TUTORIAL 01: Hello World
ScuiLib 0.7 beta

INTRODUCTION


In this first tutorial we will see the classic immortal coding example: we will open a window and we will put inside the text “Hello World!”, nothing more.

Here is the code (without comments):

; +---------------------------------------------------------------------------+

; | TUTORIAL 01 - Hello World                                                 |

; |                                                               ScuiLib 0.7 |

; +---------------------------------------------------------------------------+

@INCLUDE "Sdb:Scui/ScuiLib_7.hws"

@INCLUDE "Sdb:scui/Defaults_Standard_7.hws"

scui.Initialize({ Title      = "Hello World!",

                  Size       = { 200, 40 },

                  Position   = { #CENTER, #CENTER }})

scui.NewObject( #IFOCLASS_LABEL,



 "MyLabel",

                Nil, 

                Nil, 

                Nil,

                { Values = { "Hello World!" } } )

scui.Win.AttachGadgets(#SCREENID, "MyLabel")

scui.Win.RenderGUI(#SCREENID)

Repeat

   WaitEvent 

Forever

So, let’s see line by line what’s happening.

@INCLUDE "Sdb:Scui/ScuiLib_7.hws"

@INCLUDE "Sdb:scui/Defaults_Standard_7.hws"

These two lines are necessary to make available to your application the ScuiLib functions, the first @INCLUDE contains ScuiLib functions and constants, the second one contains the default ScuiLib preferences and the default theme.

scui.Initialize({ Title      = "Hello World!",

                  Size       = { 200, 40 },

                  Position   = { #CENTER, #CENTER }})

One of the first things you have to do when using ScuiLib is the initialization of the library, with scui.initialize() you reset the ScuiLib system and at the same time you can setup the main Hollywood display.


With the above command we have reset the ScuiLib system, we have set the window’s title, the display size and finally the display position in one go.

scui.NewObject( #IFOCLASS_LABEL,



    "MyLabel",

                Nil, 

                Nil, 

                Nil,

                { Values = { "Hello World!" } } )

The above command create the text label where the “Hello World!” text is displayed. Here we have specified the class of the object we want to create, the name we want to assign to the object, the object position, the object size, the look modifier and some additional informations like the text caption.

In this specific case we have passed Nil for the position and the size fields because we are using the layout engine, but in case you want to adjust manually your objects you can specify the position and the size of your gadgets.

With the look modifier you can change almost any graphic aspect of your object but in this case the system will use the default theme to render our label because we have passed Nil as argument.

In the last parameter we have set the text of the label; as you can see the tag Values is initialized with a table: that’s because in this way we can pass more then one string, that’s the way used to build multiline gadgets. Try to change:

{ Values = { "Hello World!" } }

with

{ Values = { "Hello”, “World!" } }

Finally just a note on gadget creation: when creating gadgets remember to specify unique names or you will get an error!

scui.Win.AttachGadgets(#SCREENID, "MyLabel")

This little piece of code is responsible of the automatic layout engine activation, here we are telling ScuiLib to attach to the window #SCREENID the label “MyLabel”. From here on the window resize will be intercepted by ScuiLib that will provide to adjust the GUI automatically to the new window size.

scui.Win.RenderGUI(#SCREENID)

Finally this command is used to finalize and refresh the GUI.
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