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Chapter 1 Introduction to Object-Oriented Programming

1.1 Understanding Object-Oriented Programming

1.1.1 The Procedural Programming Approach to Programming

Q

a

Q

We will begin this course with a brief discussion of the programming methodologies that you are most likely accustom to in your
previous Visual Basics.Net introductory courses.

Programming as it was done in the past and still being done today in many cases is based on the Event-Driven and Procedural
Programming approach.

These methods of programming are based on what's known as Structured Programming. Structure programming has been the
traditional way of programming.

Procedural Programming

a
Q
Q

If you have taken a course in C, Visual Basic, Pascal, FORTRAN, Cobol etc. the programs you wrote were Procedural.
In procedural programming, the focus of the programs was to selve a problem.
For example, supposed you were asked to write a program to solve the following problem:

= Write a Video Management System that will process the rental/return of videos tapes for a retail store such as a program used
for Blockbuster Video.
Using a language like C or can be done even with VB.NET, this is usually done as follows:

1. Analyze the problem required to be solved: Design flow chart, algorithm etc.

2. Break the problem into smaller manageable pieces, such as the Rental Module, Return Module, Customer
Information Module etc.

3. Design the UI for each of the pieces using Forms , controls or any structure supplied by the language to implement
the Ul

4. Write code to implement each piece using variables, functions & procedures to implement each of the modular
pieces.

<& Note that the focus is on solving the problem via the programming code and breaking the problem into smaller

manageable pieces.

Dividing a program into Procedures/functions and modules is one of the cornerstones of structured or procedural
programming. But here as some of the drawbacks:

= As programs grow larger and more complex, even the procedural programming approach begins to show signs of
strain. Projects can become too complex, schedules slip, more programmers are added, cost skyrockets etc.
. In Procedural programming data or the variables & data structures that hold or store the data, are usually

unprotected and may be accessible to functions & procedures that have no business changing them, therefore they can be
easily corrupted.

= Procedural programs are difficult to design because their chief components, procedures, functions and data structures
don't model the real world very well.

Event Driven Programming

a

a

a

If you wrote the Video Management Program using Visual Basics 6 or in some cases VB.NET, as it’s taught in courses
such as CS101 & CS508, then you would normally tend to write this program as an Event-Driven Application.

Event-Driven applications react to user events or actions such as clicking buttons, check boxes or navigating through
forms or graphical front-ends. These programs are still based on the procedural programming philosophy, but are base on code
reacting to user actions on the GUI or front-end.

The steps to write an Event-Driven program are as follows:

1. Analyze the problem required to be solved and derive the algorithm:
. Design flow chart, algorithm to solve this problem etc.
2. Use Forms & Controls to designed the User Interface (UI)
. Drop some controls to implement the GUI, such as labels, text boxes. Command buttons etc.
L] Use the controls to implement features such as Rental, Return, Customer Information, Video Tape Information
etc.




3. Placed programming code inside the Event-Handlers of the controls on the Form, to respond to actions taken by the
users on the controls. Such as the button_Click() event of a Command Button etc.

< Note that with this approach, the focus again is on breaking the program into sections and solving the
problem via the Form, controls & code in the Event-Handlers

1.1.2 The Object-Oriented Programming (OOP) Approach

Thinking Objects

a The newer programming languages use a different approach. With OOP, programs are based on real world objects.

a This method of programming is based on creating programming code that emulates real world entities, thus the word
Object.

a In OOP, instead of focusing on solving the problem, you focus and think in terms of the Objects that will play an
important role in the program.

a That is you first create the Objects that are the important characters in the program, such as Employees, Departments,
Customers, Products etc.

a Using Objects, allow programs to be based on real world entities, such as a car, person, employee, customer, inventory
part etc

a Examples of pure OOP languages are C++, Visual Basics.NET & Java.

a In OOP, each object has its own Properties or Attributes (access to Data), the Methods (Functions/Procedures) that
operate on the data & the Events that are automatically triggered when the object is used or manipulated.

a The fundamental idea behind object-oriented languages is to combine into a single package both the data, Methods
(functions/procedures) & Events (Event-Procedures) that operate on that data. Such unit is called an .

a Combining the Data, Methods & Events that operate on that data into a single package means that the Objects handle
themselves and have a life of their own, and most important, they can be re-used in other applications

a The mechanism to implementing Object-Oriented Programming is the Class & the Object.

a Object-Oriented approach to solving the Video Management problem:

1. Analyze the problem required to be solved and derive the algorithm:
= Design the Objects that are the key protagonists of the program.
= For example, a Video Object, Customer Object, Employee Object etc.
2. Implement or create the template or Classes for each of the required Objects with the properties, methods (actions)

and events required to perform the functionality of each object. For example implement a video object that behaves as a
video, a customer object that behaves as a customer & an employee object that behaves as an employee.

3. Use Forms & Controls to designed the User Interface (UI) for implementing the Video Rental/Return processing
4. Create the Objects and use programming code to manipulate the Objects as necessary via the User Interface Forms to

solve the problem at hand.

<& Note that with this approach, the focus is on the Objects not the problem. The object was the first thing that
was created, then the problem was applied to the objects

Data Encapsulation

a
a

Q

(my

A very important feature of OOP is Data Encapsulation or Data Hiding.

In OOP, the object's data is Private thus hidden and is only accessible by the Public Methods (Functions/Procedures) and
Public Properties.

Private data means that there is no way for the outside world to access the data directly. Thus the data is protected and
invisible or hidden from the outside world.

Public Methods & Properties are the interface or vehicle for the outside world to be able to access or manipulate the data.

This means that you can only do to an object what the Public Methods and Properties allow you to do. If there is no
Public Methods or Properties for a particular task, then it can not be done.

An Object behaves exactly as they were specified by the Public Class Methods and Properties. No more, no less

A benefit of Data Encapsulation is Robustness or a solid, reliable error-free Object.



Reusability

a
a

This method of writing program is very powerful and the objects written can be easily re-used in other applications.
This concept of re-using objects is very powerful and known as reusability. This concept has revolutionized the field of
programming since reusing objects yields faster and more robust applications. Applications which took longer to developed are

now being created at a much faster rate since objects from other applications are being reused, thus saving time on programming
and testing.

For example if we create a Customer Object in a Banking Program, we can reuse this Object in a financial program
etc. since Customer Objects have similar functionalities.

This concept of reusability spawned a new software industry where companies were established whose sole business is to
create ready tested Objects to sell to other software development houses.



1.2 Components of an Object-Oriented Program

1.2.1 Understanding Classes & Objects

a Real world objects have attributes or properties that define the objects.

a Also, real world objects are based on some mold or template.

a In Object-Oriented programming, the objects are based on a class or template. In this section we take a look at the
components that make up an Object-Oriented Program

The Class

a The mechanism VB.NET provides to implement Objects is the Class.

a A Class is a template or blueprint that defines what Object of the class look like.

a A Class is a plan or template that specifies what m , & will reside in objects

a The objects of the class contain data and the Methods (member functions & procedures) that operate on such data

a When creating a Class Module, the Data is made Private, & the interface or method to access the data (Procedures &
Functions) are Public.

a For example:
. We can have a Class called Automobile, and from this class, we can define the Properties, Methods and Events of this

class.
= From this Automobile class we can create Objects of this class such as a Car Object, Truck Object, SUV Object etc.
= The objects created have all the properties, methods and events dictated by the Class from which they were created
from.

Objects

a Think of Objects as a thing or a noun. Objects are the items that represent real-world entities, such as a person, place or
thing in a program.

a In a program an Object is a software representation of a real-world entity.

Objects - vs - Class

. The concept of a Class an Object can be very confusing. A Class is NOT an Object. An Object is not a Class

. DO NOT confuse a Class with the Objects, they are two different things.

. Objects are the manifestation or instance of a Class specification.

. A class IS NOT the object, but the template in which Objects will be created from!

. Think of the class as the architectural floor plan of a house, and the gbjects as the houses that are built from
that plan. You create ONE floor plan or blue print, but you can create as many houses as you like from the blue print.

. Objects behave exactly as they were specified in the Class. No more, no less

Private Data

Data is the storage mechanism inside the object to store information.

Data is what we want to manipulate and protect.

For example, a person has a name, an ID, birth date etc. These entities are stored and preserved INSIDE THE OBJECT.
In a class Object, Data is Private and cannot bee seen by the outside world..

O0o0D

Public Properties (Attributes)

a An Object has characteristics. Such characteristics or attributes are called properties of an Object. For example a Person
Object has a name property, a social security property, a birth date property etc.

a Properties represent the Data of the Object. DO NOT CONFUSE THE PROPERTY WITH THE DATA. They are
two different things.

a In reality, the Property is the way the outside world access the actual data directly.

a This is confusing; the property is not the data, but a vehicle to access the data. The actual data is private and cannot be

seen by the outside world, only the properties are seen by the outside world because they are PUBLIC.

a For example from an Automobile Class, you may create an Object named objCar. The Automobile Class may have a
color property, as well as a Make & Model property. But inside the Data is what stores this information. This is done using
private variables inside the class. For example these variables can be named m_color, m_make & rm_Maodel etc. but the outside
world cannot see these variables, when they want to use the data they see the property Color, Make & Model and through these
properties the data are accessed.




a Syntax for using an object Properties is based on the DOT OPERATOR:
Object.Property
a Example, assuming you create an object named objCar from the Automobile class, writing and accessing data is done as
follows:
Purpose  Syntax  Example
SET or write data Object.Property = value  objCar.Make = “Acura”
GET or access data value = Object.Property  aStringVariable = objCar.Color
Methods (Behavior)
Q Objects have behavior or take action.
Q Methods are actions that the Objects can take. Where Objects are the Nouns, Method are the verbs or actions of an
Object.
Q For example a Car Class Object can take the following actions: Start, Stop, Speed Up, Slow Down, turn left, turn right
etc.
Q Methods are implemented in a class by creating Functions and Sub Procedures that you write to make the object do
things or take some kind of action
Q Syntax for using an object Methods uses the DOT OPERATOR as well:
Object.Method()
Q Example, using the objCar from the Automobile class:
Purpose Syntax Example
Executing or telling the Car object to take an Object.Method() objCar.Stop()
action such as stopping
Executing or telling the Car object to take an Object.Method() objCar.Start()

action such as starting the car

Events

Q This is a tough one to explain and understand!

Q Events are actions taken UPON the object by an outside force (User, Program code etc).

Q These actions or Events upon the object will automatically trigger specialized Methods automatically created outside of
the object known as Event-Handlers. In other words, Objects respond to events by executing this special method or
procedure know as an Event-Handler

Q Do not confuse Events and Event-Handlers with regular Methods. Events are the action taken by an outside source upon
the object, while Methods are action taken by the Object itself when told.

Q Events & methods may work hand in hand, but they are two different things.

=  This can be confusing. For example an Object such as the objCar Object can have a method called Stop(). You can
explicitly call the objCar.Stop() method to so the car will stop itself.

= On the other hand, The Car Object can also have an Event programmed into it called OnCrash which will create
outside the object and associated Event-handler named objCar_OnCrash().

= In the event that the car is hit by another car or crashes, the OnCrash event will automatically trigger or EXECUTE
the Event-handler objCar_OnCrash(). Inside the objCar_OnCrash()) Event-Handler you can code in what ever you
like. For example you may want to put in a statement that calls or execute the objCar.Stop() method to stop the car,



or call 911 or what ever action you seem fit for this event. Makes sense right? Here an Event occurs, triggers the
Event-handler, in the Event-Handler we call a Method to stop the car. Confused yet? ©



1.2.2 Creating Object-Oriented Programs (IMPORTANT!)

Q Object-Oriented Programs (OOP) are written based on the Class Objects and not on the functionality of the program
Q The following steps is what you need to do every time you create an Object-Oriented-Program
Q The three steps required to creating an Object-Oriented Programs are shown below:

IL.

I1I.

Create and Define the class specification or Class
= Define Private Data, Properties, Methods & Events

Create Object of the Class

Use the Object of the Class

=  Write the program to manipulate, access or modify the objects as

follows:
Get and Set Properties (Manipulate the data)
Call Methods
Trigger Events
Program Event-Handlers
Interact with other objects

10



1.2.4 Object-Oriented Programming and Graphical Elements (Forms & Controls)

Q At this point you have a basic understanding of a Class, Object, Properties, Methods and Events

Q Also, you have taken courses (CS101 & CS508) in which you crated VB.NET programs using Forms and graphical
controls such as Text Boxes, Buttons, List Boxes, Labels, etc.

Q You wrote graphical programs using the following steps:

1. Create a Form

2. Dropped Graphical Controls onto the Form ( Labels, Text Boxes, Buttons, List Box etc.) to create your GUI

3. Added programming code to the Event-Handlers of the controls. For example if you have an OK button, you added
code to do something on the Event-Handler: btnOK_Click()

4. You build & compiled the program

5. Executed the program

Q This process just described is known as Event-Driven Programming, as stated in section 1. Why? Because you are
simply programming the Event-Handlers of the Graphical Controls, which execute as a reactions to Events on the
Controls.

Q What is the point?

X3

%

It turns out that Every Graphical Element in VB.NET, such as Forms, Controls etc. Are all OBJECTS!

And if they are Objects, a Class exits for them.

The was CREATED by Microsoft. That’s right!

And every time you drag and place a control to a Form object YOU are actually CREATING an of
that Control.

The Form is an Object and the Controls are now child Objects of the Form (Object Interaction).

Every Time you set or get a property using the Property Window, you are setting or getting a property of the
Control Object, so you are USING the object.

Every time you placed code such as: txtBox.Clear() you were executing a Method.

And finally, when you are placing code inside the Event-Handler, you were telling the Event-Handler what to do
when the Event takes place or Event-Driven Programming.

®,
0.0

X3

%

®,
0.0

®,
0.0

®,
0.0

X3

o

X3

o

Q So as you can see, all along you have been applying the rules to create classes, create objects and use them as follows:

Create and Define the class (Done by Microsoft)

Create Object of the Class (Doe by YOU when you dropped a control on a Form)

Use the Object of the Class (Done by YOU)
Get and Set Properties (Using Property Window)
= Call Methods ( Inside the Event-handler code)
= Trigger Events (Every time you clicked on an OK button, lost focus, etc)
= Interact with other objects (Drag-Drop controls onto Forms etc)

Q So all along you were programming using OOP techniques. But Microsoft made it easier for you by creating all the
classes and providing an interface or IDE to make it visual and simply the process.

Q In this course (CS608), you will perform all the steps. You will creating custom classes, creating the objects and using
them.

11



1.

3 Object-Oriented Analysis, Design & Programming

1.3.1 Analysis and Design

]

]

a

If you recall in our introduction to Object-Oriented Programming, I used the Video Management Program as an example
to demonstrate the difference between Procedural, Event-driven and Object-Oriented Programming.
Note that in the beginning of each of the example, the first step was as follows:

1. Analyze the problem required to be solved: Design flow chart, algorithm etc.

In OOP, there are three phases or steps required for developing an Object-Oriented System:

Phase 1 Phase 2 Phase 3

Analysis Design Programming
(What is the Problem) (How can it be solved?)| (Write Code)

Analysis and Design are very important steps. This is where all the “brain work” is done to developing the system and
implementing the algorithm.

1.3.2 Program Development Cycle

a
a

]

The program development cycle refers to the steps or process required to create an application from start to finish.

The process involves first understanding what the problem is that you are required to solve, come up with a design or idea
on how to solve the problem and finally choose a programming language to implement the project.

The programming language is simply the tool to create the actual program code. You can choose any language you wish
to achieve the final results. The difficult part is in the thought process or design to solve the problem.

Remember the following:

*# IS NOT THE LANGUAGE THAT MATTERS BUT THE SKILL OF PROGRAMMING**

Knowing how to program is what’s important, not what language you know. Programming languages evolve and change,
and new and more powerful languages are being developed. Once you have the SKILL of programming, you can tackle
any language, simply learn the new syntax or rules to a new languages and you should be able complete your project.

Visual Basic Solution & Project

a
a

a

When you write a program is basically done to solve a problem.

Solving the problem results in a solution to the problem. A VB application is called a Solutions & a solution is composed
of one or more Projects.

In this CS608 and CS708, you will be creating Solutions that can contain one or multiple projects.
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Creating an Applications to solve a problem
Q Creating an Application involves a Two Part process, I) Planning II) Design 11I) Programming.
Q Each Part is broken into three phases or steps:

L PHASE 1 - System Analysis (Understanding the Problem):

Analysis means to study, understand and define the requirements of the system.
Read and understand the problem description.

Write down the requirements and fully understand what is being asked for you to do.
Identify what are the INPUT or data to be entered or manipulated by the program
Identify what are the OUTPUT or results that are required.

NR W=

1I. PHASE 2 - Design (Solving the Problem):
1. Design means developing or creating the solution to the problem. This is a thinking process and the solution
is derived from the analysis of the requirements.
2. From the analysis of the INPUT & OUPUT we can derive the required processing.
3. You can use tools such as:

o Design the solution — Use diagram, flow charts etc., to analyze and design the solution.

4. Plan the code (Problem Solving) — This step you will write down the action required to solve the problem,
this is known as the Algorithm. The Algorithm is obtained using the following tools:

=  Flow Charts — Graphical representation of the program logic
=  Pseudo-code — Abbreviated short-hand English-like statements representation of the flow chart

Wow!! this is Too Much THINKING!

.

KY
Q

5. In this phase we design on paper (Not in the computer) the Forms and User Interface required.

o Design the User-Interface (GUI) — You draw a sketch of what the Front-End or GUI will look like
and the Control Objects required.

o  Plan the Properties or attributes to the objects in the GUI — In a table write down the properties to
the Control Objects in the GUIL

I11. PHASE 3 - Programming (Writing the Code):

=

Here is where we use VB.NET to create our application.
2. Create the User-Interface (GUI)

3. Set the Properties or attributes to the objects in the GUI

4. Write the code — Use the syntax or programming code of the programming language to create the program.

13



1.3.3 Designing the Code — Creating an Algorithm

Problem Solving via an Algorithm

Q We now focus on PHASE 2 of our program development cycle, which is planning the code or how to solve the problem.

This is the most difficult part of creating an application since it requires thinking logically.
We will start with the definition of an Algorithm:
Algorithm: a logical sequence of steps or actions executed in a particular order

The Algorithm is the collection of logical steps require for the solution of the program. The algorithm is what we will
derive during the planning phase.
We will use the development tools describe in previous lectures to derive the algorithm:

=  UML- A graphical diagrams of the CLASSES which will be used to create the OBJECTS of the program

=  Flow Charts — A graphical representation of the algorithm

= Pseudo-code — Short-hand English-like statements. Pseudo code programs are not executable code, but
they help programmers “THINK OUT” before attempting to write it in the actual programming language

Plan the code — In this step, you plan (THINK) the code or steps required for the program to run. You will write down
the action required to solve the problem. You will use programming tools like UML to design your classes and work
flow, pseudo-code and flow charts to plan the necessary logic to solve the problem. This is really the tough part of
programming since it requires thinking logically

How the algorithm is written can affect the results or solution to a problem.
For example, supposed you were asked to develop an algorithm name “rise and shine”, which lists the steps for a
manager to get out of bed and get to work. The pseudo-code for the algorithm may be as follows:

1. Getout of bed

2. Take off pajamas
3. Take a shower

4. Get dressed

5. Eat breakfast

6. Drive to work

¢+ This algorithm gets the manager to work and prepared to make critical decisions.

Q Now lets change the program control or order in which the pseudo codes are written:

Get out of bed
Take off pajamas
Get dressed
Take a shower
Eat breakfast
Drive to work

SN

+« This Algorithm gets the manager to work wet and probably not in a condition to make critical decisions.

14



Recommendation on how to Create Algorithms

Q Thinking like a programmer is not easy, but with a problem solving strategy in place and practice you will get better at it.
Q One method I can recommend to get you started when writing programs is as follows:

=  Read the requirements several times until you understand what is required of the program.

=  Now put yourself in the role of the computer itself and what is require of you to do, and then switch to the role of the
user is standing in front of the computer to use it and what is required of the user to do.

=  As yourself questions as to what is required for each of these characters during their interaction.

=  Now you write down the steps of the interaction which takes place between the program and the user. Now extract the
performed by the computer program, put these steps in their proper order and you have an algorithm and an idea of
what needs to be done

=  For example, supposed you were asked to create the following program:

Problem Statement:

o Create a login program to authenticate users (similar as to when you log in to your computer). The program
should have a Login Form with controls to allow the user to enter the username and password. In addition
should have a button to execute the request or cancel.

o The program should search a database of username and passwords to verify if this user/password
combination is allowed access to the system if found in the database.

o From result of the database search allow access to the system or display a message stating that access is
denied.

] The interactions or exchange between the computer and the user is as follows:

What is the First thing the User does?
a) Sits in front of the computer

What should the Computer do?
a) Display the Login Screen

What should the User do?
a) Enter username
b) Enter password
¢) Click Ok button or Cancel button

What should the Computer do?

If you user clicks the OK button:
a) Extract the username
b) Extract the password
¢) Search the database for the username and password
d) If the username and password is found in the database:
1. Allow access to the system
2. Display a welcome screen

e) If the username and password is NOT found in the database
1. Display a message stating that access is denied
2. Go back and display the login screen again.

If you user clicks the Cancel button:

a) Display a message stating that the user cancelled the operation
b) Clear the text boxes

15



The algorithm is derived by extracting ONLY the steps performed by the Computer Program:

1. Display the Login Screen
2. If you user clicks the OK button:
a) Extract the username
b) Extract the password
¢) Search the database for the username and password
d) If the username and password is found in the database:
1. Allow access to the system
2. Display a welcome screen

e) If the username and password is NOT found in the database
1. Display a message stating that access is denied
2. Go back and display the login screen again.

3. If you user clicks the Cancel button:
a) Display a message stating that the user cancelled the operation
b) Clear the text boxes

16



1.3.4 Summary of Strategy for Developing the Algorithm

Q Ok, lets come up with a strategy to help us learn to think and develop the algorithm.
Q The strategy to solve the problem will require seven steps as follows:

Phase 1 Phase 2 Phase 3
Analysis Design Programming
(What is the Problem) (How can it be solved?)| (Write Code)

L PHASE 1 - System Analysis (Understanding the Problem):

1. Problem: Write down the problem statement
2. Understand the problem. Make sure you understand what are the inputs and outputs expected.

II. PHASE 2 - Design (Solve the Problem):

1. Discussion: Think! If it helps, write down your thoughts on what the problem is and what it takes to solve it

How am I going to do this? LET’S THINK

.

Y%
Q

Ask yourself, what is the input?

What is the output desired?

Try the technique I recommended of listing the expected interactions between the user and the computer

List what processing is required to obtain this output, such as classes or objects, user-interface etc.

Create Algorithm using, UML for illustrating the object model , Flow Charts or/and write down the pseudo-code

A . o

II1. PHASE 3 - Program (Write the Code):

1. Create the Classes

Create the User-Interface (GUI) using a Graphical programming language such as Visual Basic.NET

3. Write the code — Use the syntax or programming code of the programming language to create the program based on
the UML diagram, Algorithm’s pseudo-code. In other words begin to create the OBJECTS AND USE THEM!!!

i
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Chapter 2 Visual Studio.NET Development Environment

2.1 Microsoft .NET Framework and Visual Studio.NET

2.1.1 Microsoft .NET Framework

Q

The Microsoft. NET Framework is the new computing platform from Microsoft designed to simplify the development for
distributed environment such as the Internet.

The framework is designed from the grounds up with the Internet in mind.

It is not that this Framework was designed for Internet programming only, but simply that if an application you create needs
Internet capabilities, access to those capabilities are available and almost transparent.

The .NET Framework is composed of two main components shown in the figured below:

VB.NET C#NET C++.NET
.NET Class Library

|

.NET Common Language Runtime
(CLR)

|

Common
Machine
Language

Executable

1. .NET Common Language Runtime or CLR

The CLR is the key component of the NET Framework. It is a common compiler for all Microsoft programming
language. It compiles all Microsoft languages to one Machine Language.

The CLR Allows programmers to write code in different Microsoft languages of their choice, and ensure that the
parts can work together

In addition it provides programmers with services for memory management, data types, security etc.

2. .NET Framework Class Library.

A collection of ready-made reusable classes that work with the CLR.

Programmers using any of the .NET programming languages can use these classes to include in their applications.
The CLR Allows programmers to write code in different Microsoft languages of their choice, and ensure that the
parts can work together

Examples of the classes provided by the library are:

Database access and manipulation

User Interface — Windows Forms, Web Forms, Web Services
Security

Encryption and decryption

0O 00O
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2.2 The Visual Studio.NET Environment & Visual Basics.NET

2.2.1 Introduction

Q
Q

Q

We will use Visual Basic.NET Integrated Development Environment or IDE to program our applications.

We could choose any of the languages to create our application such as C#, VB.NET etc., but this course requires that we use
Visual Basic.NET.

Before we begin using the IDE, lets point out some of the types of applications we will be creating in CS608 & CS708:

=  Console Application — Usually Text only application. Runs from a DOS or COMMAND PROMPT screen.

=  Windows Application — Graphical Interface user application. Typical Windows application that you normally use, such as
MS WORD etc.

= Web Based Windows Application — Web application that uses a Browser such as Internet Explorer.

Let’s look at these type of applications in more details

1. Console Application

= A Console Application is a program whose output is usually text based (No Graphics).

= Console Applications usually do not contain Forms or any graphics, but they can. You can if you like from a console
application call Windows Forms etc.

= Console Applications are created when an application performs processing that requires very or no user interaction.

=  They are lighter and have less overhead than standard windows applications since they contain no graphical libraries
etc.

= Console applications are a good choice when creating programs such as login scripts, device drivers, backend
processes, test programs, programs that control hardware devices etc.

= The results of a Console Application is placed or controlled from a Command Prompt Window:

My Documents’Nyctc', CS603Students", Spring 2003
Login menu Screen

Please Enter your Password or enter B to exit
299

Administration Screen

i-—— Create Mew Employee
Delete Employee
——Employee Record

2. Windows Application
=  Windows Applications are your standard graphical applications we are used to using.
=  Windows Apps use graphical entities such as Forms, Web Forms etc.

. Main SmallBusiness Form -0l =l

Small Business Inc.

Employee tManagement Customer b anagement Product b ahagement

E it |
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3. Web-Based Application

= These are applications created for the World-Wide-Web or Internet.

=  These applications run from a Browser, but the actual program code for these applications (HTML) reside on a Web
Server and are distributed to any client or browser which makes the request.

Browser
3 welcome to MSN.com - Microsoft Internet Explorer B [ 4
Fle Edit Wew Favorites Tools  Help | s 'r
\g Back = \3 - \ﬂ @ _:_;j ‘ ,/‘Fj Search i{‘ Favarites eMedla ﬁ) ‘ E,-_--_F::v "iﬁ 'l._a _J é% '3
Address I@ http: v, msn, comy j Go | Links **
I Search | ﬁ v Entertainment ‘. Business ‘. Gaming =5« Computers ". Cool Stuff [ Lifestyle | iv Shopping

Click here to get a FREE Red Lobster Gift Card Help

ms,'ﬁ_ <" MSN Home | My MSN | Monday, Jun 16

MSH Home | My MSN | Hotmail | Search | Shopping | Money | People & Chat .

2 Months FREE
mERR DSL Speed for dial up Subsoriha Now!
= ! Proxyconn anly §8.95/maonth |

s Today on MSH Your World MSHN Channels

e ot « LS launches Desert . Bizarre swing helps At
e Storpion'in Irag golfer win US Open 2
EREEDOM ' = Spurs grab NBAtitle - 10% off at Dell
g™ =, - MichaelJackson: broke? . wihy bosses should spy
B-20- 03 =8 How to geta guy back on their employees
E-Mail Scams S T
FREE Coupons: Save on I —=tolAvoid Oyl spend;§ s,

food, clothes, music Also on MSN

ar reliability ratings

3 you needto delete - Fix & lame biz Web site Find out if
- = = E\:anouotyg?ltfg??hp:r:s - Ahotrod from Yaolvo? your vehicle
Internet Access Specials y = Win trip to Disneyland has a high
|@ \ ,_|_|_|G Internet 4

Web Page or Web Application
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2.2.2 Creating Project Using the Integrated Development Environment (IDE)
Q The steps to using the IDE to program our applications as follows:

Step 1: Open the Visual Studio IDE and invoke the Start Page

5 Start Page - Microsoft Visual Studio [_[o] ]
Fie Edt View Tools Window Community  Help
= = - HEHERBEO-

Start Page! - %

” Microsoft: >
+ & Visual Studio 2005

ospeoL ¢ siorb sz |

Recent Prajects MSDN: ¥isual Studio
g Register for Micrasoft ASP.NET, Vi 2 NET 3.0 C h25 284 -
[e5|consoleapplicationz Mon, 20 Jan 2007 15:13:59 GMT - Join us for this premier event filled with 4 days of in-depth training, exciting keynotes and cool networking parties at the Marriot Orlando World Center in
A Loginscreencansols Orlands, FL.
[sampleConsole programs Data Joins The Team Introducing Yisual Studio 2005 Team Edition for Database Professionals
[ customerManagementB0 Wied, 24 Jan 2007 04:43:2¢ GMT - Here Brian Randil presents everything you need to know to get started with Visual Stucio 2005 Team Editon for Database Professiona.

Now Available: Visual Studio 2005 Service Pack 1 (5P1)
Fri, 15 Dex 2006 06:02:31 G - Visual Studio 2005 Service Pack 1 continues Microsoft's investment in maket Isading development tools, Servics Pack 1 addresses issuss that wers Found
£ Ji 22 inks

P Projectn, | Wob Skons through a partner Fezdback,
Creste:  Projsct.,,  |Web Ske... Critical Security Update for Visual Studio 2005

Wed, 13 Dec 2006 22:04:11 GMIT - Microsoft has released security bulitin MS08-073, The sseurity bulltin contains all th relevant information about the security update, This infarmation
incudes fle maniFest information and deployment options.

P— Free Sample Chapters and 45% off Select Visual Studio 2005 Books

Wed, D6 Dec 006 17:56:03 GMIT - For aimited time, download free semple chapters and take advantage of 45% off select Yisual Studio 2005 tites, Offer is good until January 15, 2007,

[

what's new n Yisual Studio 20057
Samples and Walkihroughs Sharpen your Visual Studio 2005 Skills with Free Offers and Big Savings

Use a Starter Kit Wed, 06 Dec 2006 17:52:16 GMT - Discover find free and on Visual Studio
Hi Projeet From Exding ot are grester than the customer can find snywhers slse in the markstplsce. OFfers good unti 1/15]

Visual Studio 2005 Tools for the 2007 Microsoft Office system is now available!

S, 18 Now 2006 16:35:37 GHT - This & ad-on to Visual Stuch d enabl robust, scalable, applcations targeting the 2007 Office
System,

Get the latest visual Studio 2005 extensions for Windows Vista and the 2007 Office system

Thu, 16 Nov 2006 22:14:35 GHT - Download a collecion of kaols you can uss today with Visual Studio 2005 ko develop sohtions for Windows Viska and the 2007 Office system. Toke
advankage of these innovative new platforms to create clear, connacted, and confident user experiences.

Free skill for visual Studio 2005

- - - Tue, 31 Oct 2006 15:41:35 GMT - Individusl skils assessmerts are desianed to improve vour readiness for s technology. Get a free S0-auestion skils assessment and learming plan to help
¥isual Studio Headlines identify andimprove your areas of weskness

Microsoft Virtual Labs Express — 30 minute hands-on labs -
Tue, 31 Ock 2006 L5:D4:39 GHT - Vikusl Lab Express Is the Fastest and easiest way to test drive Microsoft praducts and the Vitwual Lab envircnment, These are 30-mite hands-on overviews

of some of your Favorite Microsoft products and developer tools. Try them out ariine now.

New books Microsoft Solutions Framevork Essentials

Tue, 31 0ct 2006 14:53:36 GMT - Get the hands-on guidance you nesd es of werking with the 1 Framework, |
JB\ J

, books, classraom training, and certfication, These discounts

Developer Center

Get free ASPINET AJAX 1.0
learning challenges from
Innerworkingst

Step 2a: In the Start Page, select New Project

Step 2b: In the New Project Dialog select Application Type

a). Inthe Project Types box select: “Visual Basic Projects”

b). In the Template box select: “Windows Applications” or “Console Application”

c). Enter the project name into the “Name:” text box

d). Set the project path or location in the “Location:” text box. You can also browse for the path using the “Browse”
button.

e). Click OK

Step b — Windows
Application

New Project

Project types: Templates:

Step a- Visual Wisual Basic
Basics Project type B indows

- Smart: Device

¥isual Studie-rztalled templates

@CIESS Library

Database onsole Application @Wlndows Control Library
Starter Kits @Weh Control Library @Winduws Service
= wisual C# (¥l Empty Project Ecrystal Reports Application
- Wisual J#
=+ Wisual C++ My Templates
+|- Other Project Types e

earch Online Templates. ..

Step ¢ — Name the

ProjeCt izct For creating an application with a Windaws user interface
Mame: TMyWindowsApplication
Locatjon: J Z:\Documents and Settingsirodriq_a\My Documentsi MY CTCVWC 5608 Codel Classhotes) Classho ‘j Browse. ..

Step d — Project Path
or Location

Salution Mame: | MyWwindowsapplication W Create directary For solution

Cancel
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O Example of selecting Console Application:

New Project

Project types: Templates:

= Wisual Basic

Windows
[+ Smart Device

Database
Starter Kits

visual C#

-Wisual 14

“Wisual C++

Other Project Types

Yisual Studio installed templates

[¥e] Empty Project

My Templates

- [

‘jSear:h Cnline Templates. .,

(el Class Library

G@Wlnduws Zontrol Library
[l windows Service
,Ecrystal Reports Application

A praject For creating a command-line application

[dame: ] MyConsoledpplication

Location:

Solution Mame: | MyCansoledpplication

W Create directory for solution

I CtiDocuments and Settingsirodria_alMy Documents\NYCTC|\CSA08 CodelClassMotesiClasshio ﬂ Browse. ..

Console Application

Step 3: The IDE Main Screen.

=  This screen is where you will create all your programs.

= This window will vary depending on which type of application you have selected, Console Application, Window

Application or other.

Part | - Main Screen for a Console Application:

=  This screen is composed some basic Window items such as Title bar, Menu bar, Menu Toolbars and a Status Bar.

= In addition some new components that will be important for creating applications, such as Document Window, Solution
Explorer Window, and Properties Window.

= A Console Application will automatically create a Module document in the Document Window.

#% MyConsoleApplication - Microsoft Visual Studio

File Edit  Wiew Project Build Debug Data Tools Window Community Help

Module

o5 | % Ha

2\ A% =

|
1t}

Ex

_“ModuleDNyb | Start Page |

b Debug ~ Ay CPU

0 ®© 5 s

I@gMndulel :
E|]{.Ddule odulel

Fub Main()

End Zub

|=ogooy o | Amaode] saadas R

End Module

L} Iﬁs(Declaratinns)

4

[

Document Window

Ready

| ; Solution "MyConsaleapplication’ (1 project)
= éEMyEunsuIEApplicatiun
2| My Project
] Modulel . vh

V\

Modulel Attributes =

Cal 1 chi NG

Solution Explorer

Property Window
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Part | - Main Screen for a Windows Application:
= This screen is composed some basic Window items such as Title bar, Menu bar, Menu Toolbars and a Status Bar,

Document Window, Solution Explorer Window, and Properties Window
= In addition some new components that will be important for creating Windows Applications, such as a Form Designer to

create the Forms and User Interface. Also the Toolbox which contains the controls to create the Ul

Form Designer

% MyWindows: Application - Microsoft Visual Studio

Ele  Edi Wi

Forml.:

Project  Buld Debug Data  Tools Window Community  Help

i @ & S

b [Design]| Start Page

Form1

oo ¢ | Biok s

Toolbox

BEIE

Ready

b Debug

- Any CFU - | 2

LR B R

= g
2 &3 2
[ Solution MyWindowsApplication’ (1 project)
= (32 MyWindowsApplication

[=d| My Proj

ject
Brormi vb

Solution Explorer

n:ilsmumnn Explorer [ Class Wisu

FormL.vb File Properties -

=

H Advanced
Build Action Compile
Copy to Output Directar Do ok copy
Custom Tosl

Custom Tool Namespace
Bl Misc
Fils Name Forml.vb

Advanced

Document Window

Property Window

Form Designer

O This is the where you will design you Forms as a basis to your User Interface (UI) or Graphical User Interface (GUI).
O When you begin a new Visual Basic project, a new form is automatically added to the project with the default name Form1

Form
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Toolbox

Q The Toolbox is a palette that holds the control objects you will place on the Forms.

Il Windows Forms =l
= Common Controls
B L3 Painter .
Button

CheckBinx

8% CheckedListBo:
=4 ComboBox

7 DateTimePicker

A Label

A LinkLabel

2 ListBox

Listtiew

#-| MaskedTextBox —
Control Objects |

m MonthCalendar

E MatiFyIcon

(1% HumericUpDown
tﬂ PickureBox

@0 ProgressBar
(3 RadioButton
2 RichTextBox
[sbl] TextBax

%, ToolTip

‘::—__ Treeview

ﬁ WebBrowser

=/ Containers
.k.Poin.t.ar" ;
= FlowLayoutPanel

|| GroupBox
{71 Panel
[T] splitcontainer

[ TahContral

Solution Explorer

O Displays the Files, Forms, Modules and Class Objects included in the project.
Q The Solution Explorer has two views:

1) Solution Explorer View - Files are displayed
2) Class View — Class Objects and their methods & events are shown

2 2E BEEA

; Solution MywindowsApplication' (1 project) <Search ~
_%\Eﬁg MyWindowsApplication _ ..;,T:a MyWindowsApplication
=] My Project

[ References
=43 MyWindowsapplication
[#] 3[3 Farml

-} My

[E] Form1.vb

lselution Explarer |2 Class Yiew |
L?ESUIutiun Explorer :%CIass Wigt

Class View

Solution Explorer View

Property Window

Q This window is used to SET the Properties of the objects in your project.



O You can view the Name of the property in the Name column, and set the property value in the Value Column.
O Note that these objects include the controls, Forms, Class Objects and other objects used throughout your project.

Property Name

Form1 Zystem.windows,Forms,Form -

(ApplicationSettings) =
(DataBindings)

(Mame) Formil
AcceptButton {none)
AccessibleDescription
AccessibleMame
AccessibleR ole Default
AllowDrop False
AukoScaleMode Font
Aukascroll False
AukoscrolMarain 00 ﬂ

Property Value

Document Window

Q Largest window in the center of the screen. Allows you to switch between the open documents.
Q For Console Applications, this window contains a Module & Code Editor.
Q For Windows Applications, this window contains the Form Designer & Code Editor.

Forml.vb [Design] |~ Start Page Q

-

G

BEE

Document Window
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Step 4: Set the Project Properties (StartUp Object)

O So far we have talked about the Properties of Forms and Control Object. Now we focus on the properties of the Project itself.
O In Visual Basic you can set properties for the entire project. Some of these properties you have already populated in the New
Project Window in Step 2.

Q The Project Properties Window is invoked as follows:

= In the Menu Bar select ProjectiNameOfProject Properties to invoke the Project Property Page
=  Another Method uses the Solution Explorer. Simply Right-Click on the project name and select Properties from the context
menu to invoke the Project Property Page

Startup Form/Startup Object

O There is one very important Project Property that must understand prior to writing code. That is the Startup Form or Startup
Object.

O The StartUp Form or Startup Object is the EXECUTION starting or entry point of a program.

Q A Visual Basic Application can be started using the following two options:

L FORM - (Default) this is the default method you are accustomed to, program starts via a FORM:

=  What this means is that when the project executes the Startup Form will display and control the flow of the program

=  Control or flow of program is done via a Form. In a standard Windows Application, this is by default automatically
assigned to FORM1

= [ call this method of starting a Windows Application as a Form-Driven Application

=  For this method of executing the project, the property is named Startup Form

= NOTE! There is a checkbox for a property named Enable application framework in the property page. This property
when checked, displays the startup option as Startup Form. This property is checked by default, so you don’t need to do
anything, but if you uncheck this box, it will show as Startup Object (More on this below).

=  The figure below shows the default startup option as Startup Form:

29 MyWindowsApplication - Microsoft Visual Studio

Fle Edit Wiew Project Buld Debug Data Tooks Window Commurity Help

A~ -G da &~ } Debug - iny CPU - |

Ui MyWindowsApplication® | Formi.vb [Design] | Start Page - X
L} = | & (2] 5
2 |
:i: Application J Solukion MyWindovwsApplication' (1 project)
5 ’ 9 :‘ :‘ = 5@ MyWindowsApplication
H Compile =] My Project
5 Bssembly name: Root namespace: 5] Fomt.vb
>'rL Debug
B [Mywindlows Applcation [ty windowsappication
8
= Refe
ér srerences Application type: Icon:

Resources [windows Application | [ipefautt 1con) ~| D

Settings Startup form:

. Assembly Information, .,

Signing
[¥ Enable application framework
Security
windows application framework properties

Publish
¥ Enable P visual styles

-l 5olution Explorer Q%C\ass View
I Make single instance application

¥ Save My.Settings on Shutdown

Authentication made: =
@ |2

[windows ~|

Shutdawn made:

‘When startup form closes j

Splash screen:

‘(None) j view Application Events

Ready
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SUB MAIN - You can also have your program start execution via a special method named Sub Main().

In this case, the method Sub Main() is created in a MODULE object (More on this later). Program execution is done from
within the module’s Sub Main() method.

I will not go into details about the module now, but there is a Visual Basic Object named a Module.

A Module is simply a special Code Editor Screen that allows you to enter code only. It has no graphical portion.

The code inside a module can be seen by all objects of a program. We will go into this in future lectures

A module can contain a special Method named Sub Main(). This Sub Main() Method will control the flow of the program.
You must display your form via code within this Sub Main() method.

I call this type of application a Module-Driven Windows Application. This method has the advantage that you can execute
other processes in your application before any forms are displayed.

For this method of executing the project, the property is named Startup Object.

NOTE! The checkbox for a property named Enable application framework in the property page MUST BE UNCHECKED,

for the startup option to be named Startup Object, and you select Sub Main() in list box as shown in figure below:

29 MyModWinApp - Microsoft Visual Studio
File Edit Wiew Project Buld Debug Data  Tools  Window  Community  Help
F-E-gdd 9 . =l b Debug - Ay CPU - | ML= el T R
Lll" Modulel.vb “MyModWinApp® | Formil.vb [Design] | Start Page | - X
7 PE A
= i i I
1] Application™® ,—4| ’—4| [ Solution 'MyModWinapp' (1 project)
g 3 . - = _E@MyModWinApp
% Compilz |=d] My Project
;;- Assembly name: Rook namespace: @ Farml.vh
S| | Debug - {51 Module1.wb
5 ]MyModW\nApp ‘MYMDdWInP\DD
a |
§ Relferences; Application type: Icon:
Resources |Windows Application ﬂ ‘(DeFau\t Ican) j D
Settings Startup objeck:
=] ssenbly Inormation...
Sigring
I Enable application Framework,
Security
‘windows application framewark properties
Publish . g
:i]su\utmn Explorer :Q%CIass Wiew
I q :
= e el 1 Shutdom N -
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Step 5: Create your program using the components of the IDE Main Screen.

O Now you can begin to write your code and create the program using the IDE:
1. Create the User-Interface (UI) using the Toolbox and the Form Designer to drop controls onto the Form.
2. Set the Properties to the Control Objects in the Form using the Property Windows.

3. Write the code — Write the code to manipulate the Controls via the Event-Procedures and Methods using the Code
Editor Screen.

Visual Basic Standard Modules

O A module is a global or public object where you can place program code such as variables, functions & procedures that can be
seen by all code in the entire project.
The key here is Global code!
Up to now, all code written was contained inside the Event-Handlers of various controls on a form.
As controls & objects are placed on a form, all code written is usually seen & relates specifically to that form.
Suppose you wanted to write code that can manipulate or operate on various forms & controls. How can you do this? Since every
code you write for a control or form is only visible within the form? Where would you place the code? The answer is the
Module!
Q The Module has the following characteristics:

=  Modules contain a method named Sub Main() that can be used as the starting point of the application. Note this applies to

both Console Applications and Windows Applications.

=  Modules contain variable declarations, functions & procedures or source code ONLY! No forms!

=  Modules are a good place to put program code that may be common to several forms or other modules.

=  Modules contain variables & Methods.

=  Modules are like forms but without the visual!

oooo

Module in Console Applications

O When you create a Console Application, Visual Basic automatically creates a Module where you can begin entering your code:

@9 MyConsoleApplication - Microsoft Visual Studio

Fle Edt Wiew Project Buld Debug Data Tools ‘window Community  Help
F-E-SHd| 86 b Cebug - Ay CPU S ) - aHE®meE Module File
e R e =a= | & B

Module1.vh | Start Pags - x ||

2EEA
|5 Solution 'MyConsoleApplication' (1 project)
= ﬂMyEonsuleApplication

Sub Maini) [Zd| My Project

18] Modulel.vb

|52 Modulet | [ pedlarations) -
Eodule Modulet

End Sub

xoqian) ¢ ot 1anes

End Madule

Modulel Attributes

=
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Module in Windows Applications

a
a

In a Windows Application you can add modules to place global code that can be access by all the Windows Forms.
In addition, the StartUp Object can be the Module or Sub Main when control of the program is initiated.

#2 MyModWinApp - Microsoft Visual Studio
File Edit “iew Project Build Debug Data Format  Tools  Window  Community  Help
IEE'IJ'EH &= b Debug + Any CPU - [ - | A’é
4L | B & S| ey | 58 gl 5 A 2 4 &t &t et = -
= Save Al oyt =
Ili" _ Modulet.vb )’Fnrle_F[ls.v esign]| Start Page | - X ;
g & E Y
=
& ¥ Form1 !E [ Salution MyModvinApp' {1 project)
- Form File — L modvmecn
Z i - [=d| My Project .
| —h = — | Module File
>§ f 5] Form1.vh /
F
& 18] Module1.vb
2
o
2]
Form Object
@SU\utiDn Explorer @Class Wigw
5 5
{ApplicationSettings) =
(DataBindings)
(Mame) Forml —
AcceptButton {none)
AccessibleDescription
AccessibleMame
AccessibleRole Default
AllowDrop False
AutoscaleMode Font
Autoscral False
AutoScrallMarain 0.0 bt
Text
The text associated with the contral,
Trem( <t Sared oI 1A oy 2
#9 MyModWinApp - Microsoft Visual Studio
File Edit Wiew Project Buld Debug Data Tools Window Community  Help
@'J'Egﬁ & 52 ) . vv:: I Debug - Any CPU - | -r@ 4
BRha|==(=2 0 o5 5
Wl_/ I“It:idulel.\lrl:n*]I Forml.vh [Design] | Start Page | -~ X
§ légMndulel j IE(Declaratinns) j E E “'PQ
i g Module Modulel = m Solution MyModiwingpp' (1 project)
& —| = MyModWinApp .
gl | — | Form File
= o [=d] My Project /
% \ «—— | Module Object ] Formi. b
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L Window 1e] Modulal.vb
T End Hodule \
=H ] .
~ | Module File
@SUIUUDH Explorer @Class Wigw
Modulel Attributes -
E
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Code Editor Screen

Q This screen is where Visual Basic code is written.

Code Editor for Console Application

a
a
a

For a Console Application, the code editor in invoked immediately to allow you to enter code in the Module.
Simply begin entering code in the Module Document.

The Code Editor screen contains two drop-down list boxes, one for the Object you are coding and the other for the Methods &
Event-Procedures associated with the object:

Methods &
Event-Procedures

Objects
Stark Page Mudullyb"/ 4 b4

I@ Modulel * j I':':i Main

= Module Modulel

e

g

J—] Sub Mainig)
Console.WritelLine ("Hello World™)

- End Sub

~End HModule

P Enter Code
Here
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Code Editor for Windows Application

O This screen is invoked by Right-Clicking on the Form object, and selecting View Code from the context menu that appears.
Another method is by simply Double-Clicking on the object:

: =] View Code
D] B Lock Controls
R

5 Propetties

O The Code Editor screen contains two drop-down list boxes, one for the Object you are coding and the other for the Methods &
Event-Procedures associated with the object:

20 MyWindowsApplication - Microsoft Visual Studio

; T . ’ : : Methods &
File Edit Wew Project  Build Debug Data  Tools  Window  Community  Help E t P d
T 3 vent-rrocedures "
énvl_Jvleﬂ 4 B3 . B Debug - Ay CPU 'Egﬁﬁ =
— - Objects :
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Bl MyForm1.vb | Mysfm1.vb [Design] | Start Page | - X | ion Explorer - Solution '
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=< | — o
2 " gPwlic Class HyForml — | [5d Solution Mywindowsapplication’ {1 project)
8 | == _gﬂ MyWindowsapplication
= - [=d| My Project
o |
| End Class - 5] MyForml.vb
>§_‘.
)
2 |
=
o
Enter Code
Here
fL‘:?JSqution Explorer E;Q%CIass Wiew
 COM Class False
COM Visible True
Serializable False
| COM Class
+ | | Expose Class to COM,
[ 4] Al
Ready Lnz Col 1 Chi NS

Help

O Visual Studio has an extensive help feature.
O The Help system contains an entire reference manual, as well as coding examples.
O Using this help system you can define the properties to the controls that you will place on the forms.



Step 6: Compile or Build the Program. (Console & Windows Applications)

= In this process you translate from a High-level Language to a Machine Language the Computer understands.

= This process is know as Building or Compiling the program.
= Note that this process will generate and executable file that will be located in the project folder\bin directory.

=  The steps to build are as follows:

1) Inthe Menu Bar select BuildIBuild Solution, this will invoke the Qutput Window
2) The Output Window displays the results of the Compiler process. The program is fully compiled when all compiler
errors are solved.

#9 MyWindowsApplication - Microsoft Visual Studio
Flle  Edit Wiew Project Build Debug Data Tools  MWindow Community Help
B-E-sdhda B3 b Debug - Any CRU - | @ | e L
; - = ) a5
(i MyFormi.vb|  MyFormi vb [Design] | Start Page | - X K
7 ]L:m;(ﬁeneral) jl@(Declaratiuns) - S2E EEA
= |
2 S Public class MyForml —4/| A solution Mywindowsapplication’ (1 praject)
m -
5, —| E EE MyWindowsApplication
5 (=] My Project
i -
1 End Class - EEl MyFarmt.vb
b
=
=)
o
=
=
=
ngSo\utlon Explorer [T Class View
J | |
Show autput from:  Build - = | =
777777 Build started: Project: HyWindowshpplication, Configuratiom: Debug imy CFU - |
MyWindowshpplication -+ C:iDocvments and Settingsirodrig a\My Documents)\NYCTCYCS608)Co
========== Build: 1 succeeded or up-to-date, 0 failed, 0 skippedg========= . .
< Output Window - Compiler Results
< 1 _>FJ
Build succeeded Ln 4 Coll chi s

= If the compilation is successful, an executable file will generated in the project folder\bin directory of your file system.

File Edit Wiew Faworites Tools  Help | -#

@ Back = \__,J : lj /_\J Search || Folders | 1= (& x n

Address ]El C:\Docurents and Settingsirodriq_a\My D0cuments'l,NVCTC'!,CSBDB'!,CDde'I,CIassND_j Go |

I ryvindowsapplication. exe
'_] Mywindowsapplication. pdb
" Mywindowsapplication, vshast, exe
E Myindowsapplication. xml

4 .Dbjécts 931KB i :J M\,f. C-arnputer
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Step 7: Run the Program

=  Now you are ready to execute the program.
=  Note that you can only execute the program if all Compiler Errors are resolved.
= There are many ways to execute your program primarily using the debugger.

Console Application where Output Window stays displayed (IMPORTANT!):
= Console applications will execute and automatically close the output window. The two methods to executes are:
1) Inthe Menu Bar DebugIStart Without Debugging.
2) Or using the keyboard use the Crtl-F5.

Windows Applications & Console Application where Output window automatically closes:
=  The three methods to executes are:
1) Inthe Menu Bar select Debug|Start.
2) Or using the keyboard use the F5 key.
3) Or Click on the Start Icon in the Toolbar: k

4) Or navigate to the program folder\bin directory and double-click on the executable file.
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2.3 Visual Basics Modes, Error Types & Other Concepts

2.3.1 How Visual Basic Organizes Your Program or Application Files

Q When you create a VB program a Folder is automatically created in you computer which contains the files of the program.
O A Visual Basics application is called a Solution. The Solution is composed of one or more Project.
O The table below lists several important files and their file extensions:

File Extension Explanation Example
.sln Solution — File that holds information | VideoManagement.sln
about all the projects in the application
.vb Object File — Contain definition and code | frmLoginScreen.vb
for Forms, Modules, Class Modules etc. MainModule.vb
resx Resource File — This is a resource file for | frmLoginScreen.resx
the Forms in the project. It contains
information about all resources used by
the form.
.vbproj Project File — This file describes the | VideoManagement.vbproj

project and lists the files included in
the project.

2.3.2 Visual Basics Modes

O Visual Basics has three distinct modes:
=  Design Time — When you design the User Interface (GUI) and writing the code.
=  Run Time — When you execute and test the program
= Break Time — When you have Run time errors and you stop execution

2.3.3 Programming Errors

Q There are three varieties of programming errors:
= Syntax Errors — Errors generated due to the code not following the rules of the language

(e]

These errors usually involve improper punctuation, spelling or format

o These problems are easier to solve since the compiler identifies the erroneous statement and you just have to review
the rules of the language to make sure you are writing the statement properly

=  Run Time Errors — Program halts during execution. The program passed the syntax test but fails during execution. .

o These problems are usually caused by improper arithmetic execution, attempting to access recourses that are not

available etc

o These problems are difficult to solve since they only show up when the program runs.

= Logical Error — The program is not doing what is supposed to do.
o The algorithm fails to solve the problem the program was written to resolve
o These problems are even more difficult to solve since you need to re-think and go back to the planning phase and

review the Algorithm.
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2.3.4 Two Aspects of Visual Basic Object Programming

O When programming using Visual Basic Objects & environment there are two aspects to keep in mind :

= Visible Graphical Aspect — Most Visual Basic Objects & Controls have a Graphical representation. In other word the
Object has a visible part. For example in the Toolbox there is a graphical element for a Command Button, Label, Text Box

etc.
Biuttan |

= Invisible Aspect — The invisible aspect is the part of the Object where you write the code in. This involves double-clikcin on
the object and invoking the Code Editor Screen.

29 MyWindowsApplication - Microsoft Visual Studio

Ele Edt Yew Project Buld Debug Data  Iooks
A-EH-EFd | &G M) o &-
—a o

Window  Community  Help
P Debug
&

e S

- Any CPU

Methods &

Event-Procedures

Uit MyForm1.vb* | MyFormi.vb [Design]* | Start Page - x | R - Solution ., » 03

£y #Buttonl <[z ciac B 2 aEEE 2

2

=7V SPublic Class yForml —| | [ Solution MyWindowsAppication' (1

. a 21 =+ 3 Mywindowsapplication
Objects g 4y Project

5 Private Sub Buttonl Click [ByVal sender ks System.Object, ByVal = ks System.Eventirgs) Handles Butteal.Click EE myrormLab

&

g

B

kS End Sub

Ind class Enter Code Here

. |
3] Solution Explorer [ Class View
Button1_tlick Attributes
=

Ready Col 9 cha NS

2.3.5 Properties Revisited

Q Properties are attributes or the data of an Object.
Q The Property Window is used to set the Properties of Objects

s

Buttonl System.‘Windows,Forms, Button

Property Value

(Applicationsettings)
[DakaBindings)

Property Name ¥

[Marme) Buttonl

ArccessibleDescription

AccessibleMarne

AccessibleRole Defaulk

AllowDrop False

Anchaor Too, Left ﬂ
Text

The text associated with the contral,

Setting Properties at Design Time
O When you set the properties to an Object during Design time, or when you are creating your program, these properties are present
when the program executes.
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Q These Properties will not change unless otherwise modified by program code during run time.

Setting Properties at Run Time
Q During run time or when program is executing, you can write code in your program to set the properties of an Object.
Q For example:

Object.Property = value
Example:
btnOK.Text = “Exit”

O Note that the Properties set and modified during runtime are only valid during Run Time or while the program is executing. After
execution the properties set during design time are replaced by those set during design time.

Common Properties
O Inorder to make VB easier to learn, Microsoft gave most of the controls and objects similar properties
O For examples, most controls have the following properties:

= Name Property — Name used in the Code to identify the Control
= Text Property — Text displayed on the Control

= Enabled Property — Indicates if Control is enabled (Can be used)
=  YVisible Property — Indicates if the Control can be seen
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2.3.6 Windows Applications Control Flow

a

a

Before we continue I want to go over the three types of flow of execution. What I mean by this is what object controls the flow of
a Window Application.

From previous courses, you were accustomed to controlling the flow of an application via Forms. In other words, the Form was
the Startup Object of the application.

But using a Module you can also control the flow of the application via the Sub Main(), which means that that program flow of
execution is being controlled by the module.

Now with the introduction of Modules, we can write 2 types of Window Applications:
1) Form-Driven Windows Applications: Application whose flow is controlled by a Form. Startup Object is a Form.

= Advantage: Straight forward to program. Simply load and displays the form immediately upon startup.

= Disadvantage: Cannot perform initialization tasks prior that don’t involve the Form prior to displaying the form. It
is true you can use Form.Load() to perform initialization, but you need to do it from the form, without the form it
cannot be done.

2) Module-Driven Windows Applications: Application whose flow is controlled by a Module via Sub Main(). Startup
Object is the Module Sub Main() procedure. The user interfaces or GUI are initially displayed from the Sub Main
procedure.

= Advantage: You can do many task and execute functionalities prior to displaying any forms.
= Disadvantage: Requires more logic to program.
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2. 4. Visual Basic Debugging Tool

2.4.1 Understanding the Debugger

Q
Q

a

The VB debugger is a powerful and useful tool available for you to debug or isolate errors.

Some errors are sometimes difficult to isolate when the program is executing. The debugger can assist you in isolating some of
these errors.

The debugger is not intended to help you identify syntax errors, that is the job of the Compiler or Build engine.

When you execute a program, you can execute it in Debug Mode.
Once you execute a program in Debug Mode, you can use the tools and features of the debugger to isolate problems.

2.4.2 Setting Breakpoints

Q

Q
Q

The debugger contains many powerful features that I will not cover here, but one feature that we will be using quite often as we
test our program is to set breakpoints.

Breakpoints are a flag or insertion point that tells the debugger to temporarily suspend the execution of the program at that point.
Breakpoints work as follows:

At the desired point, in the code window, right-click on a code statement and a menu will appear.

Select Insert Brakepoint

The code statement will be highlighted indicating that the breakpoint has been set

Run the program, the execution will pause at the breakpoint

Once execution is suspended, you can view information of the code at that point to determine if the code is working correctly
up to that point. View the various variables and program code to determine the status of the program at that point.

6. Once you are finished your observation and reach a conclusion, then you can continue with the flow of the program. In the
menu bar click Debug|Continue

kW=
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2. 4. Putting it All Together

2.4.1 OOP Programming using Visual Basics In a Nutshell
O OKlets put it all together

Part I -

Planning & Design of GUI, Properties & Algorithm (Think)

Analyze the requirements
Use UML to design class diagrams, work flow etc.

Part II — Implement the Program

W=

Enter Design Mode — Use the Visual Basics.NET IDE screen to create the program.
Set the Project Properties or Startup Object

Design the GUI or Visible Aspect of the program

=  Using the IDE components, create the GUI by placing controls onto the Form

=  Set the properties to the Controls

Invoke the Invisible Aspect of the Objects or Control to Write the Code
= Invoke the Code Editor Screen to write code to manipulate the control objects on the Form
= This involves coding in the Methods & Event-Procedures in order to implement the Algorithm

Compile the Program — Resolve all Compiler Syntax Errors
Enter Run Time & Break Time — Execute the program

=  Execute the program and resolve all Run Time Errors
= Resolve all Logical Errors
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2.5 Sample Programs

2.5.1 Sample Program 1: Console Application — Login Request Application

Q The following example illustrates a Console Application. Recall that a Console Application is a text based application.
O Problem Statement:

Create a Console Application that prompts the user for the username & password.
The values entered are displayed via a message box

Step 2: In the New Project Dialog select Console Application

New Project n n
Step a-— Pro_leCt type Project types: Templates: BE 3%
Nﬁumc visual Studio installed templates
s
] Smart Device (3ElWindows Application {e] Class Library
Database (Fconsols Application (Elwindows Contral Library
Starter Kits ] web Contral Library RELGGE . .
+- Wisual C# [¥E] Empty Project ﬁcrystal Reports Application I~ Step b - COHSO]C Appllcatlon
- Wisual 14
i+ Wisual C++ My Templates
/- Cther Project Types
_jSearch onling Templates...
Step ¢ — Project Name ~N )
|A Phsigct For creating a command-line application o SteD d - PrO]eCt Path
Mame: | LoginCansolenpp]|
Location: | c:\Documents and settingslrodrio_aiMy DocumentsiYCTCYCSA0RIC EshotesiClasshio v | Browse..,
Solukion Name: | LoginConsoleApp ¥ Create directory For solution

Step 3: IDE is invoked

25 LoginConsoleApp - Microsoft Visual Studio
Fle Edt vew Froject Buld Debug Data Took window Community Help
S-S %G b Debug By CPU -l By
(=] 5
(i ModuleL.vb | Start Page ~ X
£ [ematy =] [Erptr J=| 5
L] [ Hodule Nodulel — solution ‘LoginConsoleApp’ (1 project)
i 21| & (3 LoginConsoleApp
3 Sun Main() st
%
4 End Sub
2 End Module
 Properties
ModuleLvb Fis Properties
B
B Advanced
Build Action Compie
Copy ta QUEpLE Direr Da not copy
Custom Tool
Custom Tool Namesp
B Misc
Fie Name Modulel b
Advanced
4 f
Ready
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Step 4: Rename Module & Project Files

O Now we want to rename some of our objects in the Solution Explorer Window & Document Window

Q The Objects we wish to rename are the Module File:

= Take the following steps:

o Step a - Module Object: In the Document screen, highlight the name of the Module declaration “Modulel”. Using the

keyboard type in the name of the Module Class

2% LoginConsoleApp - Microsoft Visual Studio

Fle Edt Wiew Project Buld Debug Data Toos  Window  Community  Help

A-E-EHa 8 9 - b Debug - fny CPU -
BabaF=(z2|0 a5
modLoginModule.vb | Start Page
|E)(Generan _~| [EJweclarations)

[Z Hodule modLoginlodule

Sub Main()

End Sub

x0qo0L | 10k 12416

End Module

REIEA
[ Selution LoginConsaleApe' (1 project)
|| = | LoginCensoleApp
5 My Project
1&] modLoginModule.vb

Step a — Rename
Module File

Call ch1 g

Q The Project Properties Window is invoked as follows:

menu to invoke the Project Property Page

=  Since this is a Console Application, the startup Object will need to be set the Module modMain.

2% LoginConsoleApp - Microsoft Visual Studio

Eile  Edit ‘iew Project Buld Debug Data  Tools Wndow Community  Help

A-w-E2da 8- b Debug ~ Ay CPU - | @ - RFERER L
0 LoginConsoleapp | modLogintodule, vb Start Page - X
g 2 E| &
2
9 Application ) [ Selution 'LoginConsolenpp' (1 project)
g —_ | trarm: [t =l £ (2 LoginCof
) ompile =] My P . .
E , ‘ Toa] Startup Object is
Assembly name: Root namespace:
¥ | Debug . .
- [LoginConsoizAen automatically the module
=
g References Application type: Teon:
Resources | console: Appiication | |tpefaut 1con)
Sattings Startup ohiect: <
|modLog\nModu\e :J Assembly Information. .,
Signing
I~ Enabl
Security
Windows application framework properties
Fublish I 2
= s
= e

Ready

In the Solution Explorer, simply Right-Click on the project name LoginScreenProject and select Properties from the context
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Step 6: Add Code in Module Object

O Ina Module the starting point is Sub Main. Enter desire code in the Sub Main() method.
= In this example, we will add a Console Application Output statement to input data and display text onto the screen:

=  Enter the following code:

X

LoginZonsoledpp “modLoginModule.wb | Start Page -

|§>§ mudL%ﬂMudule ﬂ |£§{Declaratiuns} -

] Module modLoginModule

v

g Sub Maini)
Dim userlName Az 3tring
Dim passWord A= String

'Input data
Console.Writeline ("Please Enter Usernsoe™)
userMNamwe = Console.PReadlLine()

Console.lriteline ("FPlease Enter Password™)
passWord = Console.ReadLine ()

'Di=play results
Console.Writeline ("The usernswe is: T & userName)
Console.WritelLine ("The Password i=s: "™ & passWord)

'Add & blank line
Console.llriteline ()
= End 3ub

“End Module
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Step 7: Build or Compile the Program

O Now Compile or Build the program to generate the executable .EXE file.

Show output from:  Build

—————— Build started:

The steps to build are as follows:

1) In the Menu Bar select BuildlBuild Solution, this will invoke the Output Window

2) The Output Window displays the results of the Compiler process. It shows if the results of the compiler were
successful or failed. For a fully compiled program, all compiler errors must equal to 0

5| @B %=

Project: LoginConszolelpp, Configuration: Debug Any CPU

CoAWINDOWE W Microsoft NET Framework \wZ. 0.50727\Vbo. exe fhoconfig Jimports:Microsoft.WisualBasic, System, System.Collec
LoginConsolelpp -=> CiiDocuments and Settingsirodrig ai\My Documents\NYCTCWCES808%CodelClassNotesiClassNotesConsolelpy

1 succeeded or up-to-date, 0 failed, 0 skipped ===

s

Q If you browse to the project folder and you navigate to the bin folder you will see the executable file:

% Debug HEER|
Fle Edt View Favorites Tools Help o

Q- @ - ¥ SO search Folders X ©) |@E-

Address [ C:\Documents and Settings|rocrig_alMy Documents|HYCTCHCS608ICodetClasshiotes| ClasstiotesCor | £ Go

DlLognconsoleapp. exe
] LognCansoleApp.pdb
S oginconsoleapp. vshost exe
[&]Lognconsolepp. xml

4 objects 7L1KE +J My Computer

Step 8: Execute or Run the Program

Q To run or execute the program do the following:

Console Application where Output Window stays displayed:

The three methods to executes are:
1) In the Menu Bar Debug|Start Without Debugging.
2) Or using the keyboard use the Crtl-F5.
3) Or navigate to the project folder\bin directory and double-click on the executable file LoginScreenProject.exe.

C:A\WINDOWS\system32\cmd.exe

FPleaze Enter Username
Please Enter Paszsword

The wsername is: joe
The Password is: 111

Press any key to continue . . .

windows stays displayed until the user presses any key

Q Note that the output
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2.5.2 Sample Program 2: Form-Driven Windows Application — Login Request Application

Q The following example illustrates a Windows Application. Recall that a Windows Application is a Form based application.

O IN A FORM-DRIVEN APPLICATION, CONTROL OF THE PROGRAM EXECUTION IS DONE BY THE STARTUP
FORM! WHEN YOU CLOSE THAT FORM THE PROGRAM ENDS!

O Problem Statement:

=  Create a Windows Application that displays a Login Form on the screen requesting a Username & Password

= The values entered are displayed via a message box when the user clicks an OK. When the user clicks the Cancel
button, the text boxes are cleared.

Q The steps and code are as follows:

Step 1: Open the Visual Studio IDE and invoke the Start Page & Select New Project

Step 2: In the New Project Dialog select Windows Application

New Project nu
Step a — Project type ~ o i | — | Step b — Window Application
=1 Visual Basic visual Studio installed templates
windows
4 Smart Device (Slwindows Application (el Class Library
Database M Consale Application il Windaowes Cantrol Library
Starter Kits iElweb Contral Library el windows Service
- Visual C# (V%] Empty Project lCrystal Reports Application
- Visual J#
- Visual C+ My Templates

- Other Project Types
.jSearch Cnline Templates. ..

Step ¢ — Project Name L— | Step d — Proiect Path
A project for creating an application with a Windows user interface
Name: | Loginwindowsapp
Location: | \pacuments and Settingsrodri_aiMy Documents|YCTCiCS608|CodelClasshiotesiClasshia. v | Browss...
Solution Mame: | Loginwindowsapp ¥ Create directary For solution

Step 3: IDE is invoked

2% LoginWindowsApp - Micresoft Visual Studio

Fle Edt View Project Buld Debug Data Took Window Community Help

B-E-EH %R b Debug - iy CPU

Ui FormLvb [Design] | Start Page - x

o

& A= Form1

:| EE -1ofx|

i

g

%

o

Build Action
How the file relates te the buid and deployment
pracesses,

Ready
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Step 4: Rename Form & Project Files

O Now we want to rename some of our objects in the Solution Explorer Window
Q The Objects we wish to rename is the Form File:

= Take the following steps:
o Step a - Form File: Select the Forml.vb item in the Solution Explorer Window, and in the Property Window select the
File Name Property. Enter the desire name.

% LoginWindowsApp - Microsoft Visual Studio - O] x|
Ble Edit Wiew Project Buld Debug Data Took indow Communty Help
SA-E-E-Ha &G b Debug ~ Aoy CPU - | - g
frmLogin.vb [Design] ~ Start Page - X
P EERE&
= ] Soltion LaginhindowsApe (1 project)

= % Loginwindowsapp

A " g Step a - Rename
Form File

xoaooL | a0 45 1S T

3 Solution Explarer [ Class view

b File Properties

ex[2l

Bl Action Complle
Copy to Output Director Do rot copy
Custom Tool

Custom Tool Namespace

Fie Name, Frrnlogin. b

Build Action

How the file relates to the buid and deplaymert
processes,

Ready

O For Windows Applications, the startup object will automatically be the FORM.
Q If we open the Project Properties Window we see the following:

= In the Solution Explorer, simply Right-Click on the project name and select Properties from the context menu to invoke the

Pro.’eCt Property Page LoginWindowsApp*® | frmLogin.vb [Design] =~ Start Page * X
= The startup form is frmLogin. fpplkesan | % Iy | 2
Compile
Bk Assembly name: Root namespace:
=
& |Log|nW|ndowsApp
SelectfrmLogin as \ Refererices Application type: Teon:
Startup Object Resaurces ‘Windows Application j |(Default Ican) j D
Sebtings Startup Form:
‘FrmLUgin j Assembly Information. ..
Signing
¥ Enable application Framework
Security
Windows application framework properties
Fublish

I¥ Enable 5P visual styles

I mMake single instance application
I¥ save My.Settings on Shutdaown
Authentication made:

| Windows j

Shutdawn mode:

|When starkup Farm closes j

Splash screen:

|(Nur|a) j ‘Wiew Application Events

Step 6: Design the User Interfac
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Q This is where the real work takes place. You will now apply the process of thinking, planning , designing & implementing your
program.
O You will use the IDE Form Designer & Toolbox to create your User Interface followed by the Code Editor to enter you code.

Three Step Process
O Creating an Application involves a Two Phase process, I) Planning II) Programming.
O Each Part is broken into three steps:

I.  Planning & Design Phase:

2. Design the User-Interface (GUI) — You draw a sketch of what the Front-End or GUI will look like and the Control
Objects required.
= In this case we wish to create a login screen with labels describing what it is and text box controls to
accept the input from the user. In addition push buttons to proceed or cancel the operation. For
example we could draw the following diagram:

Username OK

Password Cancel

3. Plan the Properties or attributes to the objects in the GUI — You need to write down the properties to the Control
Objects that will make up the GUI. Usually you create a table listing the control and its properties. From the
diagram above we see that we need one Form two labels, two textboxes and two push buttons.

Object Property | Value
Form 1 Name frmLogin
Text Login Form
Labell Name IblUsername
Text Username
Label2 Name IblPassword
Text Password
Textbox1 Name txtUsername
Textbox1 Name txtPassword
Command button 1 Name btnOK
Text OK
Command button 2 | Name btnCancel
Text Cancel
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4. Plan the code — In this step, you plan (THINK) the code or steps required for the program to run. You will write
down the action required to solve the problem. You will use programming tools like UML to design your classes
and work flow, pseudo-code language similar to a short-hand English expressions and flow charts to plan the
necessary logic to solve the problem. This is really the tough part of programming since it requires thinking
logically.

O One method I can recommend is as follows:

=  Read the requirements several times until you understand what is required of the program.

=  Now put yourself in the role of the computer program and what is require of you to do, and then switch to
the role of the user is standing in front of the computer to use it and what is required of the user to do.

= As yourself questions as to what is required for each of these characters during their interaction.

=  Now you write down the steps of the interaction which takes place between the program and the user. Now
extract the performed by the computer program, put these steps in their proper order and you have an
algorithm and an idea of what needs to be done

=  For example, in this login program here are the interactions between the computer program and the user:

What is the First thing the User does?
a) Sits in front of the computer

What should the Computer do?
b) Display the Login Screen

What should the User do?
d) Enter username
e) Enter password
f) Click Ok button or Cancel button

What should the Computer do?

If you user clicks the OK button:
f) Extract the username
g) Extract the password
h) Display a message stating that the user entered a username & password

If you user clicks the Cancel button:
¢) Display a message stating that the user cancelled the operation
d) Clear the text boxes

= Now write down all the steps performed by the Computer Program to derive your algorithm:

1. Display the Login Screen
2. If you user clicks the OK button:
a) Extract the username
b) Extract the password
¢) Display a message stating that the user entered a username & password

3. If you user clicks the Cancel button:
a) Clear the text boxes
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Step 7: Implement the User Interface Form & Add Program Code

O Add controls to the Form and create the program code.
II. Programming:
5. Create the User-Interface (GUI) as follows:

1. Add controls to your form
2. Set their properties based on the property table you derived during design. The results should be as

ﬂgLugin Form

6. Write the code — Use the syntax or programming code to create the program base on the algorithm previously
derived:

= The algorithm derived was as follows:

4. Display the Login Screen
5. If you user clicks the OK button:
a) Extract the username
b) Extract the password
¢) Display a message stating that the user entered a username & password

6. If you user clicks the Cancel button:
a) Display a message stating that the user cancelled the operation
b) Clear the text boxes

= Since this is a graphical application and the Startup Form is the login Form it will display automatically,
therefore we don’t need to manually specify step 1 or display the login form. It will be done automatically
when the program starts. So now the algorithm looks like this:

1. [If you user clicks the OK button:
a) Extract the username
b) Extract the password
¢) Display a message stating that the user entered a username & password

2. If you user clicks the Cancel button:
a) Clear the text boxes

= From the algorithm it shows that you need to program the click event of the OK button and the click event
of the cancel button and enter the code for each step:
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&7
4
X

frmLogin.yb | frmLogin, vb [Design]
| o@btnok ~| | # ciick -
E Public Class frmLogin

L+ ]

J—] Private Sub btnoE Click(ByVal sender As System.Cbject, ByVal & Ls System.Eventlrgs) Handles btnOK.Click
'Prompt. the user wia message box
MessageBox.Show ("Osername = " £ txtUsername.Text £ " and Password = " & txtPassword. Text)
- End Zub
= Private Sub btntancel Click(ByVal sender As System.Object, ByVal e As Jystewm.Eventdrgs] Handles btnCancel.Click

'Clear the text hoxes
txtUsername . Text = "
txtPassword. Text = """
- End Sub

“End Class

Step 8: Build or Compile the Program

O Now Compile or Build the program to generate the executable .EXE file.

=  The steps to build are as follows:
1) In the Menu Bar select BuildiBuild Solution, this will invoke the Qutput Window
2) The Output Window displays the results of the Compiler process. It shows if the results of the compiler were
successful or failed. For a fully compiled program, all compiler errors must equal to 0

Cutput ~ 1 X
Show output from:  Build - Q _:.?‘) =X =

—————— Build started: Project: Loginwindowsﬁ.pp,. Configuration: Debug Any CPU ---—--—-

CoAWINDOWE Microsoft . NETY Framework \wZ _ 0. 0727\ Tho. exe /noconfig fimports:Microscoft.VWisualBasic,System,S3ystem. Collections,System. Collections. G

LoginWindowsipp -+ C:'\Documents and Settingshrodrig a'\My Documents\NYTCTCWC2608\CodeyClassNoteshClassNotesTindowsdpplicationt LoginMindowsaipp Ln
= === Build: 1 succeeded or up-to-date, 0 failed, 0 skipped === =

K _'I‘I

Q If you browse to the project folder and you navigate to the bin/Debug folder you will see the executable file:

File Edit Miew Favorites Tools Help l:'

@ Back = _/J I? J,:\JSearch 4 Folders = - x n

Address |lﬂ CiDocurents and Sektingsirodrig_aipy Documents'l,NVCTC'l,CSGDB'!,Code'l,CIassNotes'l,CIassNotesWindowsnppIicationj Go

| LoginwindowsApp. exe
%] LoginwindawsApp. pdb
™ Logintindowsapp vshost exe
E Logimindowsapp. sxml

'4 objects 99,1 KB J Iy Computer
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Step 9: Execute or Run the Program

Q To run or execute the program do the following:

=  The three methods to executes are:
1) Inthe Menu Bar select Debug|Start.
2) Or using the keyboard use the F5 key.
3) Or Click on the Start Icon in the Toolbar: b

4) Or Navigate to the program folder\bin directory and double-click on the executable file LoginFormWinApp.exe

Login Form =] "

Uzemarne ]J oe Ok

Paszsword ]1 11 Earcel

Username = Jog and Password = 111

Login Form =] "

|l zermame ] Ok

Cancel

Pazzword ]

HOW IT WORKS
O The program execution is controlled by the Login Form
O When the login Form starts you can access/use the controls, to execute their event handlers and do things for you.
Q In this case when you click OK, you will get display the message box of the user/pass you entered. When you click cancel, the
text boxes are cleared.
Q Once the Form is closed the program ends.

2.5.3 Sample Program 3: Module-Driven Windows Application— Login Request Application
Version 1 (Processing Code Inside Form)
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Q The following example illustrates a Windows Application that is Module-Driven or uses a Standard Module Object to control the
operation of the program.

Q The program will be controlled from the Sub Main() procedure of the Module.

Q IN A MODULE-DRIVEN APPLICATION, CONTROL OF THE PROGRAM EXECUTION IS DONE BY THE SUB
MAIN(), WHEN SUB MAIN() ENDS, THE PROGRAM ENDS AS WELL!

O We will use the same problem Statement as the previous example 2 to illustrate this concept.

O We will provide two different versions of this application. In version 1, we will display the message box within the OK Click
Event as we did in the previous Sample Program 2.

Q The program statement is as follows:

= Create a Windows Application that displays a Login Form on the screen requesting a Username & Password
= The values entered are displayed via a message box when the user clicks an OK. When the user clicks the Cancel

button, the text boxes are cleared.

Q The steps and code are as follows:

Step 1: Open the Visual Studio IDE and invoke the Start Page & Select New Project

Step 2: In the New Project Dialog select Windows Application

[New Project [2] %]

Step @ - Project iype | "\ e wel | Step b~ Window Application

= ¥isual Basic

] Empty Project Sl Crystal Reports Application

i Visual b My Templates
i Other Profect Typss
" JI5earch Cniline Templstes.

/ Step d — Project Path
A project for creating an application with & Windaws User nterfacs
Step c - Project Name Hame: [ Lagintodwiniggt

Lecation: | C:\Dacuments and settings|rodriq_a\ty Documen tANYCTCICS 608\ Code| Classhotestclassho | | Broms=rY

Solution Name: | LoginModswinApp1 ¥ Create directory for solution

oK Cancel
Step 3: IDE is invoked

22 LoginModWinApp1 - Microsoft Visual Studio

Ele Edt Wew Project Guid Dsbug Dats Format Tooks indow Communty Help

S-E-sd bookg - amo @ L

Form1.vb [Design]| Start Page

e =

reqmeL

I Step 4a: Add a ' == . | Module Object to the Project I
K Iy

Form1
False.

O Since thisis a hdhh‘J Module-Driven Windows
Application a Standard Module Object is required
in your application.

O Add a Standard Module to the project. This module will contain code that will be public to the entire project.

Ready
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Q The steps are as follows:
In the Menu bar click ProjectiAdd Module... to invoke the Add New Item screen
In the Template section select Module, click Open.

1.
2.

3.

Add New Item - LoginModWinApp1

Termplates:

¥isual Studio installed templates

[E] Windows Farm

£9|MCI Parent Form
[=|Splash Screen

;‘Eé Interface

|5 Dataset

‘}j Crystal Report

[ Inherited User Cantrol
=4 Resources Fils

=) Class Diagram

ol #5LT File

|§d Bitmap File

|_;‘| Application Configuration File
o] Windows Service

[ Dialag

] Abaout Box

¥e] Class

] Component Class
L_j SGL Database
3] User Control
7] Custom Control
] Settings File
=3 %ML File

=] Text File
ECursor File

@ Transactional Component

=] Explorer Form

E% Login Form
<] Madule

4 COM Class

EInherited Farm
g\w‘eb Custom Contral
Y& Code File
|8] ML 5chema
|#] HTML Pags
|38 Icon File
e Class

Rename the Module File

|

I A file for storing groups of functions

Marme:

modMainModule]vh “«

Cancel

The module is now part of the project in the IDE.

20 LoginModWinApp1 - Microsoft Visual Studio

F 2SR EA

File Edit ‘“iew Project Build Debug Data  Tools  Window  Community  Help
F-E-Eldd %8 & A b Debug * Ay CPU ]
BRbo|EE =20 a5 R
Lll_i:']/ modMainModule.vb | Formi.vb [Design] | Start Pags | v X
L £ =
% IéﬁmodMalnModule _I @(Declaratmns)
= [ Module modMainModule e
=l L =
o
fil End Module .
_%'g Module Object
o
=
o
=

L

<]

D Solution ‘LoginModwinappl' {1 pro
- LoginModWinApp1
=d| My Projeck

5] Farml.vhb
8] modMainMadule, vb

< |

I@Solution Explorer |@ Class View

|

modMainModule Attributes -

Module File

s

Shiow output From:

-

@

Ready

Col 1 chi

Step 4b: Rename Form

O Now we want to rename some of our objects in the Solution Explorer Window & Document Window
O The Objects we wish to rename are the Form File:
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= Take the following steps:

o Step a - Form File: Select the Forml.vb item in the Solution Explorer Window, and in the Property Window select the
File Name Property. Enter the desire name.

22 LoginModWinApp1 - Microsoft Visual Studio |- [of ]

fle Edt Yew Broject Buld Debug Data Took Window Community Help

G-E-EHd % &6 I Debug

- Any CRU

=

|5 solution Lo
=]

Step a — Rename
Form File

91001 3¢ | se10(b3 saniag

ik

[0

« »

Sl solution Explorer [ class View

.wb File Properties

=]

Buld Action  Compile:

Copy to Output Do not copy

Custom Tool

Custom Tool Na

File Hame frinLogin.vb

Full Path Cr\Documents and §

Show output from:

Build Action
How the fil relates ta the buid and
deployment processes.

Ready oA

O Since this Windows Application is driven by the Standard Module Sub Main(), the startup Object will need to be the Sub Main()
Procedure.
Q The Project Properties Window is invoked as follows:
= In the Solution Explorer, simply Right-Click on the project name LoginModWinApp1 and select Properties
= Uncheck the “Enable application framework” check box.
= In the Startup Object section, click the drop-down arrow and select Sub Main().

_LoginModwinApp1* | frmlogin.vb | frmLogin.vh [Design] | - %
[ Application® |
I Configuration: IN,.’.Q L\\S l! Platfarm: IN,l’n ;i
Compile Step b - Select Sub Main
Deb Assembly name: Raot nanespace: ~|] as Startup ObjCCt
by
? ILoginModWinnppl ILoginModWinnppl
Rsferences Application type: Icon:
Dacautas IWindows Application LI I(Default Icon) LI D

Startup object:

Sektings

Sub Main Assembly Information. . |
Signing

[ Enable application Framework:,
Security

—indows application framewor jes ———

Publish Step a - Uncheck Enable
¥ Enable 2P visual styles . .
application framework

b

B [~ make single instance application
~—

¥ save My, Settings on Shutdown T
Authentication mode:
IWindows LI

Shutdown mode: ,l

O As the previous example, here is where all the thinking, planning , designing & implementing your program.

Three Step Process
O Creating an Application involves a Two Phase process, 1) Planning I1) Programming.
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Q Each Part is broken into three steps:

L.
II.

Planning
Design Phase:

1.

Objects required.

=  We are use the same design as the previous example:

Username

Password

OK

Cancel

Design the User-Interface (GUI) — You draw a sketch of what the Front-End or GUI will look like and the Control

2. Plan the Properties or attributes to the objects in the GUI — We will use the same controls and properties as the

previous example:

Object Property | Value
Form 1 Name frmLogin
Text Login Form
Labell Name IblUsername
Text Username
Label2 Name IblPassword
Text Password
Textbox1 Name txtUsername
Textbox1 Name txtPassword
Command button 1 Name btnOK
Text OK
Command button 2 | Name btnCancel
Text Cancel
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3. Plan the code — In this step, you plan (THINK) the code or steps required for the program to run. The thinking and
analysis are the same as previous example.

Q Derive the algorithm the same as previous example:
1. Display the Login Screen
2. If you user clicks the OK button:
a) Extract the username
b) Extract the password
¢) Display a message stating that the user entered a username & password
3. If you user clicks the Cancel button:

a) Display a message stating that the user cancelled the operation
b) Clear the text boxes

Step 7: Implement the User Interface Form & Add Program Code

Q As the previous example, we add controls to the Form and create the program code.
III. Programming:

1. Create the User-Interface (GUI) following the same guidelines as the previous example:

EgLngin Form

2. Derive the Algorithm — Create the algorithm using Pseudo-code:
= The algorithm derived was as follows:

1. Display the Login Screen
2. If you user clicks the OK button:
a) Extract the username
b) Extract the password
c¢) Display a message stating that the user entered a username & password

3. If you user clicks the Cancel button:
a) Clear the text boxes

=  Similar to the previous example, this is a graphical application but since it will be driven by the Module the
Startup Object is Sub Main and NOT the login Form, we need to manually display the Form via code from
the Sub Main() procedure. The login form will NOT automatically display, the program needs to do it via
code. With this in mind then the algorithm stays as is, where all steps are being done by the program code:

3. Write the code — Use the syntax or programming code to create the program base on the algorithm previously
derived:
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= So to begin with we need to control the program from Sub Main. This means we need to create the Sub

Main procedure in the Module as follows:
mndﬂ@inMndule.vh -
|{§§mudMainMudule ‘j |§§v_j(Declaratiuns) -
[ Nodule modMainModule

X

]

J-] Public Sub Main()

- End Sub

- End Module

-

l | o

=  Now we need to implement the algorithm each step at a time. The program starts by implementing step 1 of
the algorithm:

1. Display the Login Screen

= Note that when the startup object is a form as in the previous example, the IDE created an object of the
Form Class internally and automatically displayed the form object. But in this case since you need to
display the form manually, you need to create an object of the Form Class first and then display the form.
The code is as follows:

1
>

modMainModule.vb
|g§§mndMainMudule ﬂ | “yMain -

F Module modMainModule

]

J—] Public ZSub Maini()

'Create Ohiject of the Form Class
Dim objlLoginForm ALs frmLogin
objloginForm = New frmLogini()

'Call the Formw Chiject Method =so Chiect can Display itself
objloginForm.3howDialog()

- End 3uhb

- End Module
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= The remaining steps of the algorithm are implemented via the Event-Handlers of the form.
= IN THIS VERSION, THE FORM EVENT-HANDLER WILL CONTAIN CODE TO DISPLAY THE
FORM:

2. If you user clicks the OK button:
d) Extract the username
e) Extract the password
f) Display a message stating that the user entered a username & password

3. If you user clicks the Cancel button:

b) Display a message stating that the user cancelled the operation
¢) Clear the text boxes

=  Asin the previous example, the algorithm is implemented in the FORM as follows:

frmLogin.vb | frmLogin.vb [Design] | - X
l\ﬁfrmlj@in _v_J Hg(Declarations) j
i [ Public Class frmlLogin ) ":

LJ—] Private Zub btnoE Click(ByVal sender As System.Cbhject, ByWal e As System.Eventdrgs) Handles btnOK.Click

'Prompt the user via message box
HMessagebBox.Show("Username = " & txtUsername.Text & " and Password = " & txtPassword.Text)
- End Zub
= Private Jub btnCancel Click({ByVal sender As System.Object, ByVal e Az System.Eventlirgs) Handles btnCancel.Click

'Clear the text hoxes

txtUsername.Text = "

txtPassword. Text = ""
- End ZSub

—tEnd Class

Output
Shiow output Fram:  Build - "a'fl E% = =

[ro=—ms Puild started: Prodject: LoginModWinkppl, Configuration: Debug Any CPU —————- =]
CoATTINDOWME W Microsoft NET  Frameworkhwz 0. 50727\ Tho_exe /noconfig fimports:Microsoft_ VisualBasic, Bystem, Systen. Collections

LoginModWindppl -= CihDocuments and Setcingshreodrig a'\My Documencs\NYCTCHWC5S608% CodehClassNotesh ClassNotesModulelriveniin
========== Build: 1 succeeded or up-to-date, 0 failed, 0 skipped ==========

« o
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Step 9: Execute or Run the Program

Q To run or execute the program do the following:
=  The three methods to executes are:
5) Inthe Menu Bar select Debug|Start.
6) Or using the keyboard use the F5 key.
7)  Or Click on the Start Icon in the Toolbar: b

8) Or Navigate to the program folder\bin directory and double-click on the executable file LoginFormWinApp.exe

Login Form _lolx

Uszemarne ]J o Ok

Pazzwaord ]1 1 Cancel

Username = Joe and Password = 111

Login Form =] "

|l zermame ] Ok

Pazzword ] Eareel

HOW IT WORKS:
= Control, is done by the Sub Main() method of the module.
= This method, displays the Login Form as a MODAL form using the ShowDialog() method.
= THERE AFTER, THE USER CAN USE THE FORM TO TRIGGER THE CONTROL EVENT-HANDLERS TO
PERFORM THE PROCESSING REQUIRED.
=  WHEN THE FORM HIDES OR IS CLOSED DOES THE FLOW OF THE PROGRAM CONTINUES AND THE END OF
THE SUB MAIN METHOD IS REACHED AND THE PROGRAM ENDS
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2.5.4 Sample Program 4: Module-Driven Windows Application— Login Request Application
Version 2 (Little or NO Processing Inside Form) (Best Practice!)

Q This version of the Module-Driven Windows Application is almost the same as the previous version with ONE EXCEPTION; in
the form we add very little code. ALL WORK OR PROCESSING IS DONE FROM THE MODULE.

O REMEMBER, IN A MODULE-DRIVEN APPLICATION, CONTROL OF THE PROGRAM EXECUTION IS DONE BY
THE SUB MAIN(), WHEN SUB MAIN() ENDS, THE PROGRAM ENDS AS WELL!

O The program statement is the same as previous example:

= Create a Windows Application that displays a Login Form on the screen requesting a Username & Password
= The values entered are displayed via a message box when the user clicks an OK. When the user clicks the Cancel

button, the text boxes are cleared.

Q The steps and code are as follows:

Step 1: Open the Visual Studio IDE and invoke the Start Page & Select New Project
Step 2: In the New Project Dialog select Windows Application

New Project BE

Templates:

Step a — Project type

| wisual Studio installed templates o — Step b - Wlndow Appllcatlon

ol Lbrary
(4] Wi L]
$ElCrystal Reports Application

My Templates
- Gther Project Types
“jlsearch Online Templates. ..

/ Step d — Proiect Path
[ & project for creating an application with a Windows user interface

Step ¢ — Project Name e |

Location: [ CADocuments and Settingsirodriq_s\My DocumentsANYCTC\CS6081Cade\ClassNotes\Classho._+

Broise..

Solution Name: | LoginModWinApp2 ¥ Create drectory for salution

Step 3: IDE is invoked
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Step 4: Add a Module Object to the Project & Rename Form

oooo

Since this is a Module-Driven Windows Application a Standard Module Object is required in your application.
Add a Standard Module to the project. This module will contain code that will be public to the entire project.

Name the Form to frmLogin Form
The steps are as follows:

1. Inthe Menu bar click ProjectiAdd Module... to invoke the Add New Item screen
2. Inthe Template section select Module, click Open.

3. The module is now part of the project in the IDE.

4. Rename the Form to frmLogin

#0 LoginModWinApp2 - Microsoft Visual Studio

File Edit View Project Buld Debug Data Tools Window Community Help

b Debug ~ Any CPU - | [ - REEHEE <

B-EH-CH@ 4

e

|

modMainModule.vb*

«

= E| &

‘ﬁ (General)

End Module

£ Module modMainModule

L] ]ﬁ(Declarations)
; Solution 'LaginMadwinapp2' (1 pro

bt (R=WNEE] | ginModWinApp?

*0q|00] 34| 20 |dT Jerias s

Rename the Form File — P fmoanb

=dl My Project

1e] modMaintodule, vb

— 7

Module Object |

|| )

3] Solution Explorer [ Class View

LoginModWinApp2 Project Proper =

=E =

Palicy File
Project File LoginModWinAppz v

Policy File

«|  The policy actions file,
3

Ready

Step 5: Set Project Properties Startup Object

O Set the Startup Object to Sub Main() Procedure.

Q The Project Properties Window is invoked as follows:
= In the Solution Explorer, simply Right-Click on the project name LoginModWinApp2 and select Properties
=  Uncheck the “Enable application framework” check box.
= In the Startup Object section, click the drop-down arrow and select Sub Main().

LoginModWinApp1* | frmLogin.vb

Application®

Compile
Debug
References
Resources
Settings
Signing
Security

Publish

FrmLogin.vb [Design] - X

Assembly name: Root namespace: Jei
LoginModWinApp1 LogintodWinApp1 .
v fee e Step b - Select Sub Main
Application bype: Icon: as Startup Ob_]eCt
‘Winduws Application Ton)
Startup object:

Sub Main Assembly Information, .,
I Enable application Framework

“Windows application frame: jes

g Step a - Uncheck Enable

r application framework

~ Lo

| I

Il
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Step 6: Plan and Design the User Interface & Program Code

O As the previous example, here is where all the thinking, planning , designing & implementing your program.

Three Step Process
O Creating an Application involves a Two Phase process, I) Planning II) Programming.
Q Each Part is broken into three steps:

L Planning
IL. Design Phase:

1. Design the User-Interface (GUI) — You draw a sketch of what the Front-End or GUI will look like and the Control
Objects required.
=  We are use the same design as the previous example:

Username OK

Password Cancel

2. Plan the Properties or attributes to the objects in the GUI — We will use the same controls and properties as the
previous example:

Object Property | Value
Form 1 Name frmLogin
Text Login Form
Labell Name IblUsername
Text Username
Label2 Name IblPassword
Text Password
Textbox1 Name txtUsername
Textbox1 Name txtPassword
Command button 1 Name btnOK
Text OK
Command button 2 | Name btnCancel
Text Cancel
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3. Plan the code — In this step, you plan (THINK) the code or steps required for the program to run. The thinking and
analysis are the same as previous example.

Q Derive the algorithm the same as previous example:
4. Display the Login Screen
5. If you user clicks the OK button:
d) Extract the username
e) Extract the password
f) Display a message stating that the user entered a username & password
6. If you user clicks the Cancel button:

¢) Display a message stating that the user cancelled the operation
d) Clear the text boxes

Step 7: Implement the User Interface Form & Add Program Code

Q As the previous example, we add controls to the Form and create the program code.
III. Programming:

1. Create the User-Interface (GUI) following the same guidelines as the previous example:

EgLngin Form

2. Derive the Algorithm — Create the algorithm using Pseudo-code:
= The algorithm derived was as follows:

1. Display the Login Screen
2. If you user clicks the OK button:
g) Extract the username
h) Extract the password
i) Display a message stating that the user entered a username & password

3. If you user clicks the Cancel button:
d) Clear the text boxes

3. Write the code — Use the syntax or programming code to create the program base on the algorithm previously
derived:

=  So to begin with we need to control the program from Sub Main. This means we need to create the Sub
Main procedure in the Module as follows:
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= Now we need to implement the algorithm each step at a time.

= Note that in this example, ALL PROCESSING IS BIENG DONE IN THE MODULE NOT IN THE FORM.

Thus we are separating INTERFACE from IMPLEMENTATION.
a) In the Module, a Form object is displayed
b) The username/password is extracted from the Form Object

¢) Finally the data is displayed to the user

FrrLaogin, wb frmLagin«b [Design] - modMainModule.vb

x

|'§>§ modMainModule j |§:_] {Declarations)
[ Hodule deHainHDdJ@E

'Create global varisbles for storing username/passyord
Dim userName Ls String
Dim passWord Ls String

A

[

=] Public Sub Main()

'Step 1-Create Object of the Form Class
Dim objloginForm Az frmLogin
objLoginForm = New frmlogini)

'Step 2-Call the Form Chject Method so Chject can Display itself

objLoginForm. ShowDialogi)

'Step 3-Extract Data from frwlogin Form Ckhject wia properties
userName = objloginForm.txtUsername. Text
passlord = objloginForm.txtPassword. Text

'Step 4-Prowpt the user wvia wessage box
MessageBox . Show ("Usernatme = " & userName & " and Password = " & passWord)

- End ZJub

~End Module

=  The remaining steps of the algorithm are implemented via the Event-Handlers of the form.
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= IN THIS VERSION, THE FORM EVENT-HANDLER WILL CONTAIN NO PROCESSING CODE. THE
FORM ONLY HIDES ITSELF BY CALLING THE METHOD:

Me.Hide()

= The Form CODE is implemented as follows:

frmLogin.yb | frmLogin,vb [Design] modMaintodule.vb * X
SPBENOK =| | # tiick -
F Pub'taic Class frwmLogin =i
é Frivate Sub btnoK Click(ByVal sender is 3ystem.Cbject, ByWal e As System.Eventirgs) Handles btnoK.Click

'Form Hides itselﬂ

Me.Hide ()
- End Sub
= Frivate Sub btnCancel Click(ByVal sender As 3ystem.Ubject, ByWal e As System.Eventlrgs) Handles btnCancel.Click

'Clear the texXt boxes

txtUzername. Text = """

txtPassword. Text = """ —
- End Sub

“End Class

HOW IT WORKS:
=  Since Form object is displayed from the MODULE using the ShowDialog() method, this means the Form was displayed as a
Modal Form.

=  Modal Forms means that control of the program execution stops as long as the Form is being displayed. You cannot access
the application or navigate to any part of the program.

= ONLY WHEN THE FORM HIDES OR IS CLOSED DOES THE FLOW OF THE PROGRAM CONTINUES.

= SINCE WE ARE ONLY HIDING THE FORM OBJECT, THE FORM OBJECT STILL EXIST IN MEMORY AND CAN
BE ACCESSED VIA its PROPERTIES. THIS IS HOW THE DATA FROM THE FORM IS EXTRATED IN THE
MODULE.

Step 8: Build or Compile the Program

O Now Compile or Build the program to generate the executable .EXE file.

Shiow output Fram:  Build - "a'fl 3 = =
[Fio=——== Bu:l.ld s.tar{:ed: l-i'.rojec'.:,: Log’inHodIlI.:i..nAppl.,.C.or;fig'ura{:ion: If;ébug A.n'g,r. [ S e b J
CoATTINDOWME W Microsoft NET  Frameworkhwz 0. 50727\ Tho_exe /noconfig fimports:Microsoft_ VisualBasic, Bystem, Systen. Collections

LoginModWindppl -= CihDocuments and Setcingshreodrig a'\My Documencs\NYCTCHWC5S608% CodehClassNotesh ClassNotesModulelriveniin
========== Build: 1 succeeded or up-to-date, 0 failed, 0 skipped ==========

R o
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Step 9: Execute or Run the Program

Q To run or execute the program do the following:
=  The three methods to executes are:
9) In the Menu Bar select Debug|Start.
10) Or using the keyboard use the F5 key.
11) Or Click on the Start Icon in the Toolbar: b

12) Or Navigate to the program folder\bin directory and double-click on the executable file LoginFormWinApp.exe

Login Form _olx

Uzemarne ]J oe Ok

Cancel

Paszsword ]1 11

Username = Jog and Password = 111

Login Form =] "

|l zermame ] Ok

Pazzword ] Eareel

HOW IT WORKS:

= Control, is done by the Sub Main() method of the module.

= This method, displays the Login Form as a MODAL form using the ShowDialog() method.

= ONLY WHEN THE FORM HIDES OR IS CLOSED DOES THE FLOW OF THE PROGRAM CONTINUES.

= SINCE WE ARE ONLY HIDING THE FORM OBJECT, THE FORM OBJECT STILL EXIST IN MEMORY AND CAN
BE ACCESSED VIA its PROPERTIES. THIS IS HOW THE DATA FROM THE FORM IS EXTRATED IN THE
MODULE.

=  WHEN THE END OF THE SUB MAIN METHOD IS REACHED THE PROGRAM ENDS

2.5.5 Homework
Q The following HW is due next section.
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Homework # A
Q Problem statement.

1. Implement Sample Program 1 — Console Login Screen Application
= Read the section and follow steps to create the program
2. Implement Sample Program 2 — Form-Driven Login Screen Application

= Read the section and follow steps to create the program

3. Implement Sample Program 3 — Module-Driven Login Screen Application (Processing on Form)

= Read the section and follow steps to create the program
4. Implement Sample Program 4 — Module-Driven Login Screen Application (No Processing on Form)
= Read the section and follow steps to create the program

= IMPORTANT! Note that this example will be the foundation for all HW’s and future
projects.
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