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Seccia
©
 Basics - 01

 

Introduction 

If you are reading this tutorial, you are probably new to 

Seccia and perhaps even new to programming ï the 

whole ñlook and feelò of the interface will appear a little 

daunting.  But donôt worry too much about that ï 

everything is logically arranged and has a simple 

purpose, once you know what it is. 

I thought, for this first tutorial, that rather than start in at 

the deep end and start talking about object orientation 

and esoteric computer science topics, I would simply 

introduce you to your new working environment and show 

you how to make a very simple program.  Subsequent 

articles will be built upon the knowledge you gain in this 

first one but, for now, weôll keep it basic. 

What Will We Learn? 

In this tutorial, weôll concentrate on how to use the Seccia 

IDE.  This is the bread-and-butter of everything that you 

do when you build projects.  So, you will learn how to: 

¶ Manage Projects 

¶ Describe the meaning of member functions, 
properties and events 

¶ Change the attributes of a dialog 

¶ Create an event handler 

¶ Use Secciaôs documentation 

¶ Add a component to the dialog 

¶ Use tooltips 

¶ Test the Project 

¶ Build The Project 
 

Letôs Get Going 

I am assuming that you have installed Seccia, so double-

click the icon and start up the IDE.  Depending on 

how you have set your preferences, you may see 

the ñGet Startedò dialog appear (as shown here on 

the right) in which case you should click the ñNew 

Projectò button.  By the way, if the IDE is currently 

running, just select ñNew Projectò from the ñFileò 
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menu or press the ñNew Projectò button, shown here on 

the left. 

But, whichever way you are starting this new project, you 

will now have to give it a name and tell Seccia what kind 

of project it is.  This is done using the ñNew Project 

Dialogò.  In this case, you need to indicate that it is a 

Default Project using the Visual Code Generator.  

Notice, in the illustration, that there is an edit box at the 

bottom of the dialog.  This is where you enter the name 

for the project.  I suggest you call it ñfirstProjectò but you, 

of course, can call it whatever you want.  Once you have 

entered the name and selected the options as shown, 

click the ñOKò button. 

The Main Project Window 

Now, you should see the Visual Code Generator.  Take a 

look at the illustration below. 

 

The section marked with the number 1 is what we could 

call the Project Hierarchy.  It represents the controls, 

objects and folders for resources needed by your whole 

project and how they relate to each other.  Since you 

have only just created this project, the only object is the 

window itself, called m_dlg  by default.  Clearly, the ñdlgò 

part of the name indicates that it is a dialog but what does 

the ñm_ò signify?  It is simply a way of indicating that this 

object is a member of the project.  But it is only a 

convention ï you cannot change it if you are using the 
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VGC but, in advanced mode, it is possible to change its 

name to anything you like.  Weôll come back to this dialog 

it in a moment. 

Section 2 is the main visual workspace.  This is where 

you see your windows and the visual components 

attached to them.  The pale grey square is, in fact, 

m_dlg .  This section can also change to give you an 

editor to create program code, as we shall see. 

Section 3 contains all the tools you can use in 

constructing your application and weôll be using this area 

very soon to make our first program. 

Section 4 is the Properties area.  This will display the 

characteristics of the control currently selected in the 

workspace.  Look again at the illustration.  Notice how the 

m_dlg  object has a light blue border around it?  This is 

because it has been clicked to select it.  When this 

happens, the properties will be shown in Section 4.  

These include the caption, size, position and so on.  As 

you would expect, the actual properties listed depends 

upon the type of object you have selected.  

Lastly, Section 5 is where we would expect to see 

documentation.  When we select an object with a view to 

using some of its functionality, this is where you will see 

the range of possibilities and example code. 

Testing the Project 

Even although we have written no code, we already have 

a complete project.  Thatôs what Seccia does for you ï as 

much of the donkey work as possible.  To test out our 

project, you can do one of the following: 

¶ Press function key 5 (F5) 

¶ Select the ñTestò option of the ñBuildò menu 

¶ Press the ñTestò button in the toolbar 

And within a second or so, youôll see your wonderful new 

application window appearing on the screen, as shown 

here below: 
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Now, you may be thinking that this is a bit boring, but 

Seccia really is doing a lot of stuff in the background for 

you. 

Properties, Functions and Events 

 All dialogs, buttons, combos, etc ï what we refer to as 

objects ï have characteristics, such as width, height, 

caption and so on.  We call these Properties and we can 

adjust their values in Section 4 of the Seccia IDE.  

Clearly, different kinds of objects have different 

properties associated with them.  For example, you 

wouldnôt expect a button to have a caption bar. 

But letôs think about this term ñobjectò for a moment.  The 

world is inherently ñobject-orientedò.  For example, 

consider a vehicle on the road.  It has properties, does it 

not ï colour, licence plate number, engine capacity, fuel 

remaining in the tank, current speed and so on. 

In addition, this vehicle can do things.  It can start, switch 

off, accelerate, brake, steer around obstacles and many 

other things.  These are not properties ï they are 

functions which belong to that kind of vehicle ï member 

functions, as they are better known. 

Finally, events can happen which affect the vehicle.  It 

may run out of petrol, its tax may expire, a tyre may burst, 

the engine might break down.  You will do different things 

for each of these events and these actions (in Seccia) are 

called event handlers.  If you do not write an event 

handler for a specific event, nothing will be done when 

that event occurs.  It will simply be ignored. 
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So, each of the objects in Seccia has a group of 

properties, functions and events associated with it.  Itôs 

the purpose of this tutorial to show you basically how to 

use these. 

Changing a Feature of the Main Dialog 

In a complex program, there may be many objects on 

your dialog, so to get the correct collection of properties, 

we need to select the relevant object by clicking on it in 

the workspace.  Once you have done this, the object will 

have a blue border around it to indicate that Seccia is 

ñlookingò at this one for you.  In the illustration here on the 

left, you can see that the property list is divided into a 

number of sections but each is composed of two columns 

ï the first holds the name of the property and the second 

holds the current value.  Letôs see how easy it is to 

change one of the properties.  Look at the second 

property of the ñGeneralò section ï itôs called ñCaptionò.  

Currently, it holds the text value ñApplicationò, and thatôs 

why the dialog had this text in the caption bar when we 

tested it earlier.  Double-click the word ñApplicationò and it 

should become highlighted in blue.  Type in ñHello, 

World!ò and press the Enter key.  Thatôs all you have to 

do! 

Now try and test your program again and see what the 

dialog looks like.  Your caption should have a new value. 

Have a look at the other properties.  For example, change 

the width and/or height and test it again. 

Enabling the Main Dialog to React to Events 

As I said, objects in WindowsÊ can react to certain 

things happening to them and, just like properties, the 

range and nature of these events depends on the type of 

object in question.  An example event might be the one 

which occurs when a dialog is loaded or a button is 

clicked. 

Look at Section 1 of Seccia ï the Project Hierarchy.  You 

will see the little dialog icon for the m_dlg .  If you expand 

the tree hanging from this point, you will see all of the 

events to which a dialog can respond.  By tradition, event 
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names begin with the word ñOnò ï again, this can only be 

changed in Advanced mode.   

Notice that the arrows associated with each event is 

shown in grey except for a single one in blue.  Why 

should this be.  Whatôs so different about OnDestroy ?  

Well, letôs find out ï double-click the event 

name and youôll see the Workspace (Section 

2) change to show the code editor.  Forget 

the line with the grey background for now (returns 

Integer ) ï weôll deal with all that in a later tutorial.  Itôs 

the code on the white backgound weôre interested in 

because that is the stuff we could have put in.  In this 

case it says return QUIT .  Seccia put this in for you so 

that when you close down the dialog, it will tell the whole 

program to stop. 

The other events have no code associated with them and 

so the arrows are shown in grey.  This does not mean 

that the dialog is not being subjected to these events ï 

simply that you have not told Seccia to do anything 

should any of these events occur.  As I said earlier, these 

chunks of code associated with an event are known as 

event handlers.  Letôs have a go at making our own. 

First we need to decide what we want to do.  Letôs say 

that if the mouse moves over the dialog, you want the 

dialog caption to change to ñYouôre touching me!ò and if 

the mouse is no longer on the dialog, the caption says 

ñWhere are you?ò.  If you look at the list of events, you 

can see that this will require two events ï 

OnMouseEnter  and OnMouseExit .  Double-click 

OnMouseEnter  and letôs put in the code to handle the 

event. 

Using a Member Function of the Main Dialog 

You should now be looking at the Code Editor in Section 

2 of the Seccia IDE.  To add a line of code, all we have to 

do is to right-click in the white space and then choose 

ñInsertò from the pop-up menu.  This will bring up the 

Instruction Dialog.  This is a very nice assistant to help 

you create your code.  Weôre going to be using this a lot 

in the coming tutorials but, for now, weôll keep things 

really simple.  Can you see that m_dlg  has been 
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selected?  When you do that, all of the little programs ï 

member functions ï which are inside the dialog object 

can be seen in the middle area.  The more you use 

Seccia, the more you will become accustomed to the 

range of functions posessed by each type of object.  

Since we want to change the caption of the dialog, we 

need to select the SetCaption  function by double-

clicking it.  When we do this, the full command will appear 

in the edit box at the top of the dialog beside the red 

square.  Note the the way it is written ï 

m_dlg.SetCaption .  This is known as ñdot 

Symbologyò.  The dot can be used much like the English 

apostrophe-s, so we could say (but not code) m_dlgôs 

SetCaption .   

Notice also the round brackets after the function.  Inside 

those are a set of square brackets with a green-

highlighted ellipsis.  This is so that you can tell Seccia the 

text of the new caption.  Information like this which is 

given to a function in the brackets is known as a 

parameter.  Some functions have many and some have 

none.  In this case, our function requires only one.  How 

do we know this?  Well, two ways, really.  If you look at 

the line immediately below the edit box, youôll see a little 

blue help sign.  It shows the function and, inside itôs 

brackets, you see the words ñString captionò.  This means 

we have to provide some text (known in programming as 

a String) which will be put in a box labelled ñcaptionò. 
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At any rate, we can now type in the text for the caption.  

As long as the ellipsis is coloured green you can just start 

typing.  If it isnôt, click it until it changes to green.  You 

need to type in the new caption ñYouôre touching me!!ò 

and as soon as you type the first letter of this, 

a new dialog will appear ï the Constant 

Value Dialog.  Just click the OK button on 

this one to set the text and you should notice 

the OK button on the Instruction Dialog 

become un-greyed.  Thatôs because Seccia 

checks as carefully as it can that you are not 

entering a malformed command and will only 

allow you to commit the command when itôs 

reasonably sure that you have not made a mistake. 

You could go ahead right now and test this.  You should 

see the caption change to the new text when you move 

the mouse pointer on to the dialog.  However, it does not 

change back when you move it away.  Thatôs because 

you have not yet coded the OnMouseExit  handler yet.  

You can do that one for yourself and, when both are 

completed and you test it again, you should see the 

caption change back and forth as you move the mouse 

on and off the dialog. 

Adding a Component to the Main Dialog 

The example we have used so far is causing an object 

(the dialog) to react to a couple of event and to activate 

one of its own member functions (SetCaption ) but what 

if we wanted a different object to react to some event 

and to call a member function which didnôt belong to it?  

Well, this is at the very heart of programming in Windows.  

Itôs all about events and their handlers. 

So, what we want to do now is to add a button to our 

dialog, make it watch for its being clicked and then, in the 

buttonôs event handler, to tell the dialog to shut down.  

Letôs start with adding the button to the dialog. 

Make sure that m_dlg  is highlighted in the workspace.  If 

you still have the Code Editor visible in Section 2, just 

click the dialogôs icon in the Project Hierarchy (Section 1).  

Section 3 holds all of the controls which can be added to 

a dialog and the button control is on the top row, third in 



Page 9 of 13                                                                 © Bill Aitken 2010 

from the left.  Just single-click it and then click anywhere 

in the dialog in the workspace.  You should get something 

like the illustration shown here. 

By default, the button will be called m_button  and its 

caption will be ñButtonò, as you can see.  Change the 

caption of the button to ñCloseò (you already know how to 

do this) and move it around until you have it where you 

think it looks best ï I have moved it in my example to the 

bottom right of the dialog. 

In the Project Hierarchy, click the m_button  icon to see 

the events that are associated with this type of object.  

None of them, as you see, are currently in blue, meaning 

that there are no handlers for any of the 

events.  The one we want is m_button , 

so go ahead and click it.  As before, the 

Code Editor will appear.  Right-click on it 

and select the ñInsertò option from the 

pop-up.  Once again, you will see the 

Instruction Dialog.  Select m_dlg  and 

then the Close  member function.  Click 

ñOKò. 

So, what we have done is to make a 

button react to one of its own events but to call a member 

function belonging to another object.  Test it out.  When 


