NTOPIC 9.WIZARDS - IIEBEPIHIH (MACTEP)
ABTOMATTBI OHJEYI. IPOTPAMMAHBIH MOTIHIHE
KAUTAJIAII KOJIJAHYFA TAWUBIH OHAEYIIH
KITAITXAHACBI. ©3IHAIK KOMIIOHEHTTEPAI KYPY
YKOHE OJIAPIBIH UHCTPYMEHTAJIJIBIK
[TIPOTPAMMAUJIBIK KYPAJI YKABJIBIKTAPBIH
KOJITAHBIII OJIAPABI BE3SEHIIPY.







[TporpammMaHsbl OpbIH/AY JKoHe X0basay KesiHzeri 06beKTiiep KacUeTiH o3repTy
YKoHe KaTbIHay dicteMeci. Kacuerrep MoHiHiH Tisimi. KacuerTtep, 06beKT
BH3ya/IM3al[USIChIH JXoHe TopTiOiH O6etinesney. TObject ( TPersistent (TComponent
(TControl (TGraphicControl, TW1nControl%))) KOMITOHEHTTEe]p aFalllbl.

MAKE.EXE - nporpammansl KaiTasay npouecci ke3iHgeri kommuasauus. MAKE
YKYMBICBI ODBIH/IA/IAThIH YXOHE OOBEKTI/IK (pari/Ifap apChIHIAFBI AKMAPATTHIK JKIHE
YaKBITTBHIK OaiiaHbicTapra HerizgenreH. MAKE mporpamma yiiH CHHTaKCHC:

MAKE [options...] [target[target]]

options

are MAKE options that control how MAKE works

target

is the name of the target listed in the makefile that you want to build

OHJIeyliH CTAaHAAPTTHI KOMITOHEHTTEP XUbIHBI. [ padUKaIbIK KOMITOHEHTTED.
Ongieyulire 6epizieTiH KOMIIOHEHT Ma/IMTPACHI — KYPAMbI, Ma/IMTPAIBIK OeT
KbI3METi, BU3ya/Ib/Ibl JKOHE BU3YasIbjibl €MeC KOMIIOHEHTTep (Kopy KacHeTTepi),
¢opma GoribIHIIIa KOMITOHEHTTEP/AI OPHIH OPHBIMEH OPHA/IACTBIPY YKIHE KOPCeTYyi
o3repTy (BU3yanusalus KacueTTepi). [padrkameH sxyMbIc Ke3iH/e eKi TepMUH
KongaHbUiazbl - drawing and painting. Drawing snemenTap rpadukanbik
06beKTiep Kypy KesiH/e KolaaHbU1abl (ChI3BIKTaP, Gpurypanap) KoimeH
6e ineni. On yurin cypeT naHesi KoAAaHbUIabI - ManuTpa (object canvas) xoHe
BEKTA canvas agicrepi. Painting - Tyciniri, smemMenTap rpadpukanbik
06beKTl]IepMeH MaHMIYISTULMsiIay KesiH/e KoaHblIabl. Keeci TiziM
rpadpiKaMeH XYMbBICTBI OHAW/IATY YIIiH KOIZAHBIIA/IbI.



Refreshing the screen (sxpaHzb! KatiTa cany)
Types of graphic objects (06beKT T TEPI)

Common properties and methods of canvases (>karibl
KaCHeTTep JKoHe Ma/IMTpa dIicTepi)

Handling multiple drawing objects in an application
(kochIMIIIaZia KOJIMEH CaJIy)

Drawingonabitmap (OMTTiK afiMaKTa CypeT cay)

Loadingandsavinggraphicsfiles (rpadukanbix daringapas
CaKTay >KOHE KyKTeMeJIey)

Using the clipboard with graphics (rpaduxa yurin
oydepakoagany)
Rubber banding example (mbican)

KonoHeHTTepA1 )XoHe KOMIIOHEHTEeP MaKeTIH KYPY, OJIapAbl
Kongany. KomoHeHTTEpi BU3yasibabl )kobaiay smicTemeci. O3
KOMITOHEHTTEPIHI3/1 6HJeY XXoHe KOCy. 7KaHa KOMOHeHTTepl
eKi TYpJIi 9fIicTieH Kypyra 00/1a/ibl — KOJIMEH YXoHe KOMIIOHEHT
MmacTepinin kemerimeH (Component wizard).



OHJeyaiH Heri3ri KagaMaapsbl:
1 Create a unit for the new component. (JKaHa KOMIIOHEHT YIIIiH MOIY/T KYPY)

2 Derive your component from an existing component type. (Myparep TuriH
AHBIKTAYy

3 Add properties, methods, and events. (ozicTep, yakuraiap, KacheTTep KOCy).
4 Register your component with the IDE. (kommoneHTperucTpauschi)
5 Create a bitmap for the component. (stpsibIk Kypy)

6 Create a package (a special dynamic-link library) so that you can install your
component in the IDE.

7 Create a Help file for your component and its properties, methods, and events.
(KeMeK Kypy).
YKymbic asikTanraHza ci3 Keneci Gparigapabl aaachi3:

A package (.BPL) or package collection (.DPC) file (makeTanemecexonieKkuus
MIaKeTi

A compiled package (.DCP) file (xkommunsitiusidparini)
A compiled unit (.DCU) file (o6bexTinik daiin)
A palette bitmap (.DCR) file (ssprbikdaiiann)

A Help (.HLP) file (kemexk daiinbr)

Open Tools API untepdeiictepi. Macrepnep kypy. Tools APl acmantapsrHbix
6apabik pyHkuusiiapsl — ToolsAPI 6ip MmoayniHze GepinreH.

C++Builder sxone Delphi macTepnepi, kem acrantap yiuiH riaTdopManapsl ColKec
6onanpl, srHuu wizard in Delphi kypsin, ousr C++Builder konmanyra 6omapr.



Mactep ToolsAPI-meH GepinreH cepBuUcTepzi KOIAAHAIBI.
OpOip cepBUC — GYHKIUsIAP TOOBIHAH TYPAThIH UHTEPDENCTI
KYPauJbl.

CepBucTep >koHe Oacka nHTepdercTep eKi Kareropusra
OesinreH, on npedukcrepae 6enrieHreH - NTA >xone OTA.
NTA (native tools API) 6ap IDE o6bekTinepre Tikesneit
KaThIHAYZbl KAMTaMaChI3ZAaHIBIPA/IbI, MbICa/Ibl, TmainMenu
cuskTel. OTA (open tools API) makeTTeyni Kepek eTmnerii
xoHe IDE kaTbiHay nHTepdeiic apKblIbl OPbIHAATAbI.

Tools API exi Typsi uHTepdecTi TYbIHAAMNIBI, OipiHIIiCi
MPOTPAMMMUCT AaubIHAANAbL, aji eKiHIICIH IDE mavbiHgangel.
(i3 ykacar WbIFapaThIiH Myparep uHTepdeuncTep yur
KaTeropwusira 6esiHesi: MmacTep (wizards), cumaTrayuibl
(notifiers), Kypyubl (KOHCTPYKTOpIap, creators):

Cunarrayisl (notifier) — uatepdeiicTiy 6acka TYpi, OHBI
IDE apTka KafiTympl aHBIKTAY YIIiH KOIAaHaAbl. Kypyiibl
(creator) naTepdeiicTin 6acka Typi, OHbI ©3repTy Kepek. YKana
MOZY/Iep KYPY VIIiH KOJITaHbIIA bl



[IporpamMmma o6beKTiIepiH OaliTaHbICTHIPY. Ecen
Oepynep Kypy. MeHemxepiiep, pefakTopiap, MacTepsep
(wizards). KommoHeHT Kypy MacTepi )KoHe
komroHeHTTepi - Component wizard - Kypy yIlIiH Kepek
nepekTep: 1) myparep kaacctol aHbikTay (The class from
which the component is derived.); 2) >xaHa K/1accka >xaHa
aT 6epy (The class name for the new component.); 3)
ajieTTa KOMITOHEHTiHiH OeTiH aHbIKTAY, OH/IA YKaHa K/IaccC
opHanacagbl (The Component palette page where you
want it to appear.); 4) KOMIIOHEHT OPHA/IaCaThIH MOZY/I
aTeiH aHbikTay (The name of the unit in which the
component is created.); 5) Mmoaysre 6apap KOJIIbI
KepceTy — TosbIK aTbl (The search path where the unit is
found.); 6) >)kxaHa KOMITOHEHT OpHaJIaCKaH MMaKeT aThIH
anbikTay (The name of the package in which you want to
place the component).



