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Seccia
©
 Basics - 02

Introduction 

All computer programs, to a greater or lesser degree, 

depend upon data.  Customer names are entered into 

database systems, angles are provided to trigonometry 

functions in 3D games, grand totals are calculated on 

order forms ï all these are examples of data storage and 

manipulation.  Just about everything you do in Seccia will 

handle data in one form or another and it is important, 

now that we know how to use the Seccia IDE, to 

understand how to handle numbers and text.  Itôs also 

important to say that I do not intend replacing the Seccia 

documentation.  I will show how to use the different data 

types by means of selected example functions but I will 

not cover all of them. 

What Will We Learn? 

In this tutorial, weôll look at how we set up objects to 

handle the storage and manipulation of data.  You will 

learn about: 

¶ Types of data objects 

¶ How to create a data object 

¶ Getting and setting the values of data objects 

¶ Handling: 
o Strings 
o Numbers 
o Values 
o Colours 
o Paths 

 

Letôs Get Going 

Create a new VGC application (if you do not know how to 

do this, please refer to ñSeccia Basics ï 01ò which can be 

found on the Seccia Forum under ñTutorialsò).  Give the 

main dialog a caption of your own choice ï Iôve called 

mine ñSeccia Basics - 02ò.  Catchy. 

The first thing to note about Seccia is how few are the 

number of data types.  Some languages have scores of 

them ï each used for a particular purpose ï but Seccia 

In many languages, 

data elements are 

stored as primitives 

ï in other words, 

they are not 

objects.  Seccia 

takes the approach 

that since you can 

do certain things to 

certain types of 

data and the data 

element has 

attributes, it makes 

sense to represent 

them as objects. 

If you are not sure 

how to use the 

Seccia IDE, you 

should really check 

out my first article ï 

Seccia Basics-01 
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keeps that number right down to not more than a handful, 

as we shall see.  This makes it much easier for a 

beginner to get his head around the language. 

Letôs start, then, with strings. 

Strings 

I do not want to delve too deeply into technical issues ï 

that is not the point of these tutorials ï but I have to 

mention the word byte .  A byte is normally taken to be 8 

individual bits of information, each of which can either be 

a zero or a one.  We can use combinations of these to 

encode numbers between the values 0-255. 

However, not only can we store a single number from this 

range in a single byte but we can also use the value to 

represent an alphabetic character.  So, for example, the 

value 65 could be used to represent an ñAò.  Thereôs no 

inherent link between one and the other ï itôs just a 

convention known as ASCII.  The question is ï ñHow 

does the programme know this is to be taken as the letter 

ñAò and not the number 65?ò  Simple ï when we store the 

number 65 in a box, we tell Seccia (when we create the 

box) that this kind of box holds letters.  That is enough 

for Seccia to create the right kind of environment for us to 

interpret the numbers as letters.  Clearly, if we tell Seccia 

that the box holds numbers, thatôs how they will be 

interpreted and the box will have none of the functionality 

peculiar to letters.  Finally, a string is where we store lots 

of letters, all strung together (thus, the name string) like 

pearls on a necklace to form words and sentences.  Note 

that we do not need a separate box for each ñpearlò ï 

they can all go into the same box ï something you canôt 

really do with numbers, since there is no such thing as a 

ñstring of numbersò. 

Letôs start working with 

strings, then.  What I want 

you to do is to use the 

label and edit box controls 

to produce something 

looking like the illustration 

below.  I know you didnôt 

use these particular ones 
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in the last tutorial, but there is no difference in the way 

you actually use them from buttons. 

In addition, create yourself a handler for the Quit button 

which will close the application down.  You know how to 

do this already. 

Setting the value of a string.  To do this, all we have to 

do is to call the ñsetò function of the string object.  For 

example, imagine that we enter some text in the top edit 

box and, when we press the ñDo Taskò button, it copies 

the contents of the edit box into the variable and the sets 

the value of the bottom edit box to the value held in the 

string object.  Letôs try it. 

OK ï first things first.  We have to create a string object.  

There are a number of ways to do this but I just click on 

the ñMainò class at the top of the Project Hierarchy.  You 

will see the Control Panel (Section 3, if you recall) change 

to a much simpler one.  These icons do not represent 

visual objects like buttons or labels but memory items 

such as classes, objects, functions and events.  Select 

the ñCreate Objectò icon as shown here on the left.  This 

will bring up the Object List Dialog which has a whole lot 

of goodies.  If you are not familiar with Seccia I 

recommend you resist the urge to play.  Weôll come back 

to this key dialog later in the series of tutorials.  Promise. 

Click on the ñDataò icon as shown and you will see the 

complete range of data objects available in this version of 

Seccia.  Some way down the list, youôll find the string.  

Give it a name like m_string1 and hit the ñOKò button.  
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Note where this object ends up in the hierarchy ï not 

under ñDialog Objectsò but under ñObjectsò, underlining 

the fact that this is not an object that would appear on 

your dialog.  It has no visible component. 

Weôve created our string object, then.  But, since all of the 

actions we want will only take place when the button is 

clicked, it is obvious (if you read my first tutorial) that it all 

happens in the OnClick  event handler of the ñDo Taskò 

button.  So select the event to bring up the Code Editor 

and Insert a new command. 

We need two lines ï the first will set the contents of the 

string to the current contents of m_string1  to the 

current contents of the first edit box (which I called 

m_edtString1 ).  From my first tutorial, youôll remember 

that this is probably a Set  and a Get .  So, select 

m_string1  in the Instruction Dialog and youôll see all the 

things you can do to a piece of text while it resides in the 

string object.  Amongst these member functions is one 

called Set.  Thatôs the one we want. 

Again, from the first tutorial, you will remember that the 

green area in the brackets following the command 

represents the data you must give the function to enable 

it to do its work.  In this case it is the text you want to set 

the string to.  We do not know the actual text but what we 

do know is that it is currently in the first edit box.  So 

make sure the green edit part is highlighted and select 

m_edtString1 .  Among its functions is one called 

GetText .  As the name suggests, this function will 

retrieve the contents of this edit box and, since itôs inside 

the Set  function of m_string1 , the value of the latter will 

be changed to that value.  The command you should end 

up with is: 

m_string1.Set(m_edtString1.GetText())  

What can we do with the string? Glad you asked ï ña 

whole bunch of thingsò is the answer.  For example, we 

can Get  the contents of the string but ask for it to be 

presented in a specific way ï in upper case, if we like.  

Letôs try that by reversing the process we see in the line 

of code above ï we will Set  the contents of the bottom 

edit box (m_edtString3 ) by Get -ting the contents of 
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m_string1  in upper case.  Can you figure out which 

string function we want?  Yes, itôs GetUpper .  And the 

command to change the text of an edit box is 

SetCaption .  Insert another line, then, into the Code 

Editor to give: 

m_edtString3.SetCaption(m_string1.GetUpper())  

So there we have it ï two lines of code in the OnClick  

handler of m_btnDoTask  and one line in the m_btnQuit  

to exit the program.  Try it out ï type in some text into the 

first edit box, press the ñDo Taskò button and see the 

results in the bottom edit. 

 

Try out the lower case one for yourself ï just amend the 

line in the handler where we GetUpper . 

Is that all ï upper and lower case? By no means!  By 

using the in-built functions of the string object, we can 

process strings - slice and dice them.  For example, what 

do you think GetAt  does?  From the documentation, 

youôll see that it needs an index number.  Change the 

second command in your Code Edit to this function and 

re-test the application, using the text I used in the 

illustration above and using  the value ñ10ò for the index.  

What do you see in the bottom edit box ï thatôs right, the 

letter ñbò, all on its own.  Two things you need to note 

here ï the command extracts the letter at the point 

indicated by the index (although the string itself is not 
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changed in any way) and the numbering series starts at 

zero ï not one.  The letter ñbò is in fact the 11th letter in 

the text.  Only if you start counting at zero, letter 10 is 

found to be, in fact, ñbò. 

Well, thatôs all very well but what if we wanted to slice out 

not just one letter but a section of the text?  Clearly, weôd 

have to tell it the start point (like the index in the previous 

example) but weôd also have to indicate the index of the 

last letter in the section.  This is normally called a sub -

string  and the command is therefore GetSub .  It 

requires two numbers for the purposes outlined above.  

Say you give a value of ñ2ò for the start index and ñ21ò for 

the end.  Using the text I showed earlier, we would get: 

 

Remember ï youôre counting from zero (in both indexes).  

Another way of getting sections of a string is to use the 

more traditional: 

¶ Left  ï which will give to the leftmost ñcountò 

number of characters. 

¶ Mid  ï which will give ñcountò number of 

characters, starting at the indicated index. 

¶ Right  ï which will give to the rightmost ñcountò 

number of characters. 

Try any of those, using the approach I have already 

outlined. 
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Deleting a section.  I did say that when we get a sub-

string, the original string is unchanged but what if we 

wanted to return the string minus a section?  We use the 

Delete  command.  Now a word of warning here ï you 

cannot use this command and expect it to give you the 

now-mutilated string by return of post.  This is a 

command ï use it to do the deletion in the background 

and then use a command to Get  the text of the string.  

Look at the text I used in the examples above.  Letôs 

imaging that we wanted to remove the word ñquickò from 

it (including the space following it).  The ñqò is at index 

number 4 and the number of letters we want to delete 

would be 6 (including one for the space).  Use the 

following code: 

m_string1.Set(m_edtString1.GetText())  

m_string1.Delete(4, 6)  

m_edtString3.SetCaption(m_string1.Get())  

Try it and see how it works.  Play around with the 

numbers in the Delete  command. 

 

Boolean Functions.  If you have a look at some of the 

other member functions of the string object, you will see 

several which begin with the word Is .  This is the 

traditional way of naming a function which returns a true  

or a false .  For example, IsNumber  would give you a 

true  if the text was composed completely of digits (that 
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doesnôt mean itôs a number ï it just means that it is a 

piece of text where the characters are non-alphabetic, 

like a telephone number) and false  if there are any non-

numeric characters.  For example: 

¶ "12"  true   

¶ "12.2"  true   

¶ "-123.36"  true   

¶ "12 4"  false  (because of the space) 

 
There are two others which will tell you if the string has a 

decimal point in it or not ï i s I nt Number  and 

i sFl oat Number .  You could try these out now if you like 

but these functions really come into their own when we 

do some more complicated programming which involves 

taking specific actions if the result is true  and different 

actions if otherwise.  Weôll deal with this sort of thing in a 

later session. 

Concatenating Strings.  ñConcatenatingò is the term 

given to the act of joining strings together, something that 

is done very frequently in programs. 

So, what we want to do first is to put some text into 

m_edtString1 , some more text into m_edtString2  

and then to place the concatenated result of these two 

boxes into m_edtString3 .  We already know how to get 

the contents of a string object ï GetText  ï but how do 

we join the two strings together?  Itôs very simple ï we 

just use the plus (+) sign as though we were adding them 

together.  Of course, weôre not doing any maths here.  

The plus sign just acts like a dab of glue to ñstickò the two 

strings together.  The code can be done in a single line: 

 

The results of this are shown in the illustration below. 

m_edtString3.SetCaption(m_edtString1.GetText() + m_edtString2.GetText())  
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However, do note that if you want a space between the 

comma at the end of the first line and the second, you will 

have to leave a trailing space at the end of the first when 

you type it into m_edtString1 .  Alternatively, you can 

concatenate three things in your code ï the contents of 

the first box, a space (surrounded by double-quotes) and 

the contents of the second ï all separated by the plus 

sign. 

Unicode Strings.  Think back to the beginning of this 

tutorial where I showed you how to select an object from 

the Object List (Iôve shown the illustration here again).  

You know now how to select the String object but, if you 

look a little further down the list you can see something 

called a UniString.  Whatôs that?  Well the ñstandardò 

string uses something called ASCII (American Standard 

Code for Information Interchange).  It is a throwback from 

the old days of telegraphic codes.  Each character in the 

text held in a string object takes up a single byte.  That 

means that a character can be chosen from a range of 

256 different kinds ï control characters (like the carriage 

return), numbers (0-9), upper case characters (A-Z), their 

lower case equivalents (a-z) and a variety of punctuation 
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marks.  

 

The problem is, however, that this range of characters 

can only fully support those languages whose characters 

are not accented (like English ï not surprising, really, 

since the code was designed by Americans).  But what 

about French, Russian, Hindi, Hebrew and so on?  With 

the proliferation of computers, this problem became more 

of an issue and so a new way of representing characters 

ï Unicode ï was developed to handle the worldôs writing 

systems.  There are several standards for Unicode and, if 

youôre interested, there is a reasonable little article on 

Wikipedia at http://en.wikipedia.org/wiki/Unicode.  

Characters are stored not just in a single byte but in two, 

four or more to give the range found in different human 

scripts.  Seccia uses two bytes to encode each character 

in the text stored in a UniString object but, beyond that, 

UniString objects and String objects are identical. 

Numbers 

Look at the previous illustration of the Object List.  There 

are three objects which clearly have a numeric character: 

¶ Integer 

¶ Float 

¶ Money 

As I said at the beginning of this tutorial, other languages 

often have many more types of numbers, making things 

very complicated for the beginner.  Seccia keeps things 

as simple as possible but thereôs no such things as a free 

lunch.  This simplicity comes at a price for the more 

http://en.wikipedia.org/wiki/Unicode
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advanced programmers ï usually in performance and the 

prevention of errors.  But this should not worry most 

Seccia programmers. 

Integers.  This type of number has no decimal part to it ï 

e.g. 13 is an integer but 13.2 is not.  In fact, the latter is 

an example of a float.  An integer number stores the 

value internally in 8 bytes and contains a number of 

member functions which allow the user to manipulate this 

value.  There are functions for addition, subtraction, 

multiplication, division, raising to a power and so on.  

These are exactly as one would expect. 

Letôs try out some simple calculations, then.  Delete any 

code you have remaining in the event handler for the 

OnClick  event of m_btnDoTask .  We are going to type 

in a number into m_edtString1  and another into 

m_edtString2 .  We will then add the two together and 

place the result in m_edtString3 .  Can you see that we 

cannot simply take the contents of the two edit boxes and 

add them together?  This would simply concatenate 

them, as we have seen.  No, we must put the contents of 

the first box into its own integer object, do the arithmetic 

upon it and place the result into the third box.  So, call up 

the Object List dialog and create a new integer object.  

The default name will be m_integer  and thatôs what Iôll 

use. 

Letôs try this for a start ... 

m_integer .Set(m_edtString1.GetText())  

m_integer.Add(m_edtString2.GetText())  

m_edtString3.SetCaption(m_integer.Get())  

Test this program out ï type a number into the top two 

edit boxes and press the ñDo Taskò button.  The addition 

should proceed as expected.  Nothing very surprising in 

that ï or is there?  For those of you who are familiar with 

other languages, you will be saying ñwait a minute ï 

strings and integers are incompatibleò, and youôd be quite 

right.  Those of you who are beginners will be saying ñSo 

what?ò 
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You see, a string is just text ï one byte per character.  

Yet an integer is stored in 8 bytes, irrespective of how 

small or large it is (within limits).  I can write a number of 

16 digits into m_edtString1  but it would still only 

occupy 8 bytes in an integer.  For that reason , we 

normally convert the format between the text of 

m_edtString1  and the numeric form of m_integer .  

This is called casting.  If you look at the functions held in 

m_string1 , you will see GetIntValue .  This allows us 

to take the text from the edit box into a string object and 

then to set the value of the integer by setting it, using the 

GetIntValue  of the string.  The thing is that Seccia 

automatically casts between integer, float, string and 

UniString but there are functions to enable you to do it 

explicitly if you want to use them. 

Try out some of the other functions of the integer by 

amending the code shown.  Have a go at doing 

subtraction, multiplication, division and powers by 

amending the middle line of the code shown above.  Note 

that you can also ñadd oneò (i.e. increment the value of 

the integer) and ñsub oneò.  A really interesting one (for 

the beginner) is the modulus (or ñmodò, for short).  This 

is the remainder left over after an integer division.  For 

example, if I divided 100 by 3, I would get a result of 33 

but, clearly, there would be a remainder of 1.  Try it out. 

Floats.  These, as we have seen already, are decimal 

numbers.  They are also stored in 8 bytes.  They have the 

same functions as integers but give decimal results.  

Create a new float object and change your code to do a 

division, using code like this ...   

m_float .Set(m_edtString1.GetText())  

m_float . Div (m_edtString2.GetText())  

m_edtString3.SetCaption(m_ float .Get())  

Use 100 and 3 as the values.  Instead of seeing 33 as the 

result, what do you see?  Try out the Round function, too. 

Float and Money 

objects are very 

similar ï both are 

kinds of decimal 

value.  The main 

difference, however, 

is that a Money object 

is used for a very 

specific purpose ï 

dealing with currency 

ï and therefore has 

the ability to set and 

get the currency 

symbol, as well as the 

separators used by 

different countries. 

For the experienced 

programmers out 

there, do note that 

you can still use the 

traditional assignment 

approaches: 

1.     string=òcoolò 

2.     year = 2000 

3.     year += 2 

4.     year++ 
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Money.  And lastly, we come to money.  It works just like 

a float, except that it has additional functions to set the 

currency symbol and separator.  Apart from that, it works 

in a similar fashion. 

The Value Object 

In addition to strings, UniStrings, integers, and floats, 

there is also an object called ñValueò.  It can take any of 

these as values and output any of them as results.  In 

effect, you could dispense with the others and just use 

Value objects exclusively.  That, however, would not be 

considered good programming ï use the right object type 

for the required data type. 

The Path Object 

Just from the name, it might not be immediately apparent 

just what this object does, but it is a special form of string 

which is used to store path names and has additional 

functionality to allow the user to split them up into their 

constituent parts.  This is a very useful facility and I have 

had to write code many times in many languages 

repeatedly doing the same thing.  Seccia has this all 

down in a nice little object that does it all for you. 

Letôs try out a couple of examples.  Delete any code you 

currently have in the Code Editor.  Create a Path object in 

the normal way.  We are going to Set  its value and then 



Page 14 of 18                                                                 © Bill Aitken 2010 

display the extension of the file in m_edtString3 .  The 

code is ... 

m_path.Set(m_edtString1.GetText())  

m_edtString3.SetCaption(m_path.GetFileExtension())  

Test the program and type in a full path, as in the 

example shown below. 

 

You can see how the member function has ñsplit offò the 

extension.  This is useful when you need to understand 

the nature of the file in order to handle it properly. 

If you want the whole file, use GetFile   ï this will give 

you the file name and the extension.  The function  

GetFile Name will return only the name part.  But what 

about the path to the file?  We use Get Parent  for that, 

as in ... 

m_edtString3.SetCaption(m_path.GetParent())  

If you try this out with the path shown in the previous 

example, youôll see the following. 
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Try some of the other functions out yourself. 

Color 

Colour is a complicated are of computing ï and this is just 

an introductory tutorial for beginners.  Suffice it to say that 

there are many colour systems out there.  Seccia deals 

with only two: 

RGB ï this represents the colour as 3 numbers, each 

ranging from 0-255, representing the red, green and blue 

components. 

YUV ï this is a more complicated one.  The ñYò 

component represents what is called the luminance ï in 

other words, how bright the colour is.  The ñUò and ñVò 

are, together, used like the x- and y-coordinates on a 

graph of possible colours, as shown here. 
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Letôs start with RGB as itôs the most commonly known 

amongst computer programmers.  We are going to 

change the background colour of m_dlg  by means of its 

SetBackColor  function.  This expects to be provided 

with a color object correctly set with the RGB values. 

Go ahead, as before, and delete any code remaining in 

the Code Editor.  Create a new color object ï m_color .  

We are going to use the SetRed , SetGreen , and 

SetBl ue  functions of m_color  by taking the values 

entered into the 3 edit boxes.  When we press the ñDo 

Taskò button, the colour of the dialog will change.  The 

code should look like this: 

m_color.SetRed(m_edtString1.GetText())  

m_color.SetGreen(m_edtString2.Get Text())  

m_color.SetBlue(m_edtString3.GetText())  

m_dlg.SetBackColor(m_color)  

Insert this code into the editor and then test it.  Enter 

three numbers into the edit boxes, each in the range 0-

255, and then press the ñDo Taskò button.  What 

happens?  Nothing!  Well, actually, it wants to do 

something but the change will not happen until the dialog 
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is repainted by Windows.  Just move the dialog on 

screen.  When you release the mouse, the dialog will be 

repainted in its now location and with its new colour.  

There is, however, a more elegant way of doing this.  You 

can force Windows to repaint the dialog by means of the 

Redraw  function.  Just put the instruction ... 

m_dlg.Redraw()  

... at the end of your code and re-test.  

The colour change should happen 

immediately after you press the 

button.  Here is an example. 

What if we wanted to keep that colour 

but make it darker?  In RGB, you 

would have to subtract an equal 

number from each of the RGB values.  

So, instead of 100,200,100, you might 

say 75,175,75 (you took 25 off each 

colour element).  Try that and see the 

difference.  You can see in the 

illustration on the right that the 

topmost dialog is a slightly darker 

shade of the same colour. 

And YUV?  As you saw from the 

illustration earlier, it has a range of -0.5 to +0.5 in the U 

and V axes.  It also has a range of 0.0 to 1.0 in the Y 

axis.  However, in Seccia, we currently use the values 0-

255 in all three of them.  Sylvain intends to change this in 

future versions of Seccia to 0.0-1.0 for the Y value and -

0.5 to +0.5 in the other two.  So go ahead and try out the 

SetY() ,SetU() and SetV() commands in the same way 

as you did for the RGB variant. 

Table 

The Table object allows us to create, in effect, a sort of 

spreadsheet of values in memory.  I am going to leave 

this to a later chapter as grid structures like this are often 

better handled when we can use loop control structures. 

Summary 


