Help file for GUI.H





This is an include file for C++ programs.


Compiler: Turbo C++ or Borland C++.


Graphics Mode: VGA HI 640 X 480 resolution.





Last updated : Wednesday, February 07, 2001


Lines: 651 lines in gui.h





List of functions and description:





BASIC  FUNCTIONS :





void initaddons(char *dir="");  Command to initiate graphics and mouse in VGA  HI mode. Here 'dir' should be the path of EGAVGA.BGI file. eg-                     initgraph("c:\\tc\\bgi");  // c:\tc\bgi is the location of egavga.bgi


void endgui(); close the graphics system and exit.


void say(char*text="",char*title="");  Creates a dialouge box with an OK button and displays the message(text) and the window has the title. eg-              say("Hello world","Comment");


int confirm(char*text="",char*title=""); Creates a dialouge box with a OK and a CANCEL button. If the user accepts and clicks OK the function returns integer value '1' else '0'.


char* intext(int,int); inputs a string. the arguments contain the x & y coordinate of the spot where the text has to be recieved.





MOUSE FUNCTIONS :





void getmouse(int,int,int); gets the current mouse status. eg                   getmouse(button,x,y);  - returns x & y coordinates of mouse and the number of button pressed. NOTE only the variables button , x and y should be used, These  variables are predefined in the file.


void hidemouse(); Hides the mouse pointer.


void showmouse(); Shows the mouse pointer.


void restrictmouse(int,int,int,int); Restricts mouse movement within a specified region. region - x1,y1,x2,y2 - are the coordinates of the region.


void mouseptr(int mark[50],int xstart,ystart); Change the mouse pointer to a bit mapped mark[50].


void pointer(int); Change the mouse pointer. the argument specifies the pointer type. 1= normal, 2= 'I' shape, 3= 'Wait', 4= square figure.





KEYBOARD FUNCTIONS :





int inkey(); returns the number of the current key pressed. Returns ASCII value  for keys other than function keys and arrow keys. Returns keyboard scan code for function keys and arrow keys.





GRAPHICAL OBJECTS :





NOTE: These overwrite the background and do not detect mouse clicks. ie- they are dead.


void openwindow(int x1,int y1,int x2,int y2,char *title,int fillstyle,int titlecolor,int darkbordercolor,int lightbordercolor,int fillcolor); creates a window. 


void buttonon(int x1,int y1,int x2,int y2,char *caption,int spaces); creates a windows like button with the caption. spaces= no of spaces to leave before the leftmost corner of the button.


void buttoneffect(int x1,int y1,int x2,int y2); gives a 3d effect to the region.


void buttonclick(int x1,int y1,int x2,int y2); gives a 3d pressed effect to the region.


void textfield(int x1,int y1,int length); makes a textfield.


void checkbox(int x1,int y1,int status); makes a checkbox. status=0 means off, status =1 means selected.


void progressbar(int x1,int y1,int status,int display); Makes a sliding progress bar. status = %age. display=1 - makes the bar with the status. display =0 edits the status.





FUNCTIONAL OBJECTS , EVENT HANDLERS, LINKS, IMAGES - ACTUAL ACTIVE STUFF.





Loading an image: The 'image' function can load only those images which have been made in Imager v3.1. 


Syntax: image(int x1,int y1,int x2,int y2,char *filename);





Opening and closing an overlapped window


This uses the 'windows' class. eg- 


windows eg;


eg.newwindow(x1,y1,x2,y2,"title"); // opens a window with the title


eg.setcolors(titlecolor,darkshade,lightshade,fillcolor,fillstyle); //modify colors


eg.closewindow(); //closes the window





Using the event handlers





getclick





Two event handlers are included in this file. They detect mouse clicks on predefined regions on the screen.





The first handler is useful for getting mouse clicks on the main console of your application. It is the 'getclick' function.





Primary requirements:


You need to have a global array like this:





int btn[n][5];  // here n is the number of buttons in the application





This array stores the x1,y1,x2,y2 coordinates in the 1st 4 elements of the second dimension and the button number for which it is activated in the 5th element.


Mouse buttons:


0 = no button clicked


1 = left clicked


2 = right button clicked


4 = middle button clicked





The getclick function loops until it detects a mouse click of the right button on the right region. It then calls the 'search' function with the argument as the button/link number. The actions in the 'search' function can be assigned using the switch case statements. eg-





void search(int no)


{ switch(no)


   { case 0: // do something when this button/link is clicked.


      case 1:


      default:break;


   }


}





Defining the 'Hot spots' for the event handler


The hot spots in form of graphical buttons or regions need to be activated before using the event handler.


Making a button with a caption: you can use the 'cmdbtn' function. syntax:- cmdbtn(x1,y1,x2,y2,"Caption",buttonNumber,Array, MouseButton);


Making button with an icon: Use function 'iconbtn' insted of 'cmdbtn' the 'Caption' should be replaced by an Imager v3.1 compatible image.


Defining a region :  Use this:    activate(x1,y1,x2,y2,buttonNo, Array,MouseButton);





After all links and regions have been defined the getclick can be used as:


getclick(st,en,Array); // st = starting button no , en = ending button no.





getlink





The second event handler is useful for sub-windows within your program. Its the 'getlink' function.





It is exactly similar to getclick but it stops looping when the required click is acheived. It returns the value of the button/link number on which thw mouse has been clicked. These values can be mached by switch case statements. It does not call the 'search' function.





Usage:





int r=getlink(st,en,Array);


switch(r)


{ case 0: // button/link zero


   .....


}





Designing menus





A menu can be made in the following way:





char *list[]={"Choice1","Choice2","Choice3"};  // define choices


int r=activemenu(x1,y1,list,n1,n2); /* n1 = number of choices , n2 = maximum     no. of characters. */


switch(r)


{ case 0: // when no choice was clicked


   case 1: // first choice clicked 


    .... 


   default:break;


}





The menu will wait for a mouse button click. A click outside the menu region stops the menu and returns '0' to 'r'.





Classes :





class textbox :


This class is for handling textboxes. functions :


make(int x1,int y1,int leng);   


text(char tex[]);  // change the text of the textbox.


char *qtext(); // returns  the current text.


clear(); //clear the textbox.


example:


textbox t;


t.make(10,10,20);


t.text("Hello"); 


t.clear();





class check :


This class is for handling checkboxes.





functions:


make(int x1,int y1);


on();


off();


Public type variable : stat -- If it has a value =1 => the checkbox is selected if =0 then it is not selected.











This basic help should get you going. Check out the 'sample.cpp' file for a demo. Gui.h is always under upgradation. For further help/queries/suggestions/bugs mail to:  ankit@ankitrohatgi.com














 





   


 























     


