctrl+0

Ctrl+S

Save Project As...

Import PPL 1.x Project...

Ctrl+P

Figure 245: Save your project

*  Now, press F5 and check your program for results!

& DefaultForm

4

Subtract

Message (=34

Sorry! Numberl cannot be smaller than Number 2

Lok |

Figure 246: Output
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Loops and Conditions: Else Condition

The Else object is used to specify an alternate result or outcome of the IF condition. By using

a combination of IF and ELSE object, users can completely evaluate their results in event

any event.

Possibly one of the easiest to use components of PIDE, the ELSE statement is something that
is only useable with the IF condition. To explain fully, a statement in the IF case is executed

only if a condition is evaluated to be true but the else case is executed when the condition in
an IF case if evaluated to be false. Rather than having two IF cases that would govern the
execution or non execution of a statement, it is far better a programming practice to use in

ELSE condition.

The example given below inputs two integers and gives an alert if the first integer is greater
than the second integer or otherwise. In this example, an IF case will evaluate the condition
and an else case will return the output if that condition is not fulfilled.

e Start with creating a Desktop Form Project. To do so, press Ctrl+N or go to
File>New and select Desktop Form project in the Select New Project Type..

window.
Select New Project Type... =]
fat]
Search:
Desktop Form v
Category:
[_] All Projects v
N - | . =
N .
: . “"‘r’
Code File Component Console Database Database Project
Project
S £ L 3
o
M R ! ) )
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
@ Fg
. ol -
@ W
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class
Description:
Creates a new form project
Help ] | OK ‘ [ Cancel

Set as default

Figure 247: Create new project
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* In the Default Form Project Manager, double click the Default Form to initialize
the Form editor and place two PEdit boxes with three PLabels and one PButton; like
shown in the figure below. To create the aforesaid components on the Form editor,
click on the component you are looking for in the Components Pane. After selecting
the component, click on a place on the form editor to place that component there.
Refer to the screenshot below to configure your components.

------ s

E.:f & DefaultForm
=| PScript

? Pvalue
24 pvaluelist

[= Project Classes
[T PDefaultForm

[ Standard Controls
3 PButton
[X] PCheckBox
PComboBox
E PControl
ab| PEdit
PGrid
m PGroupBox
PImagelist
Aa PLabel
PListBox
[ pListview
PMemo

Edit2 Label

Figure 248: Place coponents

* After you have all the components placed on the form, you will be required to change
their Caption property to something that makes sense. To change the Caption
property of a component, click on the component and go to its properties in the
properties panel on the right. In properties, find the Caption property and change it to
anything you want. We have changed our PLabel to following:

LBJig | = e
................................ i Prope@‘ Value

-/ Object
Name: Label2
ClassName: PLabel
-/ Alignments
Align: alNone
Anchors: akLeft|akTop
-/ Appearance
Alignment: taLeft
BorderStyle: bsNone
Caption: Greater Than
Color: [ dBtnFace

Figure 249: Change Caption property

* Once you have made the required changes to the form, revert back to the Project
Manager by clicking the Project Manager button on the top left of the screen.
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&; Project Manager | [\§» DefaultForm

Figure 250: Project Manager

* In the Project Manager, select the PButton and double click it to create an OnClick
object. This OnClick event will be used to process actions on the click of the button.

% Project <
<& MyApplication &
= [T pefaultForm PR @
# E MenuBar1 v
abl Edit1 PRy
abl Edit2 R
Aalsi PR
Aan Label2 PR
Aa _ Vi v
=] @ Button1 Y
“f proe OnClick (Sender$) PR 8

Figure 251: Create OnClick event

* Now, we will be required to create variables that would be used to store and process
values for the program. Like every other programming language, PIDE also requires
you to declare variables before storing values in them. Drag a PVariable to the
OnClick event to create a variable definition.

3 Folder o - . ) 7
@ tamespace $9B|x|2(23v2@ &S RE G CAIB 2D

Q PComment = % Project 3

@ PConsole <y MyApplication =

[3) pLibrary & [ pefaultForm s @ @ g,*;;
[= Class & ET MenuBar1 -

&) PComponent abl Edit1 P

47 PEvent abl Edit2 o

§53 PMethod Aals1 P

&% PObject AnLabel2 e

PProperty Aa_1 s

3| PVariable = O Button1 e
[= CodeFlow e ———Pp B proc OnClick(Sender$) o @
& Break 3 Local (Variable1§) : D o 5
 Continue

Figure 252: Drag PVariable
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* Now, to create a variable, drag the newly created variable definition back to the
OnClick event while holding the ALT key. This would create an empty variable

ready to hold information.

OB x 228 veE &S HIEI G PAIB 2D~

&) Project
<& MyApplication
S B DefaultForm
# T’ MenuBar1
ab| Edit1
ab| Edit2
Aalsl
Aa Label2
Aa _1
= 3 Button1

|3 Variablel$ = ():

proc OnClick(Sender$)
@ Local (Variablel$) :

v

v
v &

v
Va4
a4
VA 4
Va4
Y
P Y
P
Va4
Y

¢ o o

Figure 253: Create a new variable

*  While the new variable is still selected, drag the PEdit1 object to its Expr property.
This will initiate the code complete window.

= ] pefaultForm VA4 &é}a
# EF MenuBar1 v
ab| Edit1 29
abl Edit2 \ Va4
Aalsl VA2
Aa Label2 Y
Aa_1 VA4
= O Button1 Vi
= “fj proc OnClick (Sender$) Y
3 Local (Variable1$) :
3 variableis = (): Va4 @

I~ Action
Action: |
Operator: §=
= Logic :
Logic: \
LogicAction: |
LogicExpr: \
- Parameters
expr: \

'?sn\
Operation:

Source: ‘ éa CanvasContext

éa Text
é9 MaxText
9 SelText

Figure 254: Drag PEdit to Expr property

e Select ‘Text’ value from this window so that it now contains Editl.text.

Anlsl
Ag Label2
Aa_1
= O Button1
= “f proe OnClick(Sender$)

3| Local (Variablel$) :
I_Tg Variablel§ = (Editl.Text):;

R Logic: ‘

;, < LogicAction: }

. LogicExpr: |

£ -/ Parameters

7Y expr: iEdicl.Texc
2L - status

7Y Operation: |Setvariable

29 @ Source: [3 variable1

Figure 255: Change Expr Property

* Just like the last variable, create another variable by first declaring its definition and

then assigning value to it.
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= Application A 6}; Project Manager \%» DefaultForm
3 Folder

§ Nemespace 8B x 228 veE &S RECIRECAB 2S-
Q PComment = @ Project v

PConsole <& MyApplication %

[3) pLibrary = ] pefaultForm == @
= & Ef MenuBar 1 =

i) PComponent abl Edit1 P

47 PEvent ab| Edit2 g

§03 PMethod Anlst v

&, Pobject Aa Label2 o~

PProperty Aa _1 i

(3 pvariable = @ Button1 e
DCMMN “f proc OnClick(Sender$) a4
&5 Break 3 Local (Variablel$): =9 .
 Continue & i 4 Text) ; e =
L Eise 3 Local (Variable2$) : 9 -
8D Else If |3 variable2§ = (): T ")

Figure 256: Create variable

* In this variable, drag PEdit2 to the Expr property and select the Text property so that
this variable contains the value of second input box.

&=l (5] pefaultForm
# ET MenuBar1
abl Edit1
abl Edit2
Aalsi
Aan Label2
Aa _1
= @ Button1
= “f) proc OnClick(Sender$)
[3 Local (Variablel$) :
[3 variablel$ = (Editl.Text):
[3 Local (Variable2$) :
|3 Variable2$ = (Edit2.Text):

R /4

v
Va4
Y
VA 4
Va4

Y
Va4
Va4
Y
Va4
Va4

8 @

. R 3F ]

Figure 257: Change Expr property

Operator:
=/ Logic
Logic:

LogicAction:

LogicExpr:

expr:
I-| Status
Operation:
Source:

meters

[Edit2.Text

SetVariable
[3 variable2

*  Once both the variables for the values are created, we now have to work upon the IF
condition that would check if a number is greater than the other or not. For doing this,
drag the PEdit] object to the OnClick event; this initiates a code complete window.

In the code complete window, select the Text property.
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% Project

<& MyApplication

= a DefaultForm
+ ET MenuBar1
ab) Edit1
ab| E¥it2
Aals
Aa Labd2
Aa 1
= @ Buttol
= “f proe OnClick(Sender$) VA 8
Va4 @
#0 CanvasContext 4 Z z
¢ CanvasContext j 7 PN
é1 Text
| ¢ Texc
&0 MaxText

Figure 258: Select Text property

* Click on the newly created statement, and press Ctrl + I to change it to an IF

statement.
Aa 1 a4
= (3 Button1 PR
= “f) proec OnClick(Sender$) PR @
@ Local (Variablel$): PR 8
(@ variable1§ = (Editl.Text): PR
S Local (Variable2$§) ; R
@ variable2§ = (Edit2.Text): PR
@ If (Editl.Text == PR @

Figure 259: Press Ctrl+l to create IF statement

* Click the newly created IF statement and go to its LogicExpr properly. Here, write
<Variable2$. This would trigger the IF statement if the text in PEdit1 is smaller than

text in the Variable2$.

Ao i / < Logic: 1f

o LogicAction:
=] 3 Button1 a4 - | T
) 2 LogicExpr: |<Variable2$§

SRS ;:’foc OnClick(Sender$) Va4 @ - Parameters
|8l Local (Variablel$) ; Va4 expr:
[3 variablel$ = (Editl.Text): R @ it
; Local (Variable2§) ; Y @ Operation: SetProperty
[3 variable2$ = (Edit2.Text): 7Y @ Owner: ab| Edit1
@ If (Editl.Text( < Variable2§)) 2 Y @ Source: Text

Figure 260: Change LogicExpr property

* Click on the IF statement and press Ctrl+Space bar. In the Code Completion box
that appears, select ShowMessage option.
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= “f) proe OnClick (Sender$)
=
<
K
= ) r
2 | {3 ShowMessage (value$ [, value$

™

\g 1

e

et (X ees B A 4

Figure 261: ShowMessage

* In the value property of ShowMessage, enter “Number 1 is smaller than Number 2”

- ¢ If (Editl.Text( < Variable2$§))
{33 ShowMessage ("Number 1 is smaller thdn Number 2");, &

& Project v (32| <= CICH
<& MyAppiication Property | Value
L
S B DefaultForm - Parameters
# EF MenuBar1 value: "Number 1 is smaller than Number
abl| Edit1 |- Status -
abl Edit2 |Proccall
Anlst ‘Showr-‘lessage
Aan Label2
Aa_1
= @ Buttonl
= “fj proc OnClick(Sender$) 3
3 Local (Variablel$) : @
@ variable1$ = (Editl.Text): @
2 Local (Variable2$) : o
@ variable2$ = (Edit2.Text): @
@
@

Figure 262: Change Value property

* Now, drag an ELSE object to the OnClick object and press Ctrl+Space Bar while it
is selected. Select ShowMessage form the Code Completion window.

Fmmemd (X ees B A 4

A

| "3 ShowMessage (value$ [, value$

! r than Number 2");

£ 2O

Figure 263: Use ShowMessage

* Select the newly created ShowMessage object and change its Value property to
“Number 1 is greater than Number 2”
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&% Project Manager
hEB (x2S veE S HEC AR 2SI

% Project
<v‘ MyApplication
=] E DefaultForm
# Ef MenuBar1
abl Edit1
ab| Edit2
Aalsl
Aa Label2
Aa_1
= O Button1

\%» DefaultForm

= “fj proc OnClick(Sender$)
3 Local (Variable1$) :
[@ variable1l$ = (Editl.Text):
@ Local (Variable2$§) ;
[3 variable2$ = (Edit2.Text):

=] w If (Editl.Text( < Variable2§))

v
4

sv&E

14
Y
Va4
Va4
Va4

Y

E ShowMessage ("Number 1 is smaller than Number 2%);:y ¢
= & else
E ShowMessage ("Numberl is greater than Number2"); », &

Va4

t 2% 3R A

® e & 8 8

@ Properties |47 Events

§3 ShowMessage2
Bt ==|a B
Propertv‘Valne

I-| Parameters

value: ‘"Numberl is greater than Number2"
- Status

Operation: ProcCall

Source: ShowMessage

Figure 264: Change value property

* The application is complete! Save the application by pressing Ctrl+S or going to

File>Save As.. and save it in a folder of choice.

Edit Search Insert View Cl

h e HEOHED U D

¢ Press F5 to run the project and see the output:

New... Ctrl+N

Open... Ctrl+0

Save Ctrl+S
Save as...
Save Project

Save Project As...
Import PPL 1.x Project...
Print Ctrl+P

Exit

Figure 265: Save Project
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& DefaultForm E

Is 3 Greater Than 2 ?

Buttonl

Message @

Number1 is greater than Number 2

)

Figure 266: Run Project
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Loops and Condition: Else-If Condition

In the above sections, we have seen that a certain condition can be evaluated with the help of
IF condition and if the condition is not true, we can use the ELSE condition to take care of
the other situation also. While a combination of IF and ELSE works mose of the times, we
would still require a conditional statement that can be used to specify more than one
outcomes of a condition.

There are many real world situations where one needs to have more than one outcome or
choice for one statement. The given example allows a user to input an abbreviation of ‘days
of the week’ and returns its full form. Here we will simply check for the various outcomes of
a single user entry and output the result according to that.

* Start with creating a Desktop Form Project. To do so, press Ctrl+N or go to
File>New and select Desktop Form project in the Select New Project Type..

window.
Select New Project Type... =]
fat]
Search:
Desktop Form v
Category:
(] All Projects -
~ — — L J . ~
— .
— = =
Code File Component Console Console Database Database Project
Project
S = =\ \ 3
P
@ a =y @ 4 @
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
@ ‘ | 49 |
- 2
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class
Description:

Creates a new form project

Set as default l Help ’ | oK ‘ | Cancel

Figure 267: Create new project

* In the Default Form Project Manager, double click the Default Form to initialize
the Form editor and place one PEdit object with one PLabel and one PButton; like
shown in the figure below. To create the aforesaid components on the Form editor,
click on the component you are looking for in the Components Pane. After selecting

PIDE Tutorial - Version 1.0 Page 143 of 209



the component, click on a place on the form editor to place that component there.
Refer to the screenshot below to configure your components.

[= Standard Controls
(@3 PButton
[X| PCheckBox
PComboBox
ﬂ PControl
abl| PEdit
PGrid
m PGroupBox
PImagelList
Agq PLabel
PListBox
EI PListView
PMemo
@' PPaintCanvas
|| PPanel

(& PPrinter

* For viewing purposes, we will now change the Caption property of PLabell to Enter

m

”

@ DefaultForm

Figure 268: Place Components

an abbreviation of any day in a week

49 DefaultForm

* Return to the Project Manager and double click the PButton to create an OnClick

E

Buttonl

(32| <= @ =

Property | Value

-/ Object
Name: ‘_Enter_an_abbreviation_of_anv_day_in_a_
ClassName: |PLabel

dit1 ek ARments

Align: }alNone
Anchors: %akLeftlakTop

|-/ Appearance
Alignment: |taLeft
BorderStyle: }bsNone
Caption: |Enter an abbreviation of any day in a week
Color: } [ dBtnFace

Figure 269: Change Caption

event that will initiate the actions that are to be performed.
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I&; Project Manager | \§» DefaultForm

BB S vadE
& Project
<& MyApplicati

= [C] pefaultForm
[+ E—’ MenuBar 1

abl Edit1

Aa _Enter_an_abbreviation_of_any_day_in_a_week_1
= (@ Button1
/ 3 - proec OnClick(Sender$)

S& B

Figure 270: Create OnClick event

*  Now, we will be required to create variables that would be used to store and process
values for the program. Like every other programming language, PIDE also requires
you to declare variables before storing values in them. Drag a PVariable to the

OnClick event to create a variable definition.

el OB x 228 veE &8 ®
Q PComment = @ Project

PConsole <& MyApplication

PLibrary = [T pefaultForm

[ dlass ET MenuBar1

) PComponent ab| Edit1

47 PEvent Aa _Enter_an_abbreviation_of_any_day_in_a_week_1
{03 PMethod = @ Button1

&4, PObject y = “f) proc OnClick(Sender$)

PProperty '3 Local (Variablel$§) ;

@ PVariable
[ CodeFlow

Figure 271: Drag PVariable to OnClick

To create the variable, drag and drop the variable definition to the OnClick event

while holding the ALT key on the keyboard. This will create a variable ready to hold
values.

PIDE Tutorial - Version 1.0 Page 145 of 209



&) Project
<& MyApplication
= [T pefaultForm
[+ :-'éf MenuBar1
abl Edit1
Aa _Enter_an_abbreviation_of_any_day_in_a_week_1
=] @3 Button1
@ proc OnClick(SenderS$)
@ Local (Variablel$) :
2 Variablel§ = ():

Figure 272: Drag variable

is being input in the PEdit Input box.

<& MyApplication

I e | -

Drag the PEditl object to the Expr property of this newly created variable to
associate it with the PEdit box. This action will initiate a Code Completion window;
select Text option in the window as it will ensure that out variable holds the value that

» - Property [ Value
= (] pefaultForm s & @“:ﬁ = =
# ‘é’rMenuBarl < ACEIORE
ab| Edit1 < Operator: =
Aa _Enter_an_abbreviation_of_any_day_i -/ Logic
= @ Buttonl Logic:
= “fj proec OnClick(Sender$) LogicAction:
|| Local (Variablel$) ; X2 e —— LogicExpr:
= 3 < - ~
3 variablel§ = (Editl.Text): » & 8 M’ S
E 1
expr: Editl.Text
I-| Status
Operation:
Source:

CanvasContext
0 Text
TaxTexc

€1 SelText

Figure 273: Drag PEdit to expr property

property in the Code Completion window that appears.

Now to check the entered value in the PEdit box we will have to have an IF
condition. To do this, drag the PEditl object on the OnCreate event and select Text
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HhEB x| &S vdHE
@Project
<& MyApplication
= [T pefaultForm
MenuBarl
abl Edi
Aa _Entdy_an_abbreviation_of_any_day_in_a_week_1
= @3 Butto
= “f prée OnClick(Sender$)

S& BHEIEC

|| é0 CanvasContext
‘ ¢» CanvasContext
éa Text

@ Text

T [EXI=XT

Figure 274: Drag PEdit and select Text

* Click on the newly created statement and press Ctrl+I while it is selected. Doing this
would change the statement to an IF condition.

|& Project Manager | \§» DefaultForm

wEB x| &S vadHE
%Project
<& MyApplication
= [£] pefaultForm
MenuBarl
abl| Edit1
Aa _Enter_an_abbreviation_of_any_day_in_a_week_1
= @ Button1
= “f proec OnClick(Sender$)
@ Local (Variablel$) :
@ variablel$ = (Editl.Tpft):
@ If (Editl.Text ——) M

S RECIGRPA B 29~

&

& e 8

Figure 275: Press Ctrl+| for IF statement

* While it is still selected, go to the LogicExpr property of our IF statement and write

13 bh

mon .
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= B DefaultForm Parameters

+ ET MenuBar1 N expr: ‘
abl Edit1 Y =/ Action
Aa _Enter_an_abbreviation_of_any_day_in_a_week_1 VA Action: i
= © Button1 PR Operator: [=
= v} proe OnClick(Sender$) PR @ 1=/ Logic ‘
[ Local (Variablel$) : 29 o Logic [
= = 2 LogicAction: |
2 Variablel$ = (Editl.Text): 7 @ 3 | ——
= - = = L4 LogicExpr: [=="mon
@ If (Editl.Text == "mon") Va4 & e
expr: \
-/ Status
Operation: |SetProperty
Owner: lab Edit1
Source: Text

Figure 276: Set LogicExpr

e While the IF statement is still selected, press Ctrl+Space Bar on the keyboard. This
will bring the code complete window. Select ShowMessage from it.

@ Local (Variablel$) :
@ Variablel$ = (Editl.Text):
@ If (Editl.Text == "mon")

{3 ShowMessage (value$ [, value$

Figure 277: ShowMessage

* Change the Value property of the ShowMessage statement to “Monday”. This will be
displayed if the IF conditions finds “mon” written in the PEdit box.

& Project Y 12|<==| @ 5

@ MyApplication v Property | Value

= [5] pefaultForm Va4 @ -/ Parameters
% & MenuBar1 14 value: i"Monday"
abl Edit1 ¢ "~ Status
Aa _Enter_an_abbreviation_of_any_day_in_a_week_1 Operation: }Proc(all
-] (@D Button1 Source: |ShowMessage

= “f proc OnClick(Sender$) @
3 Local (Variablel$) : @

[3 variablel§ = (Editl.Text): @

E @ If (Editl.Text = "mon") 7Y @
§{°3 ShowMessage ("Monday™) - 29 @

Figure 278: Change value property

*  Now we will program for all the other days of the week. Drag an ELSE IF object
from the Components Pane to the OnClick event. This will create an empty Else IF
statement. In its Expr property, write (Variablel$ == ""tue'"). As the Variable 1$
already holds the data in the PEdit box, if its value is found to be same as “tue” it
becomes certain that the abbreviation is for Tuesday.
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[= Application - & Project Manager | \§z DefaultForm lml” Events

3 Folder

£ Namespace KB x|2|28vRE LSS REBIEPA B Y- P

Q@ PComment = @PfﬁiECt @ 18 ‘ = e
S pconsole <& MyApplication v \ Pmpertv‘ e
E‘ PLibrary S} E DefaultForm PR ¢ E,Eﬁ =
[= dlass & Ef MenuBar1 ¢ I expr: {Variable1$=="v,ue-
i) PComponent abl Edit1 7w

47 PEvent Aa _Enter_an_abbreviation_of_any_day_in_a_week_1

£3 PMethod = O Button1

&2, Pobject = -f proc OnClick(Sender$) @

& PProperty Q Local (Variablel$§) ; 8

3 variable @ variablel$ = (Editl.Text): @
= CodeFlow E &8 If (Editl.Text = "mon™) PN

&) Break {23 ShowMessage ("Monday™) ; &

 Continue ¥ else if (Variablel§ == "tue") T 5

Ly Else

G Exit

Figure 279: Create Elself Object

*  While it is still selected, press Ctrl+Space bar on the keyboard to initialize code
complete window. In this window, select ShowMessage for raising an alert.

@ Local (Variablel$) :

@ Variablel$ = (Editl.Text):

o If (Editl.Text == "mon")

1. .
{3 ShowMessage (value$ [, value$

Figure 280: ShowMessage

* In the Value Property of ShowMessage, write “Tuesday”.

<& MyApplication
= ] pefaultForm
# ET MenuBar1

c @i ==|3 B

Property l Value

-| Parameters
abl Edit1 value: i"I‘:esday"
Aa _Enter_an_abbreviation_of_any_day_in_a_week_1 -] Status
= O3 Button1 ion: |Proccall
= “fj proc OnClick(Sender$) ShowMessage

2 Local (Variablel$) :
[3 variablel$ = (Editl.Text):
C &8 If (Editl.Text == "mon")
{03 ShowMessage ("Monday™) ;
F ¥ else if (Variablel$ = "tue")
{°3 ShowMessage ("Tuesday") ;

R 833888%

@

Figure 281: Change value property

* Just like the above Else IF statement, we can create statements for all the days of the
week.
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<& MyApplication
= ] pefaultForm
[+ MenuBar1
abl Edit1

Aa _Enter_an_abbreviation_of_any_day_in_a_week_1

= O Button1

= vf proe OnClick (Sender$)

3 Local (Variablel$):
@ variablel§ = (Editl.Text):
E @@ If (Editl.Text = "mon"™)
{73 ShowMessage ("Monday™) ;
E ¥ else if (Variablel$ =— "tue™)
{23 ShowMessage ("Tuesday") ;
= &)else if (Variablel§ =— "wed")
{23 ShowMessage ("Wednesday") ;
= ¥ else if (Variablel§ == "Thr")
{03 ShowMessage ("Thursday") ;
= ¥ else if (Variablel§ == "fri™)
ﬂ ShowMessage ("Friday"™) ;
E ¥ else if (Variablel§$ =— "sat™)
{23 ShowMessage ("Saturday") ;
- #> else if (Variablel§ == "sun")
{23 ShowMessage ("Sunday”) ;

Figure 282: Project screenshot

8222333338838 8%8%8888888¢%

$

6N 8 8 868 8

SLB 8 8 8 8 & 8 &

» Bl <=

Property | Value

m

| @ &

-/ Parameters
expr:

‘Variab1e1$ == "gun"

The application is complete! Save the application by pressing Ctrl+S or going to
File>Save As.. and save it in a folder of choice.

Edit Search Insert View Cl

New... Ctrl+N
Open... Ctrl+0
Save Ctrl+S
Save as...

Save Project

Save Project As...

Import PPL 1.x Project...

h e HEOHED U D

Print Ctrl+P

Exit

Figure 283: Save Project

¢ Press F5 to run the project and see the output:
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& DefaultForm

Enter an abbreviation of any day in a week S3t

Buttonl

Message @

Saturday

o)

Figure 284: Output
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PVariable

A PVariable in PIDE can be used to add a variable to an application. This variable can be
used to act as a standard variable with different methods and properties attached to it. In this
simple example given below, we will use PVariable to declare a variable and then use that
variable to store values. The variable will then transfer its value to another variable which

will then display it on the screen.

e Start with creating a Desktop Form Project. To do so, press Ctrl+N or go to
File>New and select Desktop Form project in the Select New Project Type..
window.

Select New Project Type... =]
Search:

Desktop Form

Category:
[_] All Projects v
-~ % J T Py
N -
_ . ..,-c_}
Code File Component Console Database Database Project

Project

- —

m

i ®

Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File

@ @ (49 |

. ol -
2

MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class

Description:

Creates a new form project

Set as default Help ] | 0K ‘ [ Cancel

Figure 285: Create New Project

* In the Default Form Project Manager, double click the Default Form to initialize
the Form editor and place one PEdit object with one PLabel and one PButton; like
shown in the figure below. To create the aforesaid components on the Form editor,
click on the component you are looking for in the Components Pane. After selecting
the component, click on a place on the Form Editor to place that component there.
Refer to the screenshot below to configure your components.
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&‘ DefaultForm

Figure 286: Place components

* No we can go back to our Project Manager. Click the Project Manager button on
the top left and double click the PButton to create an OnCreate event. This event
will be our basis for all the actions because they will only be started when the button
is clicked.

I&; Project Manager | \§» DefaultForm

BB x| ANTE v@EHSE DEIB
&) Project

<& MyApplication
= B DefaultForm
# ET MenuBar1
= (@3 Button1
“ff proec OnClick(Sender$)
ab| Edit1
Aa Labell

Figure 287: Double click for OnClick

* All programming languages are using variables to store data; these variables can then
be used to manipulate data with the help of various programming tools. For creating a
variable in PIDE we first need to declare it. For doing so, we will use the PVariable
object form the component pane. Drag a PVariable from the component pane to the
OnClick event. This will create a definition for a new variable.
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0 PComponent

07 | | | | = AN oty
47 PEvent wEB X XS vadEH S&
£o3 PMethod @ Project
&2, PObject | <& MyApplication
PProperty 1 = a DefaultForm
'S PVariable # EJ' MenuBar1
[ CodeFlow = 3 Button1
proc OnClick(Senders$)
&) Break
@ Continue '3 Local (Variablel$) :
Ly Else ab| Edit1
8 Else If Aa Labell

Figure 288: Drag PVariable

Now, to create a variable, we will simply drag our newly created variable definition
back on the OnClick procedure while pressing the ALT key. This will create a new
variable ready to hold any value.

& Project
<& MyApplication
= B DefaultForm
3] E]’ MenuBar 1

= @ Button1
=] “f) proe OnClick(Sender$) ;

@ Local (Variablel$):
'3 Variablel$ = ():
ab| Edit1
Aun Labell

Figure 289: Create Variable

* The newly created variable does not contain any value as for now. Drag the PEdit1

object to the Expr property of Variable1$ and select the Text property in the Code
Completion box that appears.

[+ FE=T MenuBar 1 v

[ Action: T
= @ Button1 Va4 Operator: i=
=l “f proc OnClick(Sender$) VA4 @ 1= Logic
3 Local (Variablel$): 7,9 @ o | Logic \
3 variable1$ = (Editl.Text): PXZ @ | LogicAction: ‘
st Y h/expr:\* [Editl.Text
- Status
Operation:
Source: ‘ 1 CanvasContext
|; |60 Text
: 60 MaxIext
$a SelText

Figure 290: select Text in source

e Now Variablel$ holds the value entered in the PEdit box. We now have to transfer
that value to PLabell. For doing this, we will have to change the Caption property of

PIDE Tutorial - Version 1.0 Page 154 of 209




PLabel to be equal to the value contained in the Variablel. Drag the PLabell object
to OnCreate event and select Caption form the code complete window.

% Project <
<& MyApplication &
=l [C] pefaultForm PR
# ET MenuBar1 Y
(= @3 Button1 PR
= “f proc OnClick(Sender$) 7Y
(3 Local (Variablel$\: PR
[@ Variablel$ = (Edggl.Text): PR
AaLabell.Caption =; PR &
alj| Edit1 PR
Aa Labell PR

Figure 291: Drag Plabel1 to OnCreate

¢ All that remains now is to assign Variablel$ to the Caption of PLabell. Drag
Variable to the Expr property PLabel object.

$EB| x| 228 vIB SR BB 2AIB aF- Ao

@ project B|s==| = =
<& MyApplication Property| Value
S| B DefaultForm B e e o
[+ E’ MenuBar 1 expr: |Variable1$
= @ Button1 |-/ Action
= “fj proc OnClick(Sender$) VA4 E ] Action:
@ Local (Variablel$): 29 © Operator: |=
[ variablel$ = (Editl.Text): PR @ (Chtogic
AnLabell.Caption — Variablel§: v o Logic: ‘
: LogicAction: |
ab| Edit1 ' ‘
LogicExpr:
Aa Labell

expr: %Va riable1$
- Status

Operation: |SetProperty

Owner: ‘Aﬁ Label1

Source: :Ca ption

Figure 292: Drag Variable to Expr property

* Doing the above steps, we have given the value contained in a PEdit box to a PLabel.
Save your project by pressing Ctrl+S key on the keyboard or go to File>Save As.. to
save it to your desired place.
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New...
Open...

Save
Save as...

Save Project

& E0&E0 @-E

Print

Exit

Save Project As...

Import PPL 1.x Project...

Edit Search Insert View Cli

Figure 293: Save Project

¢ Press F5 to run the project and see the output:

& DefaultForm
File

PIDE Applicatiol

Buttonl

PIDE Application

Figure 294: Project Output
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PMethod

A PMethod is used to add a method to a program. Methods in programming are used to add
varied functionality to an application. Methods in an application do not only allow a
programmer to add additional functionality, it also allows him/her to make necessary
adjustments according to the programming structure. Given below is an example that would
illustrate how to use PMethod to add two numbers and print their sum on a message box.

e Start with creating a Desktop Form Project. To do so, press Ctrl+N or go to
File>New and select Desktop Form project in the Select New Project Type..
window.

Select New Project Type... =]
Search:

Desktop Form

Category:
[_] All Projects v
N - | . =
S -
: . “"‘r’
Code File Component Console Console Database Database Project
Project
S —/ 1 =
o
& @ © 4 @
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
@ (49 |
. o -
@ W
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class

Description:

Creates a new form project

Set as default Help ] | 0K ‘ [ Cancel

Figure 295: Create New Project

* In the Default Form Project Manager, double click the Default Form to initialize
the Form editor and place two PEdit objects with one PButton; like shown in the
figure below. To create the aforesaid components on the Form editor, click on the
component you are looking for in the Components Pane. After selecting the
component, click on a place on the form editor to place that component there. Refer to
the screenshot below to configure your components.
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b El 1= | I o | (R Y E ) IE ) SO |
p

& DefaultForm

[= Project Classes
[T PDefaultForm

[ Standard Controls

| © PButton |
[X| PCheckBox
PComboBox

ﬂ PControl / ;
PGrid

[:L] PGroupBox
PImagelist
Aa PLabel
PListBox

(] pListview
PMemo

@’ PPaintCanvas

Figure 296: Place components

* After placing the PEdit objects and the PButton object on the form, click on the
Project Manager button to go back to the Project Manager. You would notice there
are 2 PEdit objects and 1 PButton object added to the Project Manager.

* Once in the Project Manager, drag a PMethod object and drop it outside the
DefaultForm code.

QPComment &&)‘E—_[@i%g{}@i@&{jv
PConsole = &) Project
[Z] PLibrary <& MyApplication
[ Class Z {73 proc Methodl
) PComponent = [ pefaultForm
47 PEvent = EJ' MenuBar1
{53 PMethod # E File1
&2, PObject ab| Edit1
PProperty ab| Edit2
3 Pvariable @ Button1
[= CodeFlow

Figure 297: Drag PMethod

¢ Click on the PMethod object and change its Parameters property to x$,y$. This
would specify that this method would take two variables, namely x and y.
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&8 RECIGEPAB I~

(Blg|<==| = =

Propertv[ Value

Q Project v
<& MyaApplication 4 Cilicdaration
% e v ® | | Parameters: x$v$ |
S| B DefaultForm Va4 & . Izi s
B MenuBar 1 v -| Scope
File1 v Private: ‘D
abl Edit1 7Y
ab| Edit2 7Y
O Button1 a4

Figure 298: Change Parameters property

* Now, while the PMethod object is still selected, press Ctrl+Space to bring the Code

Completion window.

%
7

CommandPool$

CommandPool$
MyApplication$

MyApplication$
DefaultForm$

DefaultForm$
Succeeded (Status$)

Failed (Status$§)

IIf (expr, true_expr,

Iff (expr, true_value, fals

Figure 299: ShowMessage

¢ In the Code Completion window, select ShowMessage.
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& Project

<& MyApplication

Z -3 proc Methodl (x$, ¥$)
{°3 ShowMessage (value$ [, value
{f} ShowStatusWindow (visible$§)
f* ShowModal (hwnd$, controlhwn
f>* ShowWindow (hwnd$, showwindo
{3 ShowFPS (visible$, color$)
E:} ShowSprite (spritehandle$, vi
Figure 300: ShowMessage
* Select the ShowMessage object and write x$+y$ in its Expr property. This would
print the addition of both variables in a message window.

S&BECSErA & 29~ (Big|e==|a =
& Project v Property | Value
<& MyApplication ) -| Parameters

Zﬂ ﬂptoc Methodl (x$, ¥$) I SRS IX$°y$ I

% 3 = Status

% {a g SR il Operation: |Proccall

= B DefauitForm Source: ?ShowMessage

S| MenuBar1
®= E File1
abl| Edit1
ab Edit2
@ Button1

Figure 301: Change Expr property

* Now, double click on the PButton object to create an OnClick event. This event will
trigger the addition of both numbers.

% Project <
<& MyApplication &
Zﬂ {3 proc Methodl (x$, ¥$) PR
% {3} ShowMessage (x§ + ¥$): PR
= [T pefaultForm
= Ea MenuBar 1 <
& E File1 <&
ab| Edit1 PR
ab| Edit2 R
(= @ Button1 R
Z “fj proc OnClick(Sender$) PR @

Figure 302: Double Click for OnClick event

* Drag the PMethod object to the OnClick event.
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% Project v
<& MyApplication v
%
21 {3 proc Methodl (x$, ¥$) VR
g {3 ShowMessage (x$ + ¥$): VR
= ] pefaultForm Va4
= Ef MenuBar 1 (74
# E File1 Y
ab| Edit1 VR
abl Edit2 Va4
(= @ Button1 P Y
g = “f) proec OnClick (Sender$) Va4
2 {23 Methodl (x, V) : 2 @
Figure 303: Drag PMethod
*  While the PMethod object is still selected, drag and drop the PEdit] and PEdit2
objects to the x and y property of PMethod. This would trigger a Code Completion
window. Select the text property in them. Doing so will allow x and y parameters to
have the values input by the user in PEdit objects.
28 BFBlea @B as- U 2 e e
@Pro}ect < Property | Value
\':7 MyApplication 7 E) Parameters
2—: {3} proc Methodl (x$, ¥$) PR : idltl'Te"t
U {23 ShowMessage (x§ + v$): PEZ [ e -
/i—: ] pefaultForm sv @E — (S)t:::tion: ]
El ngenuBarl v Source: éo0 CanvasContext
= E File1 [ éa Text
abl Edit1 7Y &0 MaxText
abl Edit2 29 éo SelText
= O Buttont PR
% = “fj proe OnClick(Sender$) Y E
2 {33 Method1 (Editl.Text, y): PR @

Figure 304: Drag PEdit objects to x,y property

* Save the application by pressing Ctrl+S on the keyboard or go to File>Save Project
menu item to save the application.
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Edit Search Insert yiew Class Data Run Tools Components Windows Help

‘D New.. N ID @@ TS0 a2
V If
‘ = Open.. Ctrl+0O @ Welcome h Untitled M Untitled
& Save Ctrl+S [& Project Manager
| Save as...
SiEs HEB x| B et vad
&l SaveProject —
|&5) Save Project As... II S& BEC AR/ 2I-
'[3 Import PPL 1x Project... @ prosect
<& MyApplication
& Print Ctrl+P ga {33 proc Methodl (x$, ¥$)
Exit é i3 ShowMessage (x§ + ¥$):
- S| B DefaultForm
{33 PMethod = Ef’ MenuBar1
&2, PObject File1
& PProperty ab| Edit1
& Pvariable abl Edit2
[ CodeFlow = @ Button1
G Break é = “f proc OnClick (Sender$)
( Continue é {03 Methodl (Editl.Text, Edit2.Text):
La Flee

Figure 305: Save Project

* Press F5 to see the result! This application takes in two numbers and prints the
addition by using a PMethod object.

& DefaultForm
File

10 30

Figure 306: Output
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Creating Your Own Components And Distributing Them
Creating applications is all about creating programs that can work like you want them to be.
Just like every other programming language, PIDE too allows you to build your own
components and reuse them whenever and where ever you feel like. Apart from the many
uses of creating your own components in PIDE, you can also create your own components
and provide them to other PIDE developers for inclusion in their library. There are a certain
number of steps and procedures involved in development of components in PIDE; here we
will know the method to create your own components in PIDE as well as distributing them.

Components are individual packages that have to be installed into a PIDE system for it to be
used while programming. Once installed, programmers can use the components in their
programming needs.

Creating a component in PIDE basically requires three things, they are:

* PPL source code files — This is where you create the component and save it as a PPL
source code so that it can be acted upon during the program execution b PIDE.

* XML definition files — These are required by PIDE in order to complete the
component packaging. You do not have to create the XML files by yourself; once a
PPL source code is created, PIDE can be used to create a XML file to use in
component creation.

* Help files — While not always necessary, you would need help files for your
components if you want to distribute them or want to use the component’s help for
future reference.

Now that you know the things you need to create a component in PIDE, we will start with
each component in detail.

PPL Source Code

There are two ways to create a .ppl file or application; wether you can go with a manual ppl
coding or use visual coding to create equally stable applications within no time. For our
example we will use visual coding.

In this section, we will learn about creating PIDE classes that can be used to deliver specific
functions in a program. These classes would contain their own properties, methods, logic etc.
The DbNavigator class example is the perfect example of a class that can be created with the
help of PIDE programming and then used with other projects.

The DbNavigator class uses a toolbar interface and allows a user to navigate through the
fields of a table easily. Given below are the steps that would allow you to create a
DbNavigator class in the Components Panel.

* Start by creating a new Component Project in PIDE2 and deleting the existing
components class as we will be creating that on our own. Drag a Pcontrol class to the
project and rename it as DbNavigator to make it look like a different class.
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© Pobjectiit $EB x| XDt P

{ PPoint
| iPRect &) Project
@ DbNavigator

24 pvaluelist
[ Standard Controls

@3 PButton

X! PCheckBox

PComboBox

m PControl

ab| PEdit

PGrid

m PGroupBox

PImagelist

Aa PLabel

Figure 307: Drag a Pcontrol to the Project Manager

* The DbNavigator will work by going to the previous or the next data element and this
requires a dataset to work with. For providing the dataset to our DbNavigator Class,
we will include a property by dragging and dropping a PProperty to the
DbNavigator Class.

Q Components n @ Welcome }x Untitled
[= Application - [&; Project Manager
3 Folder : ,
wEB x| &4 va@

@ NameSpace
@ PComment & Project

PConsole = 0 DbNavigator
[Z) PLibrary Dataset
_{3 PThread
[ Class
‘) PComponent
A7 PEvent
{23 PMethod
&3, PObject
PProperty
3 Pvariable

S8 BE

m

Figure 308: Drag PProperty to DbNavigator

* After dropping the PProperty, rename it as Dataset and set its Type Property to
Control.
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I&; Project Manager l(g Properties (&7 Events

cb%@l x’ﬁ‘@ &' VQ & Dataset : PProperty
S& BRECISETA & & (Qis|<==| = &

o

Q Project Y Property‘ Value
= L DbNavigator PRz - Object
i Name: Dataset
ek Gz ClassName: PProperty
|- Ctrl/Class/Struct
ClassName: ‘
- Editor
DefaultValue:
OverrideProperty:
Section:
Type: Control
=l File Control -
FileExtension: ‘ Expression
= List/CheckList/R...
Items: ‘ Field

-/ LocalVariable Fields
Figure 309: Set the Type property

* After change the Type property, select PDataSet in the ClassName Property.

&% Project Manager & Properties |47 Events
&%@‘ X’&‘@&‘ wf& & Dataset : PProperty
S& RELCSE*TA & & Big|<==| = =

@ Project VR Property | Value
= G| DbNavigator PRE - Object
[ £ Dataset P Name: Dataset
ClassName: PProperty
ClassName: PDataSet
= Editor 8 rconsole A
DefaultValue: m PControl
OverrideProperty:
e @13 PCustomDrawControl
Type: &% PcustomList 3
I File 2| PDatabase
- :;'si;"te"s”_“’l & PDataSet
Items: ‘ Ix] PDBCheckBox
] LocalVariable ab| PDBEdit
ReadVariable: ﬂ PDBGrid
WriteVariable: L] PDBNavigator
2 Hiddlen' (=] PDialog
e PDictionary
ReadOnly: & PDictionaryltem

e N T S Sy

Figure 310: Set the ClassName property
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* Because we want to create a navigator, we will also have to create some buttons for
performing tasks. For having buttons in the DbNavigator, drag 4 PToolButton
objects to the DbNavigator and name them First, Last, Prior and Next.

@) Welcome  |2; Untitled

Q Components n

O PButton 4 |&; Project Manager

[X| PCheckBox o . K | | o
ER PComboBox “@B‘x\@\ﬁ&\‘?@l&&[ﬁ—
e,y PControl &) Project

ab| PEdit = O DbNavigator

m PGrid Dataset

[***] PGroupBox O First

PImageList O Last

Auq PLabel 3 Previous

PListBox O Next

%] pListview

PMemo

@ PPaintCanvas

|| PPanel

l% PPrinter

ED PProgressBar
(O PQuickButton
(¢ PRadioButton
[P PShape

| PStatusBar

m

r}': PTreeView
Figure 311: Drag four PToolButton Objects

e After creating the buttons, create events for the buttons by double clicking on the
buttons.
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&; Project Manager
@B x &2 vaEHISHS HELCE*A B &
%Project

= O DbNavigator
Dataset
=) O First

Y

3 “f proc OnClick(Sender$)
O Last

2 “f proc OnClick(Sender$§)

[=] @3 Previous
% /B proc OnClick (Sender$)

i

3 “fj proc OnClick(Sender$)

Figure 312: Double click the buttons to create events

Now drag the Dataset Property to the First button’s event, type ‘first’ and select the
first message in the context menu that appears. Similarly, drag Dataset Property to
the events of other buttons and select the appropriate messages.

498/ x 228 v2@ &8 R 0|0 *A B 2
@Project
= 0| DbNavigator
) Dataset
ECITooIBum%
2 “fj proc' OnClick (Sender$)
3 Toole

O Toolt
First
O Toolt %

firs

Help ] [ Close

Figure 313: Select a message
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BB x2S vaE
S& HELC G *TA @ &

% Project Vs <
= 0] pbNavigator VRE

& Dataset VR

= @ First VR
-1 “f) proc OnClick(Sender$) PR &
2 & Dataset.First(): VR &

=l @ Last VR4
= “fj proc OnClick(Sender$) VR4 &
2 & Dataset.Last(): VR &

(= @ Prior Y
-1 “fj proc OnClick(Sender$) P R% o
2 &) Dataset.Prior(): VR &

=] 3 Next Y
= “fj proc OnClick(Sender$) PR &
2 E) Dataset.Next () : P

Figure 314: Select messages for all buttons

* The class component is almost complete. You can add images, sounds and other
objects to the class to enhance its functionality and look. After you are completed
with the DbNavigator, save the file with the desired name by pressing Ctrl+S or by
using the Save As.. Option form the file menu.

* After you have saved the file, some changes have to be made in the DbNavigator
properties for it to become a Class Component. In the DbNavigator properties,
check the AutoCreate Property, specify the category in which DbNavigator will be
included in by writing it in the Category Property, write PForm in the ChildOf
Property to determine where this class will work on. PForm as well as Ppanel can be
placed on almost all visual codes. After checking the HasOwner, HasParent and
Visual Property, save the file again. Users can also tweak other properties like the
library Property and the Icon Property if they are using other options.

HasOwner means the object will be created and owned by the root object (like form,
panel, etc...). Simply speaking, selecting this property specifies that this object has a
parent object that would contain it.

HasParent is the same as HasOwner and ties the control to the parent control. If the
parent control is moved, it would also move the child control which has been
specified with the HasParent property. HasParent property can be very useful in in
many functions. For example, if you hide the parent control, all child controls will
hide as well, etc...
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-/ Behavior

TabStop:
-/ Binds
Binds: ;[0 pbindobject,pbindvar object(s)]
- Editor
AsFolder: ]
|AutoCreate: IR
AutoGenerate: |
Category: Database
ChildOf: PForm
DefaultEvent: ‘
DefaultProperty:
DragExts:
DragProperty:
HasOwner: | [¥]
HasParent: | [
Icon: component.bmp
Library: pcl
Rename: ‘
Sort:
Visible: j
I\ﬁsual: | [¢] |
- Position

Figure 315: The property panel

* After tweaking the properties of the class, go to the components menu and select
Install components from the current project. This will create a DbNavigator in the
Components Panel under the database column.

Components | Windows Help

Install new component(s)...

Install components from current project

Create new component package fi
Create XML from PPL file...

2
;'?
&% Uninstall component...
&

Figure 316: Components Panel

* To use the newly created DbNavigator Class, create a New Project and add a
database along with the tables and fields to it.

Drag the DbNavigator Class to the Project Manager and change the Dataset Property of
DbNavigator to the table in the database. This will provide the data available in the fields of
the given table to the DbNavigator.

XML Definition Files

PIDE includes a built-in function that will automatically generate a XML file from a .ppl file.
When a component is created, PIDE automatically creates the XML definition that is needed
for its creation.
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Generate the Component Package

Once you have the .xml file definition, the help(.hlp) file(optional) and the .ppl source code,
you can generate a component package that can then be installed in other PIDE installations.
To generate the package,

* Select the Create Component Package Option from the Components Menu. This
will open the Select Component Definition File... Window.

New Component Package l-é_:;-J
Component package filename: £
ﬁ] . ;
] Cancel
Induded library files:
©
©

Figure 317: creating a new component package

The Select Component Definition File Window allows you to locate the XML definition file
associated with the .ppl source code.

When you select the .xml definition file, the Select Help Definition File... Window will
open allowing you to locate the help file for the component.

When you select the help file, the Save Component Package Where... Window will open
allowing you to locate a location to save the component package file.

This will create a ZIP file containing the PPL, XML and HLP files to distribute. If you or
someone else would want to install that component package file that is just created in PIDE,
select Install New Components, not Install Components from current project.
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More In-Depth Object Binding

Object binding allows a programmer to bind two objects in PIDE with each other, with the
use of object binding, object properties can be bound by properties or by variables so as to
provide more control over the program and provide interactivity.

The example given below illustrates how the text property of a PEdit object can be bind with
the caption property of a PButton.

e Start with creating a Desktop Form Project. To do so, press Ctrl+N or go to
File>New and select Desktop Form project in the Select New Project Type..
window.

Select New Project Type... =

Search:

Desktop Form

Category:
[_] All Projects v
= | 1 [ .. . =
- \ $_ \ - -
¢ J ‘ ‘ : ‘ - ‘ - ’
Code File Component Console Console Database Database Project
Project
S i ) E
g =y @ e& @
‘ Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
o ] ~
= | il
: 2
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class

Description:

Creates a new form project

Set as default Help ] ‘ 0K ‘ 1 Cancel

Figure 318: Create New Project

* In the Default Form Project Manager, double click the Default Form to initialize
the Form editor and place one PEdit object with one PButton; like shown in the
figure below. To create the previously mentioned components on the Form editor,
click on the component you are looking for in the Components Pane. After selecting
the component, click on a place on the form editor to place that component there.
Refer to the screenshot below to configure your components.
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7

[ standard Controls
(3 PButton
[X| PCheckBox
PComboBox

*_QﬁPControl
abl PEdit /

PGrid

m PGroupBox
PImagelist

@ DefaultForm

Figure 319: Place components

* For binding the property values of two objects with each other, right click on the
source object and select View Binds or press Shift+Ctrl+B to open the Edit Binds
window.

SS&HECISEFPA @/ 29~
%Project
<& MyApplication

= [ pefaultForm
+ gE]’Menuﬁarl

ab| Edit1 [ Edit .
@3 Button1 1}} Data >
47 Events »
& Cut Ctrl+X
&) Copy Ctrl+C
B Paste Ctrl+V
& Delete Ctrl+Del
@ Rename F2
ﬁ Move up Alt+Up
* Move Down Alt+Down
4% Batch operations... Shift+Ctrl+0
=3 View Binds... Shift+Ctrl+B
®g Clear binds
« Auto Create Shift+Ctrl+ A
@ SubClass Shift+Ctrl+S
B8 Expand class Shift+Ctrl+E

-

& Create Class
Figure 320: View Binds option

* In the Edit Binds window, select the New Button to open a ‘New Component Class’
menu and select pbindobject. The pbindvar option is used to link a variable with the
object property.
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bhx @O

&3 pbindobject
&3 pbindvar

Fcnthdcbject,pbind\.v'ar collection...»

Help

Figure 321: choosing components class

* Property panel for object binding is divided in two parts i.e. the source and the target.
For binding two objects with each other, fill in all the property values in the given

properties.

Va4 Q
1
v

-/ Object

Name:

Classhame: obindobiect

\pbindobject[0]

Font.Binds <pbindobject,pbindvar collection...>
hx @O

Index Name ClassName
&0 pbindobject[0] pbindobject

Figure 322: Source and Target sections

&

/'

-| Source
SourceOptions:
SourceProperty:

‘boAuto |boRead |boWrite |boDe...

= |arget
TargetObject:
TargetOptions:

TargetProperty:

‘boAuto |boRead |boWrite

* In the Property Panel, select the SourceOptions property and check or uncheck the
property you want. The SourceOptions property consists of four choices, namely,

boAuto — Specifies whether property will change automatically or not

boDefault — Specifies whether this is the default value for the target or not

boRead — Specifies whether it will read from the target or not

boWrite — Specifies that the target value will be written to the source property

value
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* The SourceProperty property specifies the source property that will be linked with

the target property.
-/ Object
Name: ‘pbindobject[o]
ClassName: |pbindobject
- Source
SourceOptions: |boAuto |boRead |boWrite |boDe...
SourceProperty: }Text
- Target : | Align -
oo | o
TargetProperty: | Binds
BorderStyle
Color
Enabled |
Font 1
Height
Left
ReadOnly
State
TabStop
Text

o

Figure 323: SourceProperty

* The TargetObject property allows a user to specify the Target Object that will be
linked with the Source Object.
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Property | Value

- Object
Name: 'pbindobject[0]
ClassName: : pbindobject
- |=| Source

SourceOptions: ; boAuto | boDefault | boWrite
SourceProperty: |Text

-/ Target
TargetObject: |0 Button1 =
TargetOptions: ‘ None
TStwekeropeitys .| ] pefaultForm

[D DefaultForm.Buttonl ]
ab| DefaultForm.Edit1

& DefaultForm.Exitl

E DefaultForm.File1

ET DefaultForm.MenuBarl

<& MyApplication

Figure 324: Selectiong a TargetObject

* The TargetOptions property allows a user to specify the options that will determine
the object binding options for the Target Object. Just like SourceOptions, these
options govern how the Target Object will function with source object.

Property \ Value

- Object
Name: ipbindobject[o]
ClassName: %pbindobject

-/ Source

SourceOptions: EboAuto | boDefault | bowrit
SourceProperty: |Text
i'L—ﬁE Target

TargetObject: ‘ (O Button1
TargetOptions: |boAuto | boWrite
TargetProperty: ‘ 7 boAuto

boDefault

boRead

v boWrite

Figure 325: Target options

* The TargetProperty property specifies the property of the target object that is linked
with the property of the source object.
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Property [ Value

- Object
Name: pbindobject[0]
ClassName: pbindobject
- [=I Source
SourceOptions: boAuto | boDefault | bowrite
SourceProperty: Text
- Target
TargetObject: (O Button1
TargetOptions: boAuto | boWrite
TargetProperty: Caption
None 2
Align
Anchors
Binds
BorderStyle
Caption E
Color
Default
Enabled
Font
| Height
Left
TabStop

L

Figure 326: Target property

* After all the object properties are filled, you can close the object binds window and
run your project to see the results.

i like PPL

i like PPL

I
Figure 327: PEdit text binded with PButton object
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PDirectory, PFile And PFileList Example

File handling is an integral part of any comprehensive application. Believe it or not, anything
from a small text editor application like notepad to an hefty one like PIDE itself needs to save
data to and Load Data from files and that’s where file handling comes in. Being a useful
programming ability, PIDE too has the ability to open, save and close files as well as folders
with the help of PDirectory, PFile and PFileList objects play an important role in it.

In this section of the manual, we will get to know about such objects and what PIDE users
can do with them.

Displaying the number of files available in a directory with
PDirectory Object

* Start by creating a new Desktop Form project. For doing this, press Ctrl+N or Go to
File>New and select Desktop Form from Select New Project Type... window.

Select New Project Type... =]
Search:

Desktop Form

Category:
(] All Projects -
5= | . -
: | | - -y
Code File Component Console Console Database Database Project
Project
s> = Eﬁﬂ \ ’ =
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
Y i ] \
y ""3& B |
. 2
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class

Description:

Creates a new form project

Set as default Help ] ‘ 0K ‘ 1 Cancel

Figure 328: Create new project

* Drag a PButton object to the Project Manager and double click it to create an
OnClick event. This event will help us create actions once the button is clicked.
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24 pvaluelist O Button1 >
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[= Standard C
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Figure 329: Drag PButton to Form

&) Project v
<& MyApplication v
= [£] pefaultForm ov e
= ET’ MenuBar1 v
E File1 / v
= O Button1 7Y
4 /f proc OnClick (Sender$) R o

Figure 330: Create OnClick event

* Drag a PDirectory object from the File section of Components Pane to the OnClick

event. This would declare a new PDirectory object.

PColorDialog
(77 PDialog
PFontDialog
T‘:)) POpenDialog
B PSaveDialog
[= File
‘ ID PDirectory
[ Pile
) PFileList
{3 PPackage

OUNNNNNNY

* Change the PathName property of PDirectory to point to the directory you want. For

&) Project

<& MyApplication

= [£] pefaultForm

= ET’ MenuBar1
# E Filet

\E}ﬂ?&lﬁonl
“f) proec OnClick(Sender$)

S BELC AR 29~

A
]
@

[ Directoryl = new PDirectory

Figure 331: Drag PDirectory

our example, we will point it to the default PPL folder.
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&=l (5] pefaultForm

S| MenuBar 1

File1
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= Birectorgi'

= vf proc OnClick(Sender$)
= new PDirectory p» ¢

te va@E
*tAB 29~

v
Y
sv &
¥
v
Y
VR%

[Z= Directory1 : PDirectory

(31| <=

Property l Value

|® =

@ o

Directory Name:
C:\Program Files\PPL2

y| Directories:

|- Binds
Binds: ‘[0 pbindobject,pbindvar object(s)]
|-/ Directory
AutoScan:
Extension: b
PathName: d
Recursive: v]

= c

(7= Program Files

£ help
(£ Icons
£ PCL

(£ Project Templates

- Support Forum.url »
blog.URL
ft Youtube channel.URL
f url

Drives:
Ecaf

Figure 332: Change PathName

The Extension property allows us to select the files we want to grab with the help of

PDirectory object. While you can keep the Extension Property pointing to *.* to
account for every file, you can also change this property to account for specific type
of files. In our example we will change this to *.url. This would ensure that only files
with .url extension are taken by the PDirectory.

SS HEILCI®E
% Project
<& MyApplication
=l [£] pefaultForm
S| MenuBar1
File1
= @ Button1

NN

5 Directoryl

=l “f proe OnClick(Sender$)

D@ 2D~

Y
= new PDirectoryié v

(Bt <==| = B

Property | Value

|[0 pbindobject,pbindvar object(s)]

*url
T\Program Files\PPL2\

Figure 333: Change Extension property

*  While the PDirectory object is still selected, press Ctrl+Space to bring code
complete window and select ShowMessage from it.
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=l @3 Button1 Y
= “f proec OnClick(Sender$) VA4 8

%
7
7
7
7
Z
Z

{3 ShowStatusWindow (visible$)
f ShowModal (hwnd$, controlhwn

#* ShowWindow (hwnd$, showwindo
{3 ShowFPS (visible$, color$)
{3 ShowSprite (spritehandle$, vi

Figure 334: ShowMessage

* While ShowMessage object is still selected, drag the PDirectory object to its Value
property. This would initiate a code complete window.

€1 RutoScan
% FixPathName (PathName$§)
#1 Files

%Scan
A - s
Q@

Figure 335: Code Complete window

* In the code complete window, go to Files and click the arrow beside it.
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% Creating

% Destroying
% Updating
éa State

éa Name

][ Close ]

Figure 336: Click the arrow

Now in the code complete window, select Count property. After you have selected

Count property, the Value property of ShowMessage should look like
Directoryl.Files.Count

ating
% EndCreating
% Creating
47 OnCreate

Figure 337: Select Count Property
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* That’s it! The application is complete. Now you can save the project by going to

File>Save Project and save it anywhere on the computer.

Edit Search Insert View Class Data Run Tools Components Windows Help

[ New.. Ctrl+N > ®| @ s &0 ‘ ‘ ¥
= Open.. Ctrl+0 @) welcome = I pfileproject.ppl IM Untitled |
Save Ctrl+S I& Project Manager
@ Save as...
_ 588/ x 2t 2@
[&] Save Project
D SaveProject As... &&H}.’Jilﬁ‘%}@ q|@’@@,
[:@ Import PPL1.x Project... % EEject
<& MyApplication
& Print Ctrl+P =l [5] pefaultForm
Exit = MenuBarl v
File1 v
PDirectory E @ Buttonl Va4
[ prie — % = “f proc OnClick (Sender$) Va4 @
& PFileList é 5 Directoryl = new PDirectory Va4 @
@ PPackage 7 {23 ShowMessage (Directoryl.Files.Count): _ ¢/ @

i PParkaneFile

Figure 338: Save Project
¢ Press F5 to see the result!

& DefaultForm
File

—

T

Figure 339: Output
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Getting the file size of a file by using PFile object

* Start by creating a new Desktop Form project. For doing this, press Ctrl+N or Go to
File>New and select Desktop Form from Select New Project Type... window.

Select New Project Type... =

Search:

Desktop Form

Category:
(] All Projects v
I L 1 i : _- ‘ B
P o - -
L L = =
Code File Component Console Console Database Database Project
Project
.»:T.‘lt E e E
e 3 5 &4
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
2
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class

Description:

Creates a new form project

Help ] [ OK ] [ Cancel

Figure 340: Create New Project

* Drag a PButton object on the Default Form and double click it to create an OnClick
event which would be used to initiate all the actions on our application. Alternatively,
for creating an OnClick event you can also right click the PButton object and select
OnClick from the Events sub menu.
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. 47 OnExit
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ab Cut % Mouse
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B Paste Ctrl+V | “fj OnMouseActivate

Figure 341: Create OnClick event

* Drag an PEdit object to the project above the PButton object you just created. This
PEdit box will help us point to the path of the file we want to the size of.

(5 profct s $& BHEIBI®E DB aS-

] PpefaultForm & Project ot

= Standard Controls <.? MyApplication W

O PButton =l [£] pefaultForm 7Y @

[X| PCheckBox + MenuBar 1 bt
PComboBox ab) Edit1 2¥

ﬁ PControl / O Button1 C b

ab] PEdit % “fj proc OnClick(Sender$) VR
PGrid

m PGroupBox

Figure 342: Drag PEdit

*  Now we would need to store the address of the file input by the user on the PEdit
object in a variable so that it can be used. For doing this, drag a PVariable object to
the OnClick event. This would create the definition of a new variable.

8 peonsoe &S DEBIRPAIB 29

[Z) pLibrary 2 &) Project o
[= Class <& MyApplication v

i) PComponent = 3] pefaultForm

47 PEvent # Ef' MenuBar1 v

{2‘} PMethod abl Edit1 C ot

& PObject = O Buttont g

& PProperty ? »-Ti proc OnClick(Sender$) 7Y
5 PVariable % 8| Local (Variablel$) ; Z¥ $
[= CodeFlow '

Figure 343: Drag PVariable

* Drag the newly created Variable definition back to the OnClick procedure while
holding the ALT key on the keyboard to create the variable.
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<& MyApplication
= [O] pefaultForm
MenuBar1
abl Edit1
= (@ Button1
= “f proc OnClick(Sender$)
@ Local (Variablel$) f
@ Variablel$§ = ()

& e 8
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Figure 344: Create Variable

* Drag the PEdit object to the Expr property of the newly created variable. This would
initiate a Code Completion window.

= E;f MenuBar1 (4 = :.;:;::amn =
ab| Edit1 29 Logic: [
i = @ Button1 Va4 LogicAction: [
é B8 l::oc onClick(Sender$) 7 @ LogicExpr:
é |g Local (Variablel$) : VA
g @ Variablel$ = (Editl.Text); il — expr: Editl.Text
| Status . =
Operation:
Source: €1 Binds -

QZ{J, Creating

% Destroying

% Updating

éa State

éa Name

9 Owner =
é0 Components D

m

é2 Params

éa ID
yra— . =y

Q@

Figure 345: Drag PEdit1 to expr

* Select the Text property in the code complete window. This would send the text
entered in the PEdit box to the variable.
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expr: [Edit1$
-/ Status
Operation:
Source: €0 CanvasContext

J‘\J Text
#a MaxText
#a SelText

Figure 346: Select Text

* Go to the Components Panel and drag PFile from the File section to the OnClick

object.

[ PReport S BRELGRFPAIB 23~

[ PRshape &) Project LY

An PRText <& MyApplication 7

(= pialogs = ] pefaultForm Y Q i@

PColorDialog MenuBar1 &

52 abl Edit1 PR
PFontDialog ‘ ] @ Buttonl R

L POpenDialog 4 /f proc OnClick (Sender$) A% o
[ PsaveDialog f 3 Local (Variablel$): rabS s
(5 File < é [ variablel$ = (Editl.Text): PR o
(S PDirectory 1 7 [) Filel = new PFile P2 ©
[ PFie |

) PFileList ‘

{3 PPackage T

Figure 347: Drag PFile to OnClick

* Click on the PFile object and drag Variablel$ to its filename property. This would
provide the path entered in the PEdit box to the PFile object.
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<& MyApplication

= a DefaultForm Binds: ‘[0 pbindobject
[+ MenuBar 1 8 Fie "
i Filename: ‘Varlablels
abl Edit1
= O Button1
Z = “f) proe OnClick(Sender$)
é (3 Local (Variablel$) :
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’ Filel = new PFile PR ®

Figure 348: Drag variable to Filename

* Now, for displaying the file size, Press Ctrl+Space on the keyboard while PFile
object is till selected. This would generate a code complete window. Select
ShowMessage in it.

; = “f) proec OnClick(Sender$) PR
2 @ Local (Variablel$) PR
g @ Variablel$ = (Editl.Text): PR
3 Filel = new PFile X% @

I {3 ShowMessage (value$ [, value$ |
{3 ShowStatusWindow (visible$)

)‘Ss ShowModal (hwnd$, controlhwnd)
F% ShowWindow (hwnd$, showwindo
E_} ShowFPS (visible$, color$§)

{E ShowSprite (spritehandle$, vi

* Select the ShowMessage statement and drag PFile statement to its value property. In
the code complete window that initiates, select the Size property. This would allocate
the size of the File to the message box.

% Project < Property | Value
@ MyApplication v -/ Parameters
&l (5] pefaultForm o v @E value: Filel.Size _
[+ E MenuBar1 < %‘
abl| Edit1 Z S ’ % Size
= @ Button1

é1 Position
= “/f proec OnClick(Sender$)

% Extension
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&‘3523{3{3

[@ variable1l$ = (Editl.T 29
Filel = new PFile PR%
{03 ShowMessage (Filel.Size) : )

Figure 349: Change Value property
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* That’s it! The application is complete. Now you can save the project by going to
File>Save Project and save it anywhere on the computer.

Edit Search Insert View Class Data Run Tools Components Windows Help

O N ID Q@@ ITH0 QAL
= Open.. gwdcome Ii pfileproject.bak
E Save Ctrl+S & Project Manager
M | Savess $EB|x & Ee22 8 veE
[E SaveProject
@Saveprojec‘tAs... &&IE]-__‘E‘Q}@ G@‘@‘&'
@ Import PPL1.x Project... % Bxojec v
<f MyApplication Y
‘ & Print Ctrl+P &= [ DefaultForm v
Exit MenuBar 1 17
ab| Edit1 v
PFontDialog = © Button1 )
L POpenDialog é = “f proc OnClick (Sender$) v
= PsaveDialog Z @ Local (Variablel$) : v
(= File |2 é @ variablel§$ = (Editl.Text);: v
S Poirectory é [) Filel = new PFile v
(3 prie 7 {73 ShowMessage (Filel.Size) v
) PFileList ’

Figure 350: Save Project

¢ Press F5 to see the result!

& DefaultForm
File
\ppl\remote.ico

Buttonl

2550

Meszage =]

Figure 351: Output
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Using PFileList to display the constituents of a Folder

PFileList is an object that is used inside the PFolder and contains a list of PFile items that
the PFolder object contains. With the help of PFileList, actions can be performed on the
while list of items. Given below is an example that would demonstrate the use of PFileList
object to delete all the objects present in the PFolder. Using a ForEach object along with the
file property of PDirectory we can get the PFileList object and work with various methods
on the files; the example given below will demonstrate how to delete all the files in a
directory:

* Create a new Desktop Form project in PIDE. For doing this, go to File>New or press
Ctrl+N to get the Select New Project Type... window. In the Select New Project
Type.. window, select Desktop Form project and press Ok.

Select New Project Type... =]
Search:

Desktop Form

Category:
[_] All Projects v
-~ — % J = Py
S -
! - E ’
Code File Component Console Console Database Database Project
Project
S —/ 1 =
o
& 5 © 4 W
Desktop Form Desktop Game Empty Project Find Wizard GameAPI Help File
@ (49 |
. o -
@ W
MenuBar Mobile Form Mobile Game  Mobile VGA Game Package PPL Class

Description:

Creates a new form project

Set as default Help ] | 0K ‘ [ Cancel

Figure 352: Create New Project

* After selecting the Desktop Form, Drag a PButton to the Project Manager, this will
allow us to trigger the actions on the click on the button.
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i PMemory & HECBISEPA @ 29~

&) PObjectList &) Project v
{j PPoint <& MyApplication &
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=| PScript = ET MdhuBar1 v
2. Pvalue File1 ¥
24 pvaluelist O Button1 >
[= Project Classes
[T PDefaultForm
[ Standard C
(O PButton
[X] PCheckBox

Figure 353: Drag PButton to DefaultForm

e Double click the PButton to create an OnClick event. This event will allow us to
raise all the actions we want.

% Project v
<& MyApplication Y
S a DefaultForm VA4 Q
= ET MenuBar1 v
® E File1 / 7
= O Buttonl Y
% “f) proc OnClick(Sender$) VR &

Figure 354: Create OnClick event

* Drag a PDirectory object from the File section of Components Pane to the OnClick
event. This would declare a new PDirectory object.

PCoIorDialog &J&H-?f]:‘ri%@ O@i@],&{av

[=3] PDialog &) Project i
PFontDialog <& MyApplication ¢

L) POpenDialog = [5] pefaultForm sv &

[ PsaveDialog =l & MenuBar1 %
[ File ® E File1 v

(= PDirectory = @ Button1 VY

PFile \f\p«*@ proc OnClick(Sender$) Va4
) PFileList 2 5 Directoryl = new PDirectory |y ¢/ &

{3 PPackage
Figure 355: Drag PDirectory

* Change the PathName property of PDirectory to point to the directory you want. For
our example, we will point it to a dummy folder that contains various files.
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= O Button1 Extension:
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athName:
5 Directoryl = na C:\Users\Ashutosh\Desktop \PIDETest

x =
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Directories:
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Desktop

Drives:
B[

Figure 356: Change PathName

* Since we are going to delete files, it would be clever to filter the files that we want to
delete. In the Extension property of PDirectory object, set *.txt so that all the text
files are targeted.

@it ==|a B

Property i Value

-I Binds
Binds: E[O pbindobject,pbindvar object(s)]
- Directory
AutoScan: V]
Extension: *xt [B
a me: C\Users\Desktop\PIDETest\
Recursive:

Figure 357: Change Extension Property

* Now that the PDirectory object is configured, we can continue with the PFileList
object that is represented by the Files method. For deleting all the files in a directory
specified in the PDirectory object all we need to do is to call the PFileList object that
will scan all the files in the PDirectory and delete all the files in there. For doing this,
select the PDirectory object and press Ctrl+Space bar on the keyboard, this will
bring the Code Completion menu.

PIDE Tutorial - Version 1.0 Page 191 of 209



= “f proc OnClick(Sender$) VR &
[ Directoryl = new PDirectory

ENNNAAAAY

'. Directoryl$
B PDefaultForm
<& Papplication
&% Pobject
PBindObject

PBindVar
&; PCustomList

|| Close

Figure 358: Hit Ctrl+Space for Code Complete window

¢ Select Files menu item or write Files in the text box to go straight to it. Once on it,
press the arrow beside it to go to a sub method.

= “f proe OnClick(Sender$)
[ Directoryl

BN

- new PDirector

& fFiles$ =
¢ Files =]

fi FileSize (filename$)

f~ PackageFiles (packagehandle$§,
f>~ PackageFileSize (packagehandl

Figure 359: Select Files

* In the PDirectory.Files menu, select DeleteFiles method. This method will delete all
the files available in the directory that is specified in the PDirectory.
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BN

5Director¥1 = new PDirector¥
<=

% Delete (index$)

&7 OnDelete

&7 CnDelete

Q} Delete (index$)

| @ DeleteFiles

Figure 360: Select DeleteFiles

* After you have selected the DeleteFiles method, the Project Manager should look
like the screenshot given below.

@ Q-

S& BHELCI@E*TA &
%Project
<& MyApplication

= ] pefaultForm

# EJ’ MenuBar1

= @3 Button1
= “fj proe OnClick(Sender$)

[ Directoryl = new PDirectory

[ Directoryl.Files.DeleteFiles|():
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Figure 361: Project screenshot

* The application that can delete the text files from a directory is complete. Now you
can save the project by going to File>Save Project and save it anywhere on the
computer.
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Figure 362: Save Project

* Press F5 to see the result! Below screenshot shows that the folder that had many text
files before became empty when we clicked the button.

& DefaultForm
File

v

{ i) P PIDETest < | 45 W Search PIDET.. O |

B ey s
Organize ¥ Include in library v » = v [l @
. Favorites | Name
Bl Desktop

This folder is empty.

4 Downloads

L .
= Recent Places

m

Figure 363: Output
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Presource

Presource object can be used to store information from a file directly in the PIDE code.
Dragging a file from your computer to the Project Manager shows PResource in the context
window. By selecting PResource in the context window, we can mark an object as the
resource that is needed for the execution of a program.

An PRDBText & Project Manager
[
v | ¥4 [l| Search Sample Pictures £ =
B PRepart XEB| x| 2Dt 8| vBE

[F9 PRShape
AnPRTeX: -, &8 BHELCIGELA B 2D~
- @Project <7
" [ PcolorDiglag 2 - v
Al i PDialog
PFontDla D PFile
2y POpenDig -

) PFileList

PSaveDi
BE = @] PImagelList

[Z5 PDirector s PMemory
[ prie i PPackageFile
& PFileList 43, PResource
@ Prackagd B PSurface

{p PPackageFile
@,) PResource

Print Burn New folder = v 1l ©@

Arrange by:  Folder ¥

) B i

Hydrangeas Jellyfish Koala Lighthouse

v

Figure 364: Drag and drop files and mark PResource

A popular example of using PResource would be of using it to store music as well as sound
files that are used in applications for button clicks etc.
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Additional Support

For additional support, including discussion boards, frequently asked questions, and a
knowledge base, please visit the http://www.arianesoft.ca/ website.

Know more about PIDE and what you can do from it, Visit http://ppl-lang.com/

Get all the support you want from your peers, visit http://forum.arianesoft.ca/

Watch n’ learn! Visit the YouTube channel at http://www.youtube.com/arianesoft
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OULPUL ettt e et e et e e st e e st e e sabteeeabeeesaneesnnseeennee 188
Create NEeW ProJeCt.......cuiiiieiiiiiieiecieee ettt 189
Drag PButton to DefaultForm ...........ccccoeoiiiiiiiiiiiniiiieeeeeeeeeee e 190
Create ONCHCK EVENT .....oiiiiiiiiiieiieeeeeeee et 190
Drag PDITCCLOTY ....veeiiieiieeiie ettt ettt ettt aeeeaeeennas 190
Change PathNam@ ...........oocuiiiiiiiieiie et 191
Change EXtension PrOPerty ........cceevieicierieiiiienieeiieeie et 191
Hit Ctrl+Space for Code Complete Window ...........cccueevieeiienieniiieniieeieeeeeee. 192
SEIECE FILES ..ttt 192
Select DEICtEFIlEs ......ovuiiiiiiiiieiecieeee s 193
Project SCTEENSNOL.......ciiiiiiiieiieie ettt 193
SAVE PLOJECL .. eieiiieiieeiieee ettt ettt ettt et n e abeenee 194
OULPUL et ettt e et e et e st e e st eeeabteeeabeeesaneeennneeennee 194
Drag and drop files and mark PReSOUICe..........ccceceeriieniiiiieieeiieieeeeeee, 195
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