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********************************************************************}

hnit WN;
nterface

Jonst
VM_COLOR
VM_MONO

VI O NT

VI OPAGE

VI OSETCURSOR
VI OGETCURSOR
VI OSETPAGE
VI OGETMODE

W N_CRLF
W N_SCROLL
W N_HASCURSOR
W N_ACTI VE

OT_|I NT
or_BOOL
DT_TRUEFALSE
DT_ONOFF

ReobkR

2,

$10;
$00
$02;
$03
$05
$0F;

$0001;
$0002;
$0004
$0008

{ OBJTYPE -

INT }



DT_YESNO = 2;
.1 .4 cm 173 Raster

MSG_LOSTFOCUS = O0;
MSG_GOTFOCUS = 1;

MSG_KEY = 2;

MSG_CHANGED = 3;

MSG_PRECHANGE = 4;

KBD_ESC = 27;

KBD_TAB =9

KBD_SH FTTAB = 15 * 256;
KBD_BACK = 8

KBD_CR = 13;

KBD_LF = 10;

KBD_F1 = 59 * 256;
KBD_F2 = 60 * 256;
KBD_F3 = 61 * 256;
KBD_F4 = 62 * 256;
KBD_F5 = 63 * 256;
KBD_F6 = 64 * 256;
KBD_F7 = 65 * 256;
KBD_F8 = 66 * 256;
KBD_F9 = 67 * 256;
KBD_F10 = 68 * 256;
KBD_UP = 72 * 256;
KBD_LEFT = 75 * 256:
KBD_DN = 80 * 256
KBD_RI GHT = 77 * 256
KBD_DEL = 83 * 256;
KBD_HOVE = 71 * 256;
KBD_END = 79 * 256
KBD_PGUP = 73 * 256
KBD_PGDN = 81 * 256
KBD_CTRLPGUP = 132 * 256;



KBD_CTRLPGDN = 118 * 256;

KBD_PLUS = 43;

KBD_M NUS = 45;

ype . .

\V NDOW = Record { describes a w ndow }

i X 1Y, { position to the subbordi nate w ndow screen }
i Wi H, { width and height }
i CX,i CY : Integer; { current print position }
uFlags : Word; { s. WN_???}
i Attr, { current attribute }
i H Attr, { active attribute }
i LOAttr : Byte; { passive atribute }

nd;

W NDOW = AW NDOW

-- Wndow- Procedure, for ex., for handling ---}

-- keyboard input ---}

W nproc = Procedure( i Num msg, iParam: Integer; |Param: Longint );

NTDATA = Record { describes an integer input field }
iMn, iMax : |Integer;

pVal ue . ~l nteger;
pText : String;
nd;

JOOLDATA = Record { describes a BOOL input field }
iDisplay : Integer;
pVal ue : ~Bool ean;
pText : String;

nd;



HDJ — Keculu { uesciliues dall 1nput rireru j

X Y, W H
i Type ;I nteger;
pDat a : Pointer;
nd;
BIPTR = ~OBJ;
- Prototypes ------imm e }
rocedure win_Init( var Wn : W NDOW
iX, iY, iW iH: Integer;
i LA, iHA . Byte;
uFl ags : Word );

rocedure win_LoVideo( var Wn : WNDOW) ;

rocedure wi n_Hi Video( var Wn : WNDOW) ;

rocedure wi n_GCet VI OSVMEM

‘unction wi n_Get Mbde : Word;

rocedure wi n_CGotoXY( var Wn : WNDOW iX, iY : Integer );
rocedure win_Cr( var Wn : WNDOW);

‘unction win_Save( var Wn : WNDOW) : Pointer;

rocedure wi n_Restore( pMem: Pointer; bFree : Boolean );
rocedure wi n_Get ScreenSettings( var Wn : WNDOW ) ;

rocedure win_ScrollUp( var Wn : WNDOW; NumRows : |nteger );



rocedure _win_Print( var Wn W NDOW
Text String;
i Cnt I nteger );
rocedure win_Print( var Wn : WNDOW Text String );
rocedure win_PrintAt( var Wn : W NDOW
i X, iY: Integer;
Text String );
rocedure wi n_Beep;
rocedure wi n_QbjectlnitlNT( var bj OBJ;
var Data | NTDATA;
X, ¥, w, h: Integer;
Text : String;
iMn, iMax : |Integer;
pVal ue Pointer );
rocedure wi n_CbjectlnitBOOL( var Obj OoBJ ;
var Data BOOLDATA;
X, ¥y, w, h I nt eger;
Text String;
i Di spl ay I nt eger;
pVal ue Pointer );
rocedure win_CbjectPrint( var Wn : WNDOWN var Obj OoBJ );
‘unction wi n_QObj ect QueryVal ue( var Obj oBJ ) Longi nt;
rocedure win_CbjectPrintArray( var Wn W NDOW ;

pOArray;

poi nter;



i Num

i Act : Integer );
rocedure wi n_Cbj ect ProcessKey( var Wn : W NDOW

bj : 0BJ ;

i Key : Integer );

‘unction wi n_QObj ect Want sKey( Obj : OBJ; iKey : Integer ) : Bool ean;

rocedure wi n_Cbj ect ProcessArray( var Wn : W NDOW
pOArray : pointer;
i Num : Integer;
| pFunc : winproc );

mpl enent ati on
Jses DOCS, CRT;

:onst MAXOBS = 100;

ype ObjArray = array [0..MAXOBS-1] of OBJ; { for access to }

ype Ooj ArrayPtr = ~"Cbj Array; { OBJ-Arrays }

- global variables -------mmmmmm }

Jonst

1 pVIOSMEM : ~Integer = NIL; { address of the screen nmenory }

wWVI OSMODE : Word = 0; { current video node }
Col umms : Integer = 0; { nunber of lines presented }
********************************************************************}
win_lnit : initializes WNDOW structure }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input : Wn - WNDOWstructure to be initialized }

iX, iY - window position relative to subbordinate }



W riuow, oI scCI eell. 7
origin: ( 0,0) }
iW iH - width and height of the w ndow }
iLA, iHA - test attributes ( passive, active ) }
uFl ags - Fl ags }
********************************************************************}
rocedure win_Init( var Wn : W NDOW
iX, iY, iW iH: Integer;
i LA, iHA . Byte;
uFl ags : Word );
degi n
Wn.iX =i X { set paraneter }
Wn.iY =iy,
Wn.iWw =W
Wn.iH = iH
Wn.iLoAttr :=ilLA
Wn.iH Attr = iHA
W n. uFl ags : = uFl ags;
Wn.iCX := 0; { cursor position := origin of the w ndow }

Wn.iCY := 0;
wi n_LoVideo( Wn );
nd;

********************************************************************}

win_LoVideo : switch print to |l owest intensity

input : Wn - the window, in which the following print outs }
having the I owest intensity should occur.
********************************************************************}

rocedure win_LoVideo( var Wn : WNDOW);



seyl 1

Wn.iAttr := Wn.iLoAttr;

ind;
********************************************************************}
win_H Video : switch print out to high intensity }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input : Wn - the window, in which the followint print outs }

havi ng hi gher intensity should occur.
********************************************************************}

rocedure wi n_Hi Video( var Wn : WNDOW);

degi n
Wn.iAttr := Wn.iH Attr;
nd;
********************************************************************}
Wi n_GetVIOSMEM : Determines the screen nenory start address }
and current video node. }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
Info : The screen nmenory's address is saved in the gl obal }
variable _|I pvVIOSMEM The video node is recorded }

in _i VI OSMODE.

********************************************************************}

rocedure wi n_GCet VI OSVEM
‘ar regs : Registers;

degi n
if _IpVIOCSMEM = NI L then { address already determ ned ? }
Begin { No, not yet }
regs. ah : = VI OSETPAGE;
regs.al := VI OPACE;



intr( VIONT, regs );

regs. ah : = VI OGETMODE;

regs.al := VI OPACE;

intr( VIONT, regs );

_Colums : = regs. ah; { nunmber of colums }

_WVI OSMODE : = regs. al ;
if _wVIOSMODE = $07 then _| pVI CSVEM :
el se _| pVI OSMEM :

ptr( $B000, O )
ptr( $B800, 0 );

End;

nd;

********************************************************************}

Wi n_Get Mbde : Determi nes current screen node. }

K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}

out put : VM COLOR ( 1) - color screen }
VM MONO ( 2 ) - Monochrome screen }
ot herw se - not recogni zed!

********************************************************************}

‘unction wi n_Get Mbde : Word;

.1 .4 cm 543 screen
degi n

wi n_Get VI CSMEM

wi n_Get Mbde : =_wVI OSMODE;
nd;

********************************************************************}
Wi n_GotoXY : set print position within a wi ndow }
__________________________________________________________________ *}
input : Wn - the window, in which a new print position }
shoul d be set. }

i X, iY - New position }



Info : If the flag is set at "WN_HASCURSOR', this function }

al so sets the blinking screen cursor.
********************************************************************}

rocedure wi n_CGotoXY( var Wn : WNDOW iX, iY : Integer );

‘ar regs : Registers;

degi n

if iX<O0theniX:=0; { test validity of the new position }
if iY<OtheniY :=0;

if iX>Wn iWthen iX:= Wn.iW- 1,

if iY>WniHtheniVY :=Wn.iH- 1,

Wn.iCX :=iX { find new cursor position }

Wn.iCY :=1iY;

if( Wn.uFlags and WN_ACTIVE ) <> 0 then { window active ? }
Begi n
if( Wn.uFlags and WN_HASCURSOR ) <> 0 then
Begin { wi ndow has the cursor }
regs.dh := Byte ( Wn.iY + Wn.iCY );

regs. dl Byte ( Wn.iX + Wn.iCX);

End

el se

Begi n
regs. dh : = $FF; { No!
regs.dl := $FF;

End;

regs. ah : = VI OSETCURSOR; { set cursor over BICS }

regs. bh : = VI OPAGE;
intr( VIONT, regs );
End;



iy,

********************************************************************}

win_Cr : erase wi ndow contents }

input : Wn - the wi ndow having the contents
that need to be erased
********************************************************************}

rocedure win_Cr( var Wn: WNDOW) ;

ar i X, iY: Integer;
| pRow : ~Word;

i Adr : Word;
degi n
wi n_Get VI CSVMEM
for iY:=0to Wn.iH- 1 do { run through all Iines }
Begi n
iAddr = ( Wn.iX+ (iY+WniY)* Colums ) * 2;
| pRow : = ptr( seg( _IpVICSMEM ), iAdr );
iAdr := Wn.iAttr * 256 + 32;
for iX:=0to Wn.iW- 1 do { run through all line colums }
Begi n
| pRow* := iAdr; { wite enpty character }
Inc( I prow);
End;
End;
Wn.iCX := 0; { cursor in upper |left w ndow corner}
Wn.iCY := 0;
nd;

********************************************************************}



W I1_Ddave . Ssdve w 11uuw cullt el s i

* *
input : Wn - the wi ndow having the contents that should be saved }
out put : Address for the menory that contains w ndow }
informati on together with the content, or ZERO }
if no other nenory is avail able. }
********************************************************************}

‘unction win_Save( var Wn : WNDOW) : Pointer;

ar  pMem
pW nDat a : pW NDOW
| pRows, | pR : ~Word;
iy, iX ;I nteger;
i Adr : Word;
degi n

wi n_Get VI CSVEM
GetMen( pMem ( Wn.iW * Wn.iH * 2 ) + sizeof( WNDOW) );
if pMem <> NIL then
Begin { sufficient nenory could be allocated }
pWnData : = pMem { wi ndow description at the beginning }
pWnbData® := Wn; { copy buffers }

{-- copy the window contents line by line into the buffer ----- }
| pRows : Poi nter ( Longint ( pWnData ) + sizeof( WNDOW) );
for iY:=0to Wn.iH- 1 do
Begi n

iAdr: (WniX+ (iY+WniY)* Colums ) * 2;

I pR : ptr( seg( IpV OSMEM® ), i Adr );

for|X 0to Wn.iw- 1 do

Begi n

| pPRows” : = | pR*

Inc( | pRows );



Inc( IpR);
End;
End;
End;
wi n_Save: =pMem { return counter to buffer }
nd;

********************************************************************}

Wi n_Restore : reestablish wi ndow contents

input : pMem - Address of the nenory previously transmtted
via w n_Save which contains w ndow i nformation
( position, dinension, cursor ),
as well as content
bFree- Should the nenory be free after
restoration? ( in this case bFree: = TRUE )
khkhkhkhkhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhkhhdhhhhhx**x*%

rocedure wi n_Restore( pMem: Pointer; bFree : Boolean );

v o e o e o

‘ar | pRows, |pR: ~Word;

pW nDat a : PW NDOW

iX iY ;I nteger;

i Adr : Word;
degi n

wi n_Get VI CSVMEM
if pMem <> NIL then
Begin { buffer counter shows nothing in the enpty space }
pW nData : = pMem
| pRows := Pointer ( Longint ( pWnbData ) + sizeof( WNDOW) );

{-- run through the buffer line by line and restore ---------- }



{-- window contents o

for iY:= 0 to pWnbData”.iH do
Begi n
i Adr :-( pWnbData™.iX + ( iY + pWnData®.iY ) * _Colums ) * 2;
I pR : ptr( seg( _I pVICSMEM* ), i Adr );

for iX := 0 to pWnbData™.iW- 1 do { run through the line }
Begi n { colums }
| pR* = | pRows”;
Inc( IpR);
Inc( | pRows );
End;
End;

wi n_Got oXY( pW nData”, pWnData”.iCX, pWnData".iCY );

if bFree then dispose( pMem); { release menory at wll }
End;

nd;
********************************************************************}
Wi n_Get Act ScreenSettings : Deternines current screen }
settings }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input : Wn - WNDOW structure, which should accept }
screen settings }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
Info : Current video nbde und current video page are not }

saved in WNDOW structure.

********************************************************************}

rocedure wi n_Get ScreenSettings( var Wn : WNDOW ) ;

‘ar regs : Registers;



seyl 1

W n_Get VI OSMEM

win_lnit( Wn, 0, 0, _Colums, 25,
$00, $00, W N_HASCURSOR or W N_ACTI VE );

regs. ah : = VI OGETCURSOR;
regs. bh : = VI OPAGCE;
intr( VIONT, regs );
Wn.iCX := regs.dl;
Wn.iCY := regs. dh;
nd;
********************************************************************}
win_ScrollUp : scroll w ndow contents up }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input : Wn - the w ndow }
NunmRows - nunber of lines to scroll up }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
Info : The area left enpty after scrolling is filled }

with spaces in the current text attribute.
********************************************************************}

rocedure win_ScrollUp( var Wn : WNDOW; NumRows : |nteger );

ar i X, iY ;I nteger;
| pRow,
| pRowDest : ~Word;
C ear : W NDOW
i DAdr,
i Adr : Word;
degi n

W n_Get VI OSMEM



for iY := NumRows to Wn.iH - 1 do { run through the lines }
Begi n
iDAdr := ( Wn.iX + ( ( iY-NumRows ) + Wn.iY ) * lums ) * 2;

iAddr ;= ( Wn.iX+ (iY+WniY)* Colums ) * 2

| pRowDest := ptr( seg( _IpVIOSMEM" ), i DAdr );
| pRow = ptr( seg( _IpVIOSMEM: ), iAdr );
for iX:=0to Wn.iwWdo { run through the colums }
Begi n
| pRowDest ™ : = | pRow";
Inc( | pRowDest );
Inc( | pRow );
End;
End;

win_lnit( CQear, Wn.iX, Wn.iY + ( Wn.iH - NunRows ),
Wn.iW NunmRows, Wn.iLoAttr, Wn.iHi Attr,
W N_CRLF or WN_SCROLL );

win_Cr( Cear );

nd;

********************************************************************}

_wWin_PrINT : text print out engine

}

K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}

input : Wn - the window in which text should be printed }

Text - the text to be printed }

iCnt - nunber of lines to be printed. }

- 1 :=entire text }

********************************************************************}
rocedure _win_Print( var Wn : WNDOW Text : String; iCnt : Integer );

ar i ;I nteger;

| pRow : ~Byte;
i Adr : Word,



c . Char;
degi n
i =1;
wi n_Get VI OSVMEM

iAdr = ( Wn.iX+ Wn.iCX+ ( Wn.iCYy + Wn.iY) * _Colums ) * 2;
| pRow : = ptr( seg( _IpVICSMEM ), iAdr );

while( (i <= Length( Text ) ) and ( iCnt <> 0 ) ) do

Begi n
c = Text[i];
case c of
#13:
if( ( not ( Wn.uFlags and WN CRLF ) <> 0 ) ) then
Begi n
Wn.iCX := 0; { at the beginning of the actual Iline
iAdr = ( Wn.iX+ Wn.iCX+ ( Wn.iCY + Wn.iY)
* Colums ) * 2;
| pRow : = ptr( seg( _IlpVIOSMEM: ), i Adr );
End;
#10:
Begi n { LF }
while Wn.iCX < Wn.iWdo { erase renminder of the
ine }
Begi n

| pRow*: = 32; Inc( | pRow );
| pRoW* := Wn.iAttr; Inc( | pRow );
Inc( Wn.iCX);
End;
Inc( Wn.iCY ); { Next line }



if Wn.iCY >> Wn.iH then { reached last line?}
Begi n
Wn.iCY := Wn.iH- 1,
if( Wn.uFlags and WN_SCROLL ) <> 0 then
win_Scroll Up( Wn, 1); { scroll contents }
End;
Wn.iCX := 0;
iAdr = ( Wn.iX+Wn.iCX+ ( Wn.iCY + Wn.iY)
* Colums ) * 2;
| pRow : = ptr( seg( _IpVICSMEM ), iAdr );

End;
el se { print normal character }
Begi n
| pRow* := Byte ( ¢ ); Inc( |pRow);
| pRoW* := Wn.iAttr; Inc( | pRow );

Inc( Wn.iCX);
if Wn.iCX >= Wn.iWthen
Begi n

Inc( Wn.iCy ); { Next line }
if Wn.iCY >> Wn.iH then { reached last line?}
Begi n
Wn.iCY := Wn.iH- 1;
if( Wn.uFlags and WN_SCROLL ) <> 0 then
win_ScrollUp( Wn, 1); { scroll contents }
End;
Wn.iCX := 0;

iAdr ;= ( Wn.iX+Wn.iCX+ ( Wn.iCY + Wn.iY)
* Colums ) * 2;
| pRow : = ptr( seg( _IpVICSMEM ), iAdr );
End;
End;
End;



; { next character }
> 0 then Dec( iCnt );
{ decrease counter if positive }

)

Inc( i

if icCnt
End;

wi n_GotoXY( Wn, Wn.iCX, Wn.iCY );

nd;

********************************************************************}

wWin_Print : print string in w ndow }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input : Wn - window, in which the string will be printed }

Text - string to be printed. }
K o o e e e e e e e e e e e e e e e e e e e e e e e e e e .= }
Info : This function utilizes _win_Print to print. }

********************************************************************}

rocedure win_Print( var Wn : WNDOW Text : String );

degi n
_wn_Print( Wn, Text, - 1);
nd;
********************************************************************}
Win_PrintAT : print text at any position in the w ndow }
K o o e e e e e e e e e e e e e e e e e e e e e e e e e e .= }
input : Wn - window, in which the string will be printed }
iX, iY - print position }
Text - string to be printed. }
********************************************************************}
rocedure win_PrintAt( var Wn : W NDOW
i X, iY: Integer;
Text : String );
degi n

win_GotoXY( Wn, iX iY);



_win_Print( Wn, Text, -1);
nd;
********************************************************************}

wi n_Beep : produce warni ng sound
********************************************************************}

rocedure wi n_Beep;

Jonst uFrq : Word = 400;

ar | : Longint;
degi n
Sound(uFrq); { Beep! }
for I :=0 to 9999 do
NoSound;
nd;
********************************************************************}
win_QbjectlnitlINT - connect object with INT type information }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
i nput: Object - type free object }
Dat a - type information( PlINTDATA ) }
X, ¥, W, h - position, dinmension of the object }
Text - text to be printed }
iMn, iMax - integers marginal val ues }
pVal ue - address of the variables that accept |INT }
********************************************************************}
rocedure wi n_QbjectlnitlNT( var bj : 0BJ ;
var Data : | NTDATA,
X, ¥, w, h: Integer;
Text : String;

iMn, iMax : |Integer;
pVal ue : Pointer );



Ohj . X 1= x;
Qoj.Y :=y;
Ohj . W:=w,
bj.H := h;
Obj . i Type : = OT_INT;
Obj . pData : = @at a;
Data.i M n = iMn;
Dat a. i Max = i Max;
Dat a. pText = Text,;
Dat a. pVal ue := pVal ue;
nd;
********************************************************************}
wi n_Qbj ectl ni t BOOL - connect object with INT type information }
* *
__________________________________________________________________ }
i nput: Object - type free object }
Dat a - type information ( PBOOLDATA ) }
X, ¥, W, h - position, dinmension of the object }
Text - text to be printed }
i Di spl ay - print style ( YES/NO TRUE/ FALSE, OV OFF ) }
pVal ue - address of the variables that accept |INT }
********************************************************************}
rocedure wi n_CbjectlnitBOOL( var Obj : 0BJ ;
var Data . BOOLDATA;
X, ¥, w, h: Integer;
Text : String;
i Di spl ay : Integer;
pVal ue : Pointer );

degi n



Ohj . X 1= x;
Qoj.Y :=y;
Ohj.W:=w, { are not used ( yet ) }
Ohj.H := h;
Obj . i Type = OI_BOOL;
Obj . pDat a = @at a;
Dat a. pText : = Text;
Data.i Di splay := iDisplay;
Dat a. pVal ue = pVal ue;
nd;
********************************************************************}
wi n_QbjectPrint - Object display }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input: Wn - print w ndow }
Cbject - object to be printed }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
Info: In this function, the OBJect styles are transmtted, }
in order to print the OBJects according to their }

respective style.
********************************************************************}

rocedure win_CbjectPrint( var Wn : WNDOW var Obj : OBJ );

‘ar pBuffer : String;
plntData : ~INTDATA ;
pBool Data : ~BOOLDATA ;

degi n
case bj.i Type of
OT_I NT:

Begin { dereference obj }
plntData := Obj.pData;
str( plntData”. pVval ue®:5, pBuffer );



pBuf f er :=plntData”. pText + pBuffer;
oj . X, bj.Y, pBuffer );

win_PrintAt( Whn,
End;

Or_BOAL:

Begin { dereference obj }
pBool Data : = Obj. pDat a;
case pBool Data”.i Di spl ay of

DT_TRUEFALSE:
Begi n

pBuf f er : = pBool Dat a®. pText ;
i f pBool Dat a*. pVal ue® then pBuffer

End;

DT_ONOFF:
Begi n

el se pBuffer

pBuf f er : = pBool Dat a®. pText ;
i f pBool Dat a*. pVal ue® then pBuffer

End;

DT_YESNO
Begi n

el se pBuffer

pBuf f er : = pBool Dat a®. pText ;
i f pBool Dat a*. pVal ue® then pBuffer

End;
End;
Wi n_PrintAt( Whn,
End;
End;
nd;

el se pBuffer

hj . X, bj.Y, pBuffer );

pBuf f er
pBuf f er

pBuf f er
pBuf f er

pBuf f er
pBuf f er

TRUE'
FALSE' ;

£z

YES'
NO ;



********************************************************************}

wi n_Qbj ect QueryVal ue - Deternine object value }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
i nput: Object - object whose value is to be deternined }
out put: val ue, whose type depends on the OBJect type, and thus }

may need to be changed.
********************************************************************}

‘unction wi n_QObj ect QueryValue( var OGbj : OBJ ) : Longint;

‘ar plntData : 1 NTDATA,
pBool Data : ~BOOLDATA;

degi n
case bj.i Type of
OT_INT :
Begi n { dereference obj }
plntData := Obj.pData;
wi n_Qbj ect QueryVal ue : = plnt Dat a". pVal ue”;
End;
OT_BOOL:
Begi n { dereference obj }
pBool Data : = Obj. pDat a;
wi n_Qbj ect QueryVal ue : = Longi nt( pBool Dat a®. pVal ue® );
End;
el se
wi n_Qbj ect QueryVal ue : = 0;
End;
nd;

********************************************************************}

win_QbjectPrintArray - print object list }



__________________________________________________________________ ;
input: Wn - print w ndow }
pOArray - counter on the first object in the array }
i Num - nunber of OBJects }
i Act - nunber of the current OBJect }
********************************************************************}
rocedure win_CbjectPrintArray( var Wn ;W NDOW ;
pQOAr r ay . pointer;
i Num i Act : Integer );
ar i ;I nteger;
CaPtr : ojArrayPtr;
degi n
CaPtr := pQArray,;
for i :=0toiNum- 1 do { display everything }
Begi n
if i =iAct then win_H Video( Wn )
el se win_LoVideo( Wn );
win_QojectPrint( Wn, GaPtr/[i] );
End;
nd;

********************************************************************}

wi n_Qbj ect ProcessKey - manage/ process keyboard i nput }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input: Wn - print w ndow }
bj ect - object, which is to process the keyboard input }

i Key - keyboard code

********************************************************************}

rocedure wi n_Cbj ect ProcessKey( var Wn : W NDOW
bj . O0BJ;
i Key : Integer );
‘ar plntData : 1 NTDATA,



pBool Data : ~BOOLDATA;

degi n
case bj.i Type of
OT_I NT:

Begi n { dereference object }
plntData : = Obj.pData;
case i Key of
KBD_PLUS: Inc( plntData”. pVval ue® );
KBD_M NUS: Dec( pl ntData”. pVal ue® );
End;
if plntData”. pVal ue® < plntbData®.i Mn then
pl nt Dat a®. pVal ue® : = plntData”. i Max;
i f plntData”. pVal ue® > plntData”.i Max then
pl nt Dat a®. pVal ue® := plntData”.i M n;

wi n_Hi Video( Wn );
win_QojectPrint( Wn, Obj );
End;

Or_BOOL:
Begi n
pBool Data : = Obj.pData; { dereference object }
case i Key of
KBD_PLUS, KBD_M NUS:
i f pBool Dat a*. pVal ue® then pBool Dat a*. pVal ue® : = FALSE
el se pBool Dat a”. pVal ue® : =
End;
wi n_Hi Video( Wn );
win_QojectPrint( Wn, Obj );
End;
End;
nd;



********************************************************************}

wi n_Qbj ect Want sKey - Can the object use the keyboard input? }
K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input: Object - object, which is to process the keyboard input }
i Key - keyboard code }
output:= 0 - keyboard code cannot be used }
<> 0 - OBJect keyboard is usable }

khkhkhkhkhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhhdhhhhhx**x*%

‘unction wi n_QObj ect Want sKey( Obj : OBJ; iKey : Integer ) : Bool ean;

degi n
case bj.i Type of
OT_I NT, OT_BOOL:
case i Key of
KBD_PLUS, KBD_M NUS:
wi n_Qhj ect Want sKey : = TRUE;
el se
wi n_Qbj ect Want sKey : = FALSE;
End;
End;
nd;

********************************************************************}

wi n_Qbj ect ProcessArray - process object list ( dialog) }

K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
input: Wn - print w ndow }

pOArray - OBJect list }

i Num - nunber of objects }

| pFunc - nessage function }

K o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e . *}
Info: The input FOCUS is shifted with TAB and <SHI FT>+TAB. }

The user function pFunc is called up, in order }
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new OBJect states.
********************************************************************}

rocedure wi n_Cbj ect ProcessArray( var Wn : W NDOW
pOArray : pointer;
i Num : Integer;
| pFunc : winproc );
‘ar i Act ;I nteger;
i Loop : Bool ean;
ch . Char;
c : Word;

ol dval : Longint;
CaPtr : bjArrayPtr;

degi n

CaPtr := pQArray,;

iAct := 0;

win_QbjectPrintArray( Wn, pQArray, iNum iAct );

i Loop : = TRUE;
whi |l e i Loop do
Begi n
ch : = ReadKey;
if ch = #0 then ¢ := Wrd ( ReadKey ) * 256
else ¢ := Wrd( ch);
if win_ObjectWantsKey( CaPtr”[iAct], c ) then
Begi n
if @pFunc <> NIL then
| pFunc( i Act, MSG PRECHANGE, 0, 0 );
ol dval := wi n_Qbject QueryVal ue( CaPtr”[iAct] );
wi n_Qbj ect ProcessKey( Wn, GaPtr”[iAct], c );
if @pFunc <> NIL then



| pFunc( i Act, MSG CHANGED, 0, ol dVval
End
el se
Begi n
wi n_LoVideo( Wn );
win_QbjectPrint( Wn, CaPtr”[iAct] );
if @pFunc <> NIL then
| pFunc( i Act, MSG LOSTFOCUS, 0, 0 );
case c of
KBD_ESC:
i Loop := FALSE;

KBD_UP:
Begi n
Dec( iAct );

)

if( iAct <0 ) then iAct :=iNum -

End;

KBD_DN:
Begi n
Inc( iAct );
if( iAct >= iNum) then iAct :=
End;
End;

wi n_Hi Video( Wn );
win_QojectPrint( Wn, CaPtr”[iAct] );
if @pFunc <> NIL then
| pFunc( i Act, MSG GOTFOCUS, 0, 0 );
End;
if @pFunc <> NIL then
| pFunc( iAct, MSG KEY, c, 0 );
End;

0,
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nd.



