Delphi Lesson #1:  Introduction to the VCL

Forms:


The first thing you see when you open up Delphi is a window filled with lots of evenly spaced dots called Form1.  This is a form, which is just another name for a window.  Every standard Delphi application is centered around the main form (Delphi will take care of creating and destroying it), the form is created when the application starts and when the form is closed the application will end.

The VCL:


The VCL (Visual Component Library) is a collection of useful stuff for Windows programming like buttons (however there are hidden components like timers).   To use the VCL you click on the component you want to create then click on the form, you can then move it around or resize it (this is why the form has dots).   In this lesson 3 components will be used: buttons, labels and edit boxes.

The Object Inspector:


The object inspector is a Window sitting along the left side of the screen which contains all the information about a component or form.   At the top it will display the object it is showing information for (something like Form1 or Button1) and what type of component it is (TButton or TForm).  The object inspector has two tabs: Events and Properties.

Properties:

Properties are just like regular variables that are associated with the object (e.g. you might take a Button and use the inspector to change the property Caption to OK or Cancel instead of Button1).  There are a lot of properties associated with each object (some aren’t even shown) and there is also a lot of overlap between objects so in the lessons only the important ones will be highlighted but feel free to experiment and play around.   Also, some properties aren’t like regular variables they will have + signs beside them or … when you try to modify them, these will be covered in future lessons.

Events:


Events occur whenever Windows decides that something has happened.  This might mean a key press or a button click.   Each object has some events associated with it, the button is the easiest to see with the OnClick event indicated when someone has clicked it.  When this happens you can tell Delphi that you want to do something.  To do this go to the inspector’s Events tab (while you have a button selected) and double click in the box beside the OnClick event.   Delphi will write some of the code for you, just fill in the useful part.

Accessing Properties:


When you want to change a property before the program starts running you can use the object inspector and change it, but after the program is running you need to access them from your code.   Delphi lets you do this by using the . operator.   So if you have made a button called Button1 you can change its Caption by saying Button1.Caption := ‘Something’.   For now you can consider the . to mean the property belonging to this object, so the Caption belonging to Button1 in this case.   However if you change the Name property you will actually change the name of the object so keep that in mind.

Notes:


For now Delphi will take care of all the events so there is no need to access them, just tell Delphi what you want to do and it will do it.  Most of what has been taught in this lesson is simplified so don’t become used to thinking this way, it’s just a simplification of what Delphi really does.  Also Delphi will be writing most of the code itself (right now you don’t even see the main program) just ignore this for now and concentrate on the events and getting used to components.

Components:


Buttons:
Things you click on.


Labels:

An unchanging text box (use the Caption property to change)


Edit Boxes:
A place where the user can type (access using the Text property)

Common Properties:


Caption:
Any text associated with the component (e.g. whatever is written on a Button)


Name:

The name of the variable


Left, Top:
How far it is from the top/left of the form (use it for positioning)


Width, Height:
How height/wide it is (use for resizing)


Text:

The edit box’s version of caption

Common Event:


OnClick:
When the component is clicked on.

Assignment:


Make a calculator using 2 edit boxes for input, 4 buttons allowing the user to Add/Subtract/Multiply/Divide and a label for displaying output.


You will need to know the functions StrToInt and IntToStr for this program:

Function StrToInt( X : String ) : Integer;


Takes in a string and converts it into a number (like the VAL command in Pascal).

Function IntToStr( X : Integer ) : String;


Takes a number and turns it into a string (like STR in Pascal).

Most Pascal commands will work in Delphi.

