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You will learn programming best be entering programs for yourself, rather than reading examples or doine exercises.  The projects which you will use to learn programming will be presented in the framework of the design process described in the previous section.  Read through the design carefully, thinking about why the design decisions have been made, and about how you might go about having the program achieve the design.





The actual Production phase has been written as a set of instructions for you to follow.  You should work through these instructions on the computer.  Again, you should think about what you are doing, rather than just unthinkingly copying out what is written in the notes.











	1.	Investigation





You need to create an application to begin learning how Visual Basic works.  The application needs to involve several controls, so that you can practice creating different controls and setting their properties.  It should take in some data from the user, do something with the data, and then display the results of this processing.





Perhaps the first, and the simplest, data your user can provide is her name and age, so this first application will ask the user to enter this data into appropriate places on a Form.  To provide some information back to the user, the application will place the user’s name in a message of greeting such as “Hello there, Alice” (this is how this program got its name - the program is saying “Hello” to the world outside the computer), and calculate the number of seconds in the user’s age.  These output messages will be displayed on a suitable area of the Form.





Problem Statement:





To create a program which takes in the user’s first name and age, calculates the number of seconds in the user’s age, and displays the user’s name and age in seconds back on the Form.








This is not a very sophisticated program, but its aim is to give you practice in creating a Visual Basic application, not to provide complicated information.











	2.	Design








The User Interface





The first thing to consider is the user interface.  What will the user need to run this program, and how should these things be set out so that the program is clear and easy to use?


�
To carry out the actions described in the Problem Statement, the interface needs:





some instructions about the data to be supplied by the user





somewhere to enter this data





somewhere to display the greeting message





a way of telling the computer that the data is entered





a way of finishing the program








A Form containing these elements can be created using Labels, Text Boxes, and Command Buttons.  It will look something like this:








	Labels									Text Boxes


��


��������





�	Command Buttons











Program Operation





Visual Basic programs are event-driven, which means that the program waits for the user to take some action, such as clicking on a button, or entering data into a box.  When one of these events occurs, the program then takes some action.  To design the operation of a Visual Basic program, you need to consider which actions the user will take, which of these events the program will respond to, and what that response will be.





In the case of this program, the user’s actions are quite straightforward.  The user will enter her name in the top text box, click on the second text box, enter her age, then click the OK button.  The program should then display a message like





		Hello there, Alice.  You have lived for  441806400 seconds





in the bottom text box.  When she wants to finish the program, the user will click the Quit button.


�
The only events which require some response on the part of the program occur when the two command buttons are clicked:





	Event:	The user clicks the OK button





	Actions:	1.	Take the data from the text box containing the user’s name, and store it in memory.





		2.	Take the data from the text box containing the user’s age, and store that in memory.





		3.	Calculate the number of seconds in the user’s age, using the formula:


					Age in seconds = Age in years x 365.25 x 24 x 60 x 60


			and store the result in memory





		4.	Construct the output message, and store it in memory.





		5.	Display the output message in the bottom text box.








	Event:	The user clicks the Quit button.





	Action:	1.	The program stops running.





The design is now complete.  Of course, at this stage you do not know how to create the actual components of the interface, nor how to program the code for the events described above.  











	3.	Production





Since this is your first program, the steps for creating this program will be given in some detail.  Before you start with this project, make sure that your are familiar with the material in Chapter 1.  These notes assume that you know about the Toolbar and its controls, and that you know about the various components of the Properties window.








Creating The Form and its Controls








1.	Select New Project from the Visual Basic File menu.





	Select Save Project from the File menu.		It is always a good idea to save a new project 


							immediately after you create it.  If you do this, 


							you can save subsequent work simply by clicking 


							the Save button on the Toolbar.





	Name the Form file  GREETING.FRM and the Project file  GREETING.MAK





2.	Resize the Form, to make it a little smaller.


�



3.	Click on the Properties window:





					�





	and select the Caption property.





	Type Greetings into the settings box.








4.	Use the Label control  �  from the Toolbar to place the two labels on the Form.  





	Use the Text Box control  �  to draw the three text boxes.  





	Now use the Command Button control  �  to draw the two command buttons.








	Your Form should look something like this:








�








5.	You now need to set the properties of the controls you have just placed on the form.





	Control	Property	Setting


	Label1	Caption	Please type your first name:


		Alignment	1 - Right Justify


		Name	NamePrompt


	Label2	Caption	Please type your age:


		Alignment	1 - Right Justify


		Name	AgePrompt





	Control	Property	Setting


	Text1	Text	(blank)


		Name	NameInput


	Text2	Text	(blank)


		Name	AgeInput


	Text3	Text	(blank)


		Name	MessageOutput


		MultiLine	True


	Command1	Caption	OK


		Name	OKButton


	Command2	Caption	Quit


		Name	QuitButton








	Note that there is no text in any of the text boxes.  Set their Text property to nothing at all, by blanking out the default text (Text1 or Text2 or Text3) which is automatically placed there when you create the control.





	Notice also the use of the Name property.  This property is used to give each of the controls a distinctive name.  It is good practice to do this for two reasons:  you can tell the controls apart when you see them listed in the properties window, and you need to use this name when you refer to the control in your program code.  You should name all of your controls with names that indicate the purpose of the control, and what type of control it is.  Having a long list of controls named Text1, Text2, ... Text17, Command3, Label4 and so on can quickly get very confusing.








	You should now have a Form which looks something like this:








�








6.	You should save the Project at this stage, by clicking the Save button  �  on the Toolbar.





7.	You now need to add code to the application.
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