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Easy CHM and documentation editor

Introduction to VisualNEO Web

This section will introduce you to VisualNEO Web's interface and provide you with a basic
overview of the program's operation.

Section Topics

VisualNEO Web's Interface Defining App Properties
Opening and Creating Apps Testing Apps
Working with Pages Saving Apps
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VisualNEO Web

Working with Objects Compiling Apps for Distribution

Moving Objects Between Pages

Free EBook and documentation generator

Interface

VisualNEO Web is an integrated development environment for rapidly building high quality
applications for web and mobile platforms. The environment provides a complete set of tools that
simplify the complex process of devloping web and mobile apps.

When you start VisuaINEO Web for the first time, you will be prompted to create a new app.
Here you can select the dimensions and initial orientation of your app. The settings you choose
depend on the type of device where your app will be used. More information about creating a new
app can be found here. Alternatively, you can close the New Application screen and open one of
the sample apps by selecting the Open command from the File menu.

The VisualNEO Web screen consists of a large workspace surrounded by several dockable
palettes. After creating or opening an app you will be placed into Design Mode. Here you can
quickly create a graphical user interface for your app by dragging and dropping (or drawing)
objects from the Tool Palette onto the workspace. The parts of the screen are described below:

Button Bar

VisualNEQ Web - [Calculator.necapp (320x480)]

Menu Bar . File Edit Amnge Project Page Options Tools Window Help -8 x
falml-a ¥Funuws Bk o BDijlegee0

T 1 i —
\.Design | #|Code  [[]Split ]
]| i} Pages | Master | Dialogs

Tool Palette m I 1 DEY )
[y Mode selector _ _ Page List
! /V Y | L ] i
h.. ..i " _i E_i
] 8 9 X

=

IIGHEN 4l

> o T

O ® 7 @ Button24
= Work Space mmm)y | © -
,— Button26
- 4 5 6 () Button2? Object List

. i R 4 0t
£ = __J Button29

1 ) Button30

- __ Button32

&

0 4 (¢} =

con _ Property List

iean-position pleft

[} Button25
kind default
inkihref

size large

x - + Pagedofl

IStatus Bar Navigation Buttons'

Menu Bar
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VisualNEO Web’s Menu Bar includes commands for opening, saving and modifying your apps.
The commands found in the menu are described in detail here.

Button Bar

The Button Bar contains buttons that provide single click access to often used VisualNEO Web
commands.

Tool Palette

VisualNEO Web’s Tool Palette contains a selection of tools that you will use to design your apps.
The Tool Palette is described in detail here.

Mode Selector

These tabs allow you to switch between VisualNEO Web’s screen designer and code views or
show both side-by-side. The design view is where you will place objects from the Tool Palette
onto your app's screen to create a user interface. The code view is where you will assign actions
to each of the objects to make them behave the way you want. For example, when a user of your
app clicks a button you might navigate to the next page, play a sound or perform a calculation or
all three.

Page List

This is a list of all the pages in your app. Each page is assigned a unique name or id which is
shown in the list. You may jump between pages by clicking on id of the page you want to display.
The current or active page will appear highlighted. You can change the order of the pages by
dragging the page ids up or down in the page list.

The tabs at the top of the page list are used to switch between VisualNEO Web's three types of
pages. The first tab contains Normal Pages which make up the core of your app's interface.
The second tab will display Master Pages which typically contain elements that are common to
most (or all) pages in an app. Common elements can include navigational buttons, titles, page
numbers, etc. You can add, modify and delete objects on master pages just as you would on any
other page. The third tab will display Dialog Pages which can be used to create custom dialog
boxes that popup on top of your app's interface. Dialog boxes are primarily used to present
information or request input.

Object List

This palette contains a list of all the objects that have been placed on the current page. Like
pages, each object is assigned a unique name or id. You may use the Object List to select
specific objects for modification. Multiple objects may be selected at the same time. Selected
objects will appear highlighted.

Property List

This palette contains a list of properties belonging to the currently selected object or objects. The
controls on the property palette are used to modify the appearance of the objects that make up
your app. The properties available depend on the object(s) selected. Most objects share
common properties such as width and height. Other properties are specific to certain types of
objects. For example, the Image object includes a 'source’ property used to specify the name of
the graphic file it displays on-screen. The tabs at the top of the property list are used to swicth
between the selected object's physical properties and its CSS style properties. The CSS style
properties are primarily used to override an object's normal attributes like color, font, border, etc.
See Working with Objects for more information about modifying object properties.

Navigation Buttons
The lower right corner of the screen contains controls for changing the designer's magnification



level and navigating to other pages (if your app contains more than one).

Workspace

The Workspace occupies the largest portion of VisuaINEO Web's screen. This is the area
where you will create and edit your apps. You may open several work windows at a time, each
containing a different app. If your VisuaINEO Web screen does not contain a work window, you

can open one by selecting New or Open from the File menu.

Status Bar

The Status Bar contains the coordinates of the mouse pointer and other information that
changes depending on what task you are currently undertaking. For example, when you are
adding an object to your app, information about the current mouse position and the dimension of
the object will be displayed here.

Customizing Your Workspace

You can customize your VisualNEO Web environment by positioning the palette windows
anywhere on the screen, or by docking them to the left, right, top or bottom edges of the main
program window. Docked palettes can be repositioned or undocked by dragging the small bar at
the top or left of each palette window.

Free HTML Help documentation generator

User Interface (video)

Create help files for the Qt Help Framework

Opening and Creating Apps

After you start VisualNEO Web, you can either create a new app from scratch or open an
existing app.

EEdit Arrange  Projec

Open... Ctrl+0

EET

Recpen k
Save Ctrl+5
Save As...

Close

Close All

Print...

| X Exit Alt+X

L

To create a new app, select New from VisualNEO Web’s File menu and specify the desired
device screen size. An empty app containing a blank page will be created.
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VisualNEO Web

Mew Application

Workspace / Device Size

E Custom Size

711 =| x 400

Dynamic Sizing

|| Auto-size content to fit device widthf]
|| Auto-size content to fit device height[$]
Limit Crientation To

® Portrait or Landscape
Puartrait Cnly
Landscape QOnly

Additional pages can be added at any time by selecting Add Page from the Page menu.

ZEEEN Options  Tools W
Lx GotoPage 3 [
L

|
7

Copy Page...

Move Page...

Rename Page...

& O

Delete Page...

Other app-wide settings can be defined by selecting Properties from the Project menu.
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VisualNEO Web

App Properties

General | Size  Platform Options = Language  Styles | Libraries / Files | Advanced

App Title
My new App

Short Mame (12 characters)
Mewhpp

Description
My new VisualMEDQ Web App

Author/ Publisher
SinLios Soluciones Digitales

Yersion
1.0|

lcon

For bestresults use a multi-resolution CO file containing icons in a
variety of sizes. lcons must also be perfectly square (128x128 pixels for

example).

—Jl Cancel |

To open an existing app, select the Open command from the File menu. A standard Windows file
selector will appear, allowing you to select an app from your hard drive. If you're new to

VisualNEO Web, the only existing apps available will be the samples installed with VisualINEO
Web.

= Edit Arrange Projec

O Mew.. Ctrl+M
B Cpen. Ctrl+0

¢ Reopen k
D Save Ctrl+5
ﬁ Save As..,
Q Cloze
B Close Al
@F:. Print...

¥ Eut Alt+X

Free help authoring environment

First Project (video)
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Easily create Help documents

Working with Pages

VisualNEO Web apps are composed of pages very much like a book. An app may consist of a
single page or dozens of pages. VisuaINEO Web imposes no specific limit on the maximum
number of pages an app may contain, but some people find it difficult to keep track of more than
a few dozen pages. The actual limit depends on available memory, system resources, etc. Keep
in mind the platform where you app will be used. Many phones and tablets have limit storage
space and web-based apps are often limited by bandwidth. Smaller apps will generally perform
better than larger ones.

Each page in an app is assigned a unique title or id. You can change the id assigned to a page if
you like, but no two pages can have the same exact id. Page ids will appear in the Page List. You
can move between pages by clicking the id of the desired page. You can also move between
pages using the Page Navigation buttons, or by pressing the Page Up and Page Down keys on
your keyboard.

Each app also contains one or more special Master Pages and one or more Dialog Pages.
The tabs at the top of the page list are used to switch between the three types of pages. The first
tab contains Normal Pages which make up the core of your app's interface.

IF‘ﬂges Master | Dialogs

|_-| Pagel
B
|_-| Page3d

Master pages typically contains elements that are common to most (or all) pages in an app.
Common elements may include navigational buttons, titles, page numbers, etc. You can add,
modify and delete objects on a Master Page just as you would on any other page. The difference
is, objects placed on a Master Page can also appear as the background or foreground of Normal
Pages.

Pages | Master | Dialogs

L

Dialog Pages are used to create custom dialog boxes that popup on top of your app's interface.
Dialog boxes are primarily used to present information or request input.

Pages | Master | Dialogs
|
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The Page menu contains commands for adding, moving, copying and renaming pages. You can
also change the order of the pages by dragging the page ids up or down in the page list.

Q Options  Tools

Lx GotoPage 3

IS

.__'j Copy Page...

Ll# Rename Page...

=J Delete Page...

Easy EBook and documentation generator

Working with Objects

In VisualNEO Web, everything you add to your app (text, pictures, buttons, etc.) is considered
an object. An object is created using the tools found on VisualNEO Web’s Tool Palette. Once
created, objects can be selected, moved, resized, edited and deleted. (Specific information
about the different kinds of objects available in VisuaINEO Web can be found here.)

% Use the Tool Palette’s Selection Tool to select, move and resize an object. Click on an object
using the left mouse button to select it. Select multiple objects by holding down the Shift key
while clicking on additional objects, or by clicking and dragging the mouse to surround the
desired objects in a rectangle. Selected objects will be surrounded with small, blue handles.

@ 7T o 8

b = !

[ ]
ey

Once selected, an object or group may be moved by clicking on the object with the left mouse
button, then dragging the object or group to a new location before releasing the mouse button. To
resize an object, simply click and drag one of the object’s selection handles. Holding down the
Shift key while resizing an object retains the object’s relative shape. Selected objects also can
be cut or copied to the Windows Clipboard, or they can be removed from the app by pressing
the Delete key.

Use the Property List to modify the selected object's physical attributes. Each property consists
of a name on the left and an editable value on the right. Changing the value of some properties
require typing into a text box, while others allow you to select options from a drop-down menu. A
check box is provided for properties that require a boolean (true or false) value. The properties
displayed in the list will change depending on the type of object selected. If multiple objects are
selected, the Property List will contain only properties common to all selected objects. Any
changes made will be applied to all selected objects.
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IF‘FEII}EI'HE.‘S Style | Howver | Focus

 Content

caption

enabled | True

icon

icon-position pleft

id PushButton2

kind v
linkihref

size naermal

visible | True

The tabs at the top of the Property List are used to switch between the object's Static Properties
and CSS Style Properties. The CSS style properties are primarily used to override an object's
default attributes like color, font, border, etc. Some types of objects allow you to specify different
CSS styles for their normal, hover and focus states. These are often referred to as pseudo-
classes. The 'hover style is applied at run time when the mouse pointer passes over the object.
(For mobile apps, the 'hover' style generally has no effect.)

Properties | Style | Hover | Focus

* Font N
7| color Bl #27194B
| font-famihy Courier Mew, Courier,...
| font-size 12pt
font-style W
font-wariant normal
font-weight italic
text-align obligue

text-decoration

vertical-align

In addition to their visual qualities, most types of objects can also be used to perform tasks.
Each object performs its tasks based on special instructions which tell VisuaINEO Web what to
do — these are called Actions. Actions assigned to objects are executed in response to specific
events, including tapping or clicking, moving the mouse, pressing a key on the keyboard, etc. Not
all objects are sensitive to all types of events. For example, Push Buttons can execute Actions
when tapped or clicked or when the mouse passes over the object, while Timer objects are
oblivious to mouse activity. To access events associated with an object, you can double click the
object with your mouse or you can select the Mode Selector's Code or Split tabs.



VisualNEO Web

B Calculator.necapp (320x480)
'*.Design | &]Code |[T] Split

# &l [v]
i Button21 Actions

If [Memory] !'= "0O7 type to search
If [Operator] = ™"
SetVar [firstium] " [Memory]™ - App
Elz:tu’ar [Result] [firstHum] {E?Centempp
SetVar [secondNum] " [Memory]™ 4Tﬂpﬂentempp
SetWVar [Result] [secondium]
EndIf f@AppBackgruundCulur

EndIs 4 AppBackgroundimage
f@ AppScrolo

f@ LoadApp

/@ ReloadApp

o5, OpenURL

/@ EnterFullScreen

1:1 Insert

-
click | double-click | mouse-enter | mouse-leave | mouse-down | MousSe-up | MOUSE-MOVE

Events supported by the selected object can be accessed using the tabs at the bottom of the
Action Editor. Each event can have its own set of actions - or none at all for events that are not
needed. Additional information about object events and the Action Editor can be found here.

Full-featured EBook editor

Moving Objects Between Pages

Selected objects can be copied or moved between pages within the same app or even between
two different apps.

One method for moving objects from one page to another is to drag and drop them onto one of
the pages in the Page List. When the mouse button is released the dragged objects will be
moved to that page. Holding down the Ctrl key on the keyboard during the move will duplicate
the objects, leaving a copy on the original page.

Another method for copying and moving objects is to use the Windows Clipboard. Select the
objects you wish to copy or move and choose Copy or Cut from VisualNEO Web’s Edit menu.
Then switch to the page you want the objects to be placed and select Paste from the Edit menu.

Objects can be moved between apps using the same techniques. Use VisuaINEO Web’s Open
command to load both the source and target apps. If necessary, use the Windows menu’s Tile
command to position the open apps so both are visible. Then, cut and paste or drag objects
from one app window to the other.

Because object names must be unique, VisuaINEO Web may rename objects during paste or
copy operations if there is a conflict with an existing object.

iPhone web sites made easy
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VisualNEO Web

Defining App Properties

App-wide settings can be changed by selecting Properties from the Project menu. Properties
that can be set include the app’s title, icon, screen size, custom CSS styles and platform
specific settings.

App Properties

General | Size | Plafform Options | Language @ Styles | Libraries / Files | Advanced

Waorkspace / Device Size

ﬂ Custom Size

1024 = x 60O

Dynamic Sizing Limit Orientation To
@ Auto-size content to fit device widthf=] @' Portrait or Landscape
@ Auto-size content to fit device height[] Partrait Only

Center content horizontally in windowLH Landscape Only

Hide page scrollbars

Selecting the Project menu's Events command allows you to specify actions that you want to
execute during specific app events like start-up or orientation change.
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VisualNEO Web

App Events T X

Actions

type to search 4\
= App
f@ CenterApp
f@ TopCenterApp
f@ AppBackgroundColor
f@ AppBackgroundimage
f@ AppScrolo
f@ Load&pp
f@ ReloadApp
4} OpenURL
f@ EnterFullScreen

ExitFullScreen =

(]

1=1 Insert

start-up | orientation-change

| QK | Cancel

Write eBooks for the Kindle

Testing Apps

During the design phase of your project, you will want to test your app periodically to check for
bugs and see how it looks and behaves from a user's perspective. You can do this at any time
by selecting one of the Web Browser icon buttons on the button bar. When running in test
mode, you will be able to preview page transition effects, sounds, dialog boxes and see how
buttons and other interactive objects behave — just as a user would see them. This provides you
with the opportunity to find mistakes and make any necessary adjustments before sharing your
app with the world.

@ File Edit Arrange Project Page Options Toocls Window Help

-l FER O3 HETT

Those buttons will lauch your app in a web browser. The web browser provides a way to quickly
preview and test apps. Any modern web browser includes a Debugger tool (Press F12 to open it
while testing your app) that allows you to monitor any possible error and watch Consolelog
printed strings. The web browser also allows you to temporarily change the app's size and
orientation so you can see how it will look on different devices with different screen dimentions.
Refer to your selected web browser help documentation to know more about this.

You can test your app any browsers like Chrome, Firefox, Opera, Edge and Internet Explorer -
provided you have them installed on your PC. It always a good idea to test your apps on any
browsers, platforms and devices where it is likely to be used. Browsers, phones and tablets
often have different capabilities and quirks.

/ If you don't see other browsers listed under the 'Run in Web Browser' menu, you will need to

go to the browser publisher's website and download the appropriate software. For example, the
Chrome browser can be download from Google's website here.
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VisualNEO Web

Free EBook and documentation generator

Saving Apps

Before you get too far into designing your app, it's a good idea to save what you've done to disk.
To save a app, select Save or Save As from the File menu.

= Edit Arrange Projec

O MNew.. Ctrl+M h
Open... Ctrl+C t
i+ Reopen ]

W Save Ctrl+5
ﬁ Save As..,

Q Close
E5%¢  Close Al

@F: Print...

X Exit Alt+X

You will be prompted to give your app a file name the first time you save it.

Easily create iPhone documentation

Compiling Apps for Distribution

A typical VisualNEO Web app may contain text, images, animation, sound, video and other
elements. These elements may be separate files stored in various locations on your computer.
Before you can begin distributing your finished app, you will need to collect all of this content into
a single folder or a special packaged file. This final step in the process is called compiling.

Page Options  Tools  Winde

E Properties... F&

E“ Events...

.é, Subroutines.., F12

[V] Variables...

\Z] File List...
Q,_: Archive/Backup...

[¥] Run (from start) F9
Run (from current page) F10
B Run In Web Browser 3

t Compile/Publish...
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VisualNEO Web

VisualNEO Web’s Compiler is capable of producing finished applications in four different
formats. These include:

o Web Application / Website (HTML)
This type of app, also known as WebApp, can be run locally or uploaded to a web server and
accessed through a web browser like a website.
In Platform Options you can select PWA (Progressive Web App) and/or NW.js as deployment
targets.
PWAs can are installable and can be published on mobile App Stores and Windows Store
under some requirements, using pwabuilder online services.
NW.js applications can be packaged as Stand Alone applications for Windows, Linux and Mac
OS X.

o Mobile Application (Phone / Tablet)
Mobile apps are designed to run on a mobile phone or tablet using the Android, Apple iOS
operating system.
VisualNEO Web packs your app for VoltBuilder online service.
Alterntively you can unzip the generated file and use Apache Cordova locally.

o Windows Desktop Application (EXE)
A app compiled to this format will generally look and behave like a traditional Windows-based
program. In most cases, it will appear inside a window with a border and a title bar. Note that
some functionalities may be limited in this format as currently it's executed using Internet
Explorer web browser.

CompilePublish
Target Platform
0 Web Application /' Website (HTML)

Platform Options

Build Faolder
CilsersisinlitDesktop\pruebasiUntitlied-Web

(] Empty build folder before compile

R WARMNIMNG: This option will delete any files currently in the Build
/0 Folder prior to compiling the app. Be absolutely certain that the
build folder does MOT contain any important files!

Options
|| Minify source

Save Settings | Compile || Cancel |

Each of these formats has advantages and disadvantages. VisualNEO Web's compiler can
create Web and Windows Desktop Applications on its own. Mobile Applications for Android,
Apple iOS and Windows Phone devices will also need to be processed by an easy-to-use online
service called PhoneGap Build. The compiler generates a special ZIP file that is uploaded to
PhoneGap Build where it is converted into a native Android, Apple iOS or Windows Phone app
that you can post to App Stores or download directly onto your device*.
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*Apple devices do not permit compiled apps to be downloaded directly. Instead they must be
passed through an Apple Store account.

Installing your PWA Apps on any Device

In order to install your PWA you will need to upload it to a hosting service (like CloudNEO) with a
SSL certificate to allow security https:// protocol.

Then access your PWA through a compatible Web Browser (Chrome, Edge) and press the
"Install" button.

Be sure to include icon, title, description, version, etc. before publishing your app as a PWA

Installing your Apps as a NW.js Stand Alone Application in
Windows, Linux and Mac OS X

On Windows and Linux, you can put the files of your app in the same folder of NW.js binaries
and then ship them to your users. Make sure nw (or nw.exe) is in the same folder as de
generated package.json. Or you can put the files of your app in a folder named package.nw in
the same folder as nw (or nw.exe).

On Mac, put the files of your app into a folder named app.nw in
nwjs.app/Contents/Resources/and done.

Installing Mobile Apps on Android Devices

In order to install your Android app you will need to configure your phone/tablet to allow non-app-
store applications to be installed. To do this press the "Menu" button from the device's main
screen and tap the "Settings" icon. Then tap "Security” and check the box next to "Unknown
sources." A message warning you about the risks of installing non-market applications will
appear. Touch "OK" to accept.

After that you can install your app by downloading the APK file from your PhoneGap account
using your device's web browser. However, it's actually easier and faster to download the APK
file to your computer, connect your device via USB cable, then use Windows Explorer to copy
the file to your device. After downloading or copying, you may need to launch your file manager
app and tap the APK file to install the app.

After installing your app you may want to go back to settings and turn off the "unknown sources"
option for security.

News and information about help authoring tools and
software

Learning VisualNEO Web

The best way to learn VisualNEO Web is to try it yourself. The tutorials in this section will guide
you through the creation of several types of VisuaINEO Web applications. These tutorials just
scratch the surface of what can be done with VisuaINEO Web, but they should provide you with
the basic knowledge needed to begin creating publications of your own.

If you haven't already, please read the topics Introduction toVisualINEO Web and Understanding
Actions and Variables.
These sections will provide you with some helpful background information about apps in general
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and VisualNEO Web's interface.

You can also vist our YouTube Channel to wath video tutorials we will be publishing regularly.

Easy to use tool to create HTML Help files and Help web sites

Understanding Actions and Variables

As you've learned in the preceding sections, each element added to your app (text, pictures,
buttons, etc.) is considered an object. In addition to their visual qualities, most types of objects
can also be used to perform tasks. Each object performs its tasks based on special instructions
which tell VisuaINEO Web what to do — these are called Actions. Actions assigned to objects
are executed in response to specific events, including tapping or clicking, moving the mouse,
pressing a key on the keyboard, etc. Not all objects are sensitive to all types of events. For
example, Push Buttons can execute Actions when tapped or clicked or when the mouse passes
over the object, while Timer objects are oblivious to mouse activity.

Pages too can contain Actions that execute whenever the user enters or leaves. Actions can be

assigned to execute in response to specific app events like startup, orientation change, etc. (see
App Properties).

Section Topics

Adding Actions to Objects and Pages Variable Arrays

Using Variables Variable Filters

Creating and Defining Variables Predefined Global Variables
Accesing variables from JavaScript Calling Actions from JavaScript

Free Web Help generator

Adding Actions to Objects and Pages

Fortunately, you don't need to learn a sophisticated programming language, like Java or C++, to
use VisualINEO Web's Actions. Although the syntax resembles a traditional programming
language, it's significantly less complex and much easier to learn. In fact, most Actions can be
inserted by selecting the desired command from a list and filling out an easy to understand
guestionnaire.

To view events associated with an object, double click the object with your mouse or click either
Code or Split from the Mode Selector tabs at the top of your project's window.
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B Calculator.necapp (320x480)
*.Design i&|Code | [T] Split
# 4l
& Button21 Actions

If [Memory] !'= ™07 type to search
If [Operator] == ""
SetVar [firstium] " [Memory]™ - App
SetVar [Result] [firstHum]
=, Centerd,
Else /"‘9-’ -
SetVar [secondNum] " [Memory]™ 4Tﬂpﬂentempp
SetWVar [Result] [secondium]
EndIf f@ AppBackgroundColor
EndIf
f@ AppBackgroundimage
.{%Appﬁcrull‘l’u
f@LuﬂdApp
/T}ReluadApp

4 OpenURL

/@ EnterFullScreen

Drag or double dick the action
. 11 Insert commands above to insert them into
click | double-click | mouse-enter | mouse-leave | mouse-down | mouse-up | Mouse-mMove your code.

The code view is where you will assign actions to objects to make them behave the way you
want. The code view contains a tool bar at the top and a large editor window with tabs along the
top and bottom. If the object you've selected has the ability to respond to multiple types of action
events, the tabs along the bottom will contain the names of these events. If needed, you may
specify a separate set of actions for each event by clicking the tabs. If more than one object is
selected at the same time, the tabs along the top of the editor will contain the names of those
objects. You can edit action events of the other objects by clicking these tabs.

/ Pages have events too. You can edit them by clicking the page background (from the design
view) to select the page, then clicking the Code or Split tabs from the Mode Selector.

Action commands may be typed directly into the editor, but it's easier simply select them from
the list to the right of the editor. The Action List contains all the commands supported by
VisualNEO Web's NeoScript language - plus commands belonging to any third-party Plug-ins
that have been installed. Actions are separated into categories. Clicking the + icon next to the
category name will display actions belonging to that category. A short description of each action
will be displayed in a small window as your mouse pointer passes over it. To select an action
and insert it into the editor, double click or drag the desired item from the list.
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Actions

| | type to search "
= Navigation
f@GntuF‘age
f?GntuF‘ageNum
GotoPage f@GntuFlrstF‘age
I} f@GutuN&xtF'age
/{T} GotoPrevPage

/{T} GotoLastPage

+ Conditional

+ Messages

+ Cretom Dialons
If the action you've selected requires additional information (such as a page title or a file name), a
short questionnaire will appear, allowing you to provide the necessary details. These additional

details are called parameters. For example, the GotoPage action requires a parameter that tells
VisualNEO Web the title of the page you want to go to:

Action Wizard - GotoPage

GotoPage
Go to a specific page by idfitle.

The questionnaire for the GotoPage Action lets you select from a list of pages by clicking the
arrow icon = to the right of the edit box.

Once you've completed the questionnaire, VisuaINEO Web will format and insert the action's
code into the editor. Here is what the GotoPage action's code will look like when inserted into the
editor:

Got oPage " Contents”

You may insert additional actions by repeating the steps above. Multiple actions will be executed
in the order that they are listed in the editor. Once inserted, you can edit actions manually using
your keyboard or display the questionnaire again by double clicking the line containing the
action’s code.

Formatting Code

When actions appear in the editor, they must be formatted using a specific syntax in order to be
understood by VisualNEO Web. When selecting actions from the Action List, this formatting is
handled automatically. If you enter or edit actions manually, however, you will need to adhere to a
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few simple formatting rules.

The action’s name must appear first, followed by the required parameters, if any. Each
parameter must be surrounded by either 'single' or double "quotes” and separated by spaces.
For example:

Al ertBox "Hello" "G eeting Earthlings."
AlertBox 'Hello' 'Geeting Earthlings.'

You can omit the quotes for parameters that don't contain spaces like variable names or
numbers. For example:

SetVar [ Message] "Hello Earthlings."
Set Var [ Nunber] 400

Quotes should always be used for strings (text).

Each action and its parameters must fit on a single line in the editor. If more space is needed,
the editor window can be scrolled horizontally to accommodate additional text. For actions that
can display multiple lines of text (like AlertBox and MessageBox), line breaks must be marked
within parameters using a special character called a pipe ( | ) and not by pressing the keyboard’s
Return key.

For example, an action called AlertBox displays a basic dialog box with a custom message.
AlertBox requires three parameters - the first is the dialog'’s title, the second is message body
and the third is an optional callback function (which we'll leave blank for now). The proper syntax
for this command looks like this:

Al ertBox "Greetings" "Wlconme to ny app!"

When executed, this action will display a dialog box like this:

Greetings

Welcome to my app!

Comments

Any lines appearing in the editor that begin with a period "." are ignored by VisuaINEO Web.
These are considered comments. For example:

.this is a comment
Al ertBox "Greetings" "Wlconme to ny app!"

You can use this feature to add comments to your action scripts or to temporarily disable
commands for debugging purposes.

Easily create EPub books
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Using Variables

A variable is an area of a phone, tablet or computer's memory that you can use to store
information temporarily while your app is running. Variables can contain text, numbers, names,
addresses, dates or just about anything else. The contents of variables can be used in
calculations, displayed on-screen, sent via HTTP to a server for processing, saved to a file, etc.

Many objects, such as Check Boxes, Radio Buttons and Text Input Fields, use variables to store
information about their status or contents. You can use these variables, and others you create,
within action parameters in addition to or in place of literal text. For example, you might require
readers to enter their name at the start of your app. A Text Input Field created for this purpose
records the name into a variable. Later, that variable could be used to document a test score or
to personalize the publication by adding the name to various screens.

Each variable used within an app should be given a unique descriptive name. Like a pet,
variables can be given almost any name. When used in VisualNEO Web, however, variable
names should always be surrounded by brackets ([ ]). This is how VisuaINEO Web knows that
you're talking about a variable named [Spot] and not the word “Spot”. Some examples of valid
variable names are:

[Answer] [Name] [Price] [Score] [X [V]

Referencing a variable within action parameters is simple - just insert the variable’s name into
the text - remembering to enclose it in brackets, of course. For example:

Al ertBox "G eetings" "Hello [Nanme]. Welcone to ny app!"

Some advanced actions use variables to pass information back to you. In the example below,
the StrUpper action converts a line of text to all uppercase letters and places a copy of the
modified text into a variable called [Upper]:

StrUpper "the yell ow dog junper over the fence." [ Upper]

Variables may be inserted anyplace within your app where text is required: object captions,
action parameters, file names, etc. For example, an app that required users to enter their name
might also include a Push Button with the following caption:

[ Nane], please press this button to continue.

When viewing the publication, a user named Sally would see:

Sally, please press this button to continue

Generate Kindle eBooks with ease

Creating and Defining Variables

Creating variables in VisuaINEO Web is easy, since you're not required to allocate memory or
explicitly define the scope of a variable prior to using it. In VisuaINEO Web, anytime you make a
reference to a variable, it's created automatically. However, there are many situations where you
might want to initialize a variable prior to using it. Suppose you have several default settings that
you want to initialize when your app first starts. VisuaINEO Web'’s SetVar action is designed for
this purpose. For example:
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Set Var [ Nane] "Unknown"
Set Var [ Busy] "No"
Set Var [ Anpbunt] 1.00

It's not necessary to delete variables since VisuaINEO Web will do this for you when your app
closes. However, if your app uses a large number of temporary variables, you may be able to
improve performance by manually removing variables from memory when you no longer need
them. You can do this using the DeleteVar action. For example:

Del et eVar [ Nane]
Del et eVar [ Busy]
Del et eVar [ Amount ]

Free Kindle producer

Valid Variable Names

All VisualNEO Web variables must be identified with unique names.
These unique names are called identifiers.

Identifiers can be short names (like x and y) or more descriptive names (age, sum, totalVolume).

The general rules for constructing names for variables (unique identifiers) are:

Names can contain letters, digits, underscores, and dollar signs.
Names must begin with a letter

Names can also begin with $ and _

Names are case sensitive (y and Y are different variables)

Reserved words (like JavaScript keywords) cannot be used as names

Produce Kindle eBooks easily

Variable Filters

Filters can be added to Variables to format data.
To use afilter use a pipe character "|" after the variable name, then write the filter name and,
optionally, a colon character ":" and the filter parameter.

Filters:

[ Amount | currency: 3]

If the variable [Amount] is set to 400.5 it will display on-screen as: $400.50
The "currency" filter, shows any amount as a currency with the specified money sign.

[ Amount | nunber : 2]

If the variable [Amount] is set to 123400.5789 it will display on-screen as: 123,400.58
The "number" filter, shows any amount as a formated number with the specified decimals.

[ Nane| upper case]

If the variable [Name] is set to "John" it will display on-screen as: JOHN
The "uppercase" filter, shows any string data in uppercase.

[ Nanme| | ower case]
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If the variable [Name] is set to "John" it will display on-screen as: john
The "lowercase" filter, shows any string data in lowercase.

[ Name| splitLt:"-"]

If the variable [Name] is set to "John-Doe" it will display on-screen as: John
The "splitLt" filter, shows only the characters to the left of the specified separator from any string.

[ Nane|splitRt:"-"]

If the variable [Name] is set to "John-Doe" it will display on-screen as: Doe
The "splitRt" filter, shows only the characters to the right of the specified separator from any
string.

Free help authoring tool

Variable Arrays

VisualNEO Web also allows the use of compound variables called an array. An array is a
collection of related variables linked together by a common name. Each variable in the array is
referred to by the name of the array followed by its numeric position within the array in
parenthesis. For example, an array with five items called Cars would consist of the following
variables:

[Car(0)]
[Car(1)]
[Car(2)]
[Car(3)]
[Car(4)]

¢ The first item in an array is zero.

You can create Arrays by using CreateArray and CreateEmptyArray actions.

Displaying Array Elements On-Screen
Requires the use of a Filter

[ Cars| el enent: 2]

Complex Arrays
Advanced use includes the possibility to create complex data arrays as in the following example:

CreateEnptyArray [car]

Creat eEnptyArray [car. nodel ]
CreateEnptyArray [car.price]

SetVar [car.nmodel (0)] "Tesla Mdel 3"
SetVar [car.price(0)] "38000"

SetVar [car.nmodel (1)] "Jaguar i-Pace"
SetVar [car.price(l)] "79000"

Displaying Complex Arrays Elements On-Screen
Requires the use of a Filter

[ car. nodel | el enent : 0]
[car. price| el enent: 0]
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[ car. nodel | el enent : 1]
[car.price|el enent: 1]

Full-featured EBook editor

Variable Objects

VisualNEO Web includes the possibility to work with data objects. They are very similar to
Arrays but they can store much more complex data structures.
Take a look at this sample:

Cr eat eEnpt yObj ect [ MyObj ect Var ]

Set Var [ MyQbj ect Var (' nane' )] "John"
SetVar [ MyQbj ectVar (' age')] 43

Or alternatively:

Set Var [ MyObj ect Var. nane] "John"
Set Var [ MyQbj ect Var . age] 43

/ The first item in an object structure is zero.

You can create Objects using CreateEmptyObject action.

Displaying Object Elements On-Screen
Requires the use of a simple or array variable to store the data before displaying it on-screen.

[ MyObj ect Var . nane]

Complex Objects
It is possible to use arrays of objects or objects of objects:

Creat eEnpt yObj ect [ MyCbj ect Var ]

Creat eEnpt yObj ect [ MyOhj ect Var (0) ]
Creat eEnpt yObj ect [ MyObj ect Var (1) ]
Creat eEnpt yObj ect [ MyOhj ect Var (2) ]

SetVar [ MyQbj ect Var (0) (' nane' )] "John"
SetVar [ MyQbj ect Var (0) (' age' )] 43
SetVar [ MyQbjectVar (1) (' nane')] "Peter”

[
[
[
SetVar [ MyQoj ectVar (1) ('age')] 25
SetVar [ MyQbj ectVar (2) (' nane')] "Paul a"
SetVar [ MyQbj ectVar (2) (' age')] 29
Displaying Complex Objects Elements On-Screen

Requires the use of a simple or array variable to store the data before displaying it on-screen.

SetVar [nyvar] [M/ObjectVar(2)(' nane')]

Using JSON data
There are some specific JSON action commands intended to work with Data Objects.
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Qt Help documentation made easy

Predefined Global Variables

There are a number of important variables that are created and updated automatically by
VisualNEO Web. These variables contain information about the status of your publication, the
reader’'s computer, the current date and time, etc. These may be inserted wherever normal
variables are accepted.

[*.Design & Code | [T] split
@ s M
@B”ﬁ”"ml our Variables | Special Variables w“ Q |
If [Memoryl =707 [NAB.CligntHeight] -
I'Sé;E_:f'Efilr;;m] S [NAB ClientWidth]
SetWVar [Result] [:'irs:l-hz:r.]' [NAB.DateFull
Flse [MAB.Datelong]
SetVar [secondNum] ™ [Memory]™ [MAB.Dateshor]
SetWVar [Result] [sscondium] [MAB.Day]
EndIf [MAB.DayMum]
EndIf [NAB Hour]
[MAB Hour24]
[MAB Minute]
[MAB. Manth]

[MAB. ManthMum]
[MAB.OperatingSystem]
[MAB.Crientation]

TRIATY Mmoo n ™o dl

Read-Only Variables

The first group of global variables are Read-Only, meaning that they can be examined and
displayed, but not modified, using the SetVar or other Action commands.

Qt Help documentation made easy

Accessing Variables from JavaScript

It is possible to access vasiables from JavaScript by just adding the "$App." prefix to the variable
name.
Look at this sample:

SetVar [nyvar] "HI'"
Begi nJS

al ert ($App. nyvar) ;
EndJS

Full-featured Kindle eBooks generator

Calling actions from JavaScript

It is possible to call any action from JavaScript by just adding the "$scope." prefix to the action
name. Use the JavaScript syntax to send the parameters.
Look at this sample:
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AlertBox "Hi!" "This is a nessage from Vi sual NEO Wb"
Begi nJS

$scope. AlertBox("Hi!","This is a message from JavaScript","");
EndJS

You can call your own NeoScript subroutines from JavaScript using the same syntax:
Begi nJS

$scope. subrouti neNane( paran ;
EndJS

Benefits of a Help Authoring Tool

Tool Palette

Most of the tools you will need to create and edit your apps can be found in VisualNEO Web’s Tool Palette.
This Section will explain how these tools are used to build apps. For more information about a specific tool,
click the picture below:

S HEEUWV @ =1E O () EE ] L = =

Tool Icons

In VisualNEO Web, everything you add to your app (text, pictures, buttons, etc.) is considered an object.
Objects are created using the Object Tool Icons above. Each icon represents a different type of VisualINEO
Web object. Each object has distinct capabilities and features. To create a new object, select a tool icon
(other than the Selection Tool) and use the mouse to draw a rectangle on your app's workspace.

Easily create CHM Help documents

Selection Tool

% Use the Selection Tool to select, move and resize objects. Click on an object using the left
mouse button to select it. Select multiple objects by holding down the Shift key while clicking on
additional objects, or by dragging the mouse to surround the desired objects in a rectangle.
Selected objects will be surrounded with small, box-like handles. For example:

@ @ @
@ Push Button @

o o o

Once selected, an object or group may be moved by clicking on the object with the left mouse
button, then dragging the object or group to a new location before releasing the mouse button. To
resize an object, simply click and drag one of the object’s selection handles. Selected objects
also can be cut or copied to the Windows Clipboard, or removed from the workspace by
pressing the Delete key.

Depending on the object selected, clicking it with the right mouse button will allow you to modify
the object’s appearance and define how the object behaves. Most types of objects can also be
assigned Actions to execute when clicked on by the reader.

Free EPub producer
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Container

The Container object is primarily intended to be used as a surface for other objects and to
contain HTML code. Objects placed on a container can be moved and edited easily. The
Container is an excellent tool for adding complex custom content through HTML.

The Container object corresponds to a <div> HTML tag.

To add a Container to your publication, use the mouse to draw a rectangle where you would like
the object to appear. Other objects can be attached to a Container by selecting a tool from the
Tool Palette and drawing directly onto the Container’s surface. (You can even attach other
Containers.) Existing objects can be moved onto a Container by cutting and pasting them from
the clipboard. When using this method, make sure that the Container is selected before
choosing paste. To move an object off a container, select the object, cut it to the clipboard, make
sure no other objects are selected, then paste. Once an object is attached to a Container, the
two become linked. Moving the Container also moves any attached objects. Similarly, deleting a
Container also deletes any attached objects.

You can modify a Container by using the Properties Panel when selected.
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Properties | Style | Hower | Focus

¥ Content

enabled [#] True

Dt HThL content v

id Container1

visible [ True

¥ Position

height 104px

left 152px

top 40p=

width DG pax

* Alignment

align none
margin-bottom

margin-le ft

margin-right

margin-top

¥ Advanced

reg.rlazs

., Asyou can add any HTML code into a Container, this object becomes very flexible and
usefull for advanced Apps.

. Container objects are also used by some Plug-ins as place holders for special controls.

Use a complete HTML editor right clicking a Container on the workspace and selecting the
"Edit HTML property..." option.

News and information about help authoring tools and
software

The Form object is similar to the Container object but this one is intended to allocate user
input objects such as Text Input, Text Area, etc. so you can send later the information to a server.
This object corresponds to the <form> HTML tag.
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Every Form object has special properties necessaries to send the data to the server:

e action: specifies the URL where the information should be sent. Usually a server script as
myscript.php located on a local or remote hosting service.

e method: select GET method to send the information as a part of the URL, or POST
otherwise. Use allways POST unless you have a good reason to use the GET method.

e target: Left it empty unless you want to send the information trough an iFrame (use the
iFrame name) or through a new Browser Tab ( _blank).

|F‘r|:|p-&rti&5 Style | Hower | Focus

w Content

enabled True
id Form1
target GET
vizible POST
¥ Position

height 175px
left 136px
top 182px
width 144po
* Alignment

align none

margin-bottom
margin-left
margin-right
margin-top

w Advanced

CEE-Clags

Note that you will need to add some data input objects to the Form object and also a Form
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Submit Button to allow the user to actually send the data.

This object has three special events you can use to add scripting commands to them.
Doubleclick one Form object instance in the workspace to enter the script editor, choosing
between the different events through the tabs you will find at the bottom.

e submit: this event fires when the Form Submit Button is pressed.
e success: the data has been sent succesfully.
e fail: there has been some error sending the information to the server script.

B FormSubmit.neoapp (640x480)
[%.Design | €] Code | [[] Split
8 &l [v]
i Form1 m

LCledr old Qarca L] t}"l:E to =earch
DeleteVar [ReturnStatus]
DeleteVar [RjaxData)] - App

f@ CenterApp

IasVarEmpty [FirstWName] [Empty] I@Tupt‘.ent&mpp
If [Empty] = true
B Jr_ cnter & First name. so display error and cancel submissi /@Appﬂackgruundcmur

jsAlert "You must enter a first name.”
FocusObject "FirstNameInput™
.return false to cancel submission /@AppSrcrull'l'u

Return false / o
Endlf & -pacApp

/@ Reload&pp

f@ AppBackgroundimage

IsVarEmpty [LastNams] [Empty]
Tf [Empty] = true o5, OpenURL

Iy P

T e ﬁ EnterFullScreen

jaklert "You must enter a last name.™ e
Formialhiect "LaatName Tnmnt™

£

L

Drag or double didk the action
j;: = - Insertv commands above to insert
submit | success(data,status) | fail{data,status) them into your code,

The success and fail events use two special variables [ St at us] and [ Dat a] .
[ Status] stores the http status code returned from the server. Usually it should be 200 if
everything works fine. For more information on status codes visit:

https://en.wikipedia.org/wiki/List of HTTP_ status codes.

[ Data] wil contain the data sent back from the server script, So you can process it.

For more information on this subject, please open the included sample App located at
Documents\VisualNEO Web\SampleApps\FormSubmit.

It is a complete sample with different data input objects, where the user information is validated
before being sent to the server (submit event).

In the same folder you can find the simple .php script code used in this sample App, we have
installed in a remote web server.
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Sample Ajax Form:

First Name: Last Mame:

John Doe

Age:
35 B

Gender:
® Male
() Female

DATA RECEIVED BY SERVER:
First Name = John

Last Name = Doe

Age = 35

Gender = Male

Status Code: 200

iFrame

Explanation:

The sample Form object on the left will
asynchronously submit data to a server for
processing. The Form contains three events
that handle validation, submission and process
the returned data. The submit button simply
tells the browser that the form is ready for
validation and submission. On the serveris a
simple php script that interprets the data and
sends back a response. The php file contains
the following header:

header("Access-Control-Allow-Origin: *");
This critical header permits us to work around

the browser's same-origin policy that normally
prevents apps from submitting data in this way.

Produce online help for Qt applications

== The iFrame object specifies an inline frame. An inline frame is used to embed an external

content within the current App.

So you can use it to display a web page within the App, including embeddable content like those
offered from YouTube, Twitter, Google Maps and other online services.
This object corresponds to the <iframe> HTML tag.
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@ @ @
iFrame:

3 @

@ @ @

Edit the source property on the Properties Panel to specify the URL where the content is hosted.

For example, copy and paste this URL on the source property:
https://www.youtube.com/embed/pal4VNsdSYM

| Properties | Style Hover Focus |

* Content N
enabled True

id IFrame1

_ hitpswrww voutube o

wvisible [¥]True

* Position

height 144px

left 455px

top 216px

width 178px

w Alignment

align none
margin-bottom

margin-left

margin-right

margin-top

¥ Advanced

reg_rlase

It is necessary test the App to actually see the content inside the iFrame object, so click on the

Run botton ™ or on any of the Browsers buttons € © © & O o test it.
You should see and embedded videoclip from YouTube.

Benefits of a Help Authoring Tool
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Headline

H yse this object to add a simple Headline text to your App.

The Headline object corresponds to the <h1> to <h6> HTML tags that are used to define HTML
headings.

Headline -

@

<h1> defines the most important heading. <h6> defines the least important heading.
You can choose what kind of Headline you want to use through the kind property on the
Properties Panel.

| Properties | Style | Hower | Fm:u5|

¥ Content

enabled True
id Headline1

e m 3

text h1
vizible h2

~ Position h3
height h4

left hs

top .h%

width aepx
* Alignment

align none

margin-bottom
margin-left
margin-right
margin-top

¥ Advanced

css-class

Free EPub producer
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Paragraph

I

= Use this object to add formated text anywhere in your App.

The Paragraph object corresponds to the <div> HTML tag and comes with a WYSIWYG text
editor.

Right-click to open the context menu and click on Edit "text" Property to open the HTML editor.

BN Edit "text” Property...

i0p  Edit Code >

"™

& Undo Property (style)
Rerln

Paragraphl = text

Yo XEmaM@Eruals s e

| Editor | HTWL Code | Spit |
Thisis a HTML editor.

Use the Properties Panel to style your text.

371147



VisualNEO Web

Properties | Style | Hover | Focus

* Font n
color Il #25014F
font-famiby Open Sans
font-size 12pt
font-style italic
font-variant
font-weight bold
text-align center
text-decoration underling
vertical-align
¥ Background

background-attach...
background-color [ | #FFEESE
background-image
background-position
background-repeat

* Border

hnrdsr_rnlnr

Free CHM Help documentation generator

Picture

& Use the Picture Tool to incorporate graphics and illustrations into your App. Just about any
paint or drawing program can be used to create images that can be imported into the
workspace. Compatible image formats include JPG, PNG, GIF and SVG.

The Picture object corresponds to the <img> HTML tag.

Note: If you want to create your own image files, there are a variety of programs available that
are designed for this purpose. (One such program is PixeINEO® for Windows. A trial copy of
PixeINEO can be downloaded from our website).

To import a Picture, use the mouse to draw a rectangle where you would like the object to
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appear. A file selector will be displayed, allowing you to select a compatible image file. Once a
file is selected, the Picture object will appear on your publication. You can modify the object’s
properties by using the Properties Panel or change the asociated file by right cliking the object.
These properties will allow you to define the object’s appearance.

Properties | Style | Hover | Focus

¥ Content N
alt-text mi picture W
enabled | True

id Image1

linkihref

shape sguare

source Chlsers\sinfOnelri...
visible | True
¥ Position

height 128px

left alpx

top 200px

width 175px

* Alignment

align none
margin-bottom

margin-left

marnin-rinht

e alt-text (alternative text) property let you add a description text for the image. This is usefull if
you plan to publish your App in a web hosting service as a WebApp. Search engines (like
Google or Bing) will use that text information to catalog the image on their databases,
increasing the App SEO (Search Engine Optimization) so users will find your WebApp more
easily.

. By default the image will be displayed exactly as it was drawn. Left the width and height
properties blank to keep the original picture size.

. Don't forget to optimize your images before using them in your App. Try always their size and
weight to be as small as possible.

, If you want to use partially transparent images use the PNG format, as it allows alpha channel
transparency.

, To preload images and avoid temporal empty spaces while downloading them from the
Internet, put a copy of the image in a previous Page and set its visible property to false. The

image will load instantaneously the next time it is shown as it has been stored on the browser
cache memory.
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Easily create EPub books

Push Button

— Push Buttons are probably the simplest and most easily understood method for users to
interact with your Applications. Just about anyone who's ever used a computer or phone will
immediately know how to use one. Push Buttons can be used to navigate between pages,
perform calculations, display messages and a variety of other tasks.

The Push Button object corresponds to the <button> HTML tag.

."E ﬂu}

To create a Push Button, use the mouse to draw a rectangle where you would like the button to
appear. The Push Button Properties can be accesed through the Properties Panel allowing you
to define the button’s appearance. Double-click a Push Button on the workspace to edit the
commands to execute whenever the button is clicked (you can programm other events too).

|F‘ruperties Style | Howver | Focus

* Content E

caption Press me

enabled True

icon glyphicon-heart

icon-position pleft

id PushButton1
L ,

link/href

size normal

visible True

* Position

height SEpx

left 520px

top Sopx

width 120px

* Alignment
align none

marnin-hntnm

e caption: use this property to add some text to the button.
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icon: use the dropdown selector to choose a predefined icon for your button.

e icon-position: select the icon position (top, keft, right, bottom). The caption text will be
positioned at the opposite place.

e id: use this property to set a unique name for your Push Buttom. It will allow you later to
modify its properties programatically.
kind: choose a predefined design from the list.

e link/href: add here a URL if you want your Push Button to link to a website or Internet
resource.

, You can create an invisible Hot Spot by setting the button’s Style - opacity property to 0. To
create an irregular shaped hotspot, see the Polygon object.

Generate Kindle eBooks with ease

Form Submit Button

W

- Form Submit Button is intended to send Form data to a server. This kind of button should
allways be used inside a Form object.

Please read the Form object section for more information about how to use it.

The Form Submit Button object corresponds to the <input type="submit"> HTML tag.

Sample Ajax Form:
First Name: Last Name:
Age:
Gender:
) Male T - T
) Female W
i ¥

To create a Form Submit Button, use the mouse to draw a rectangle where you would like the
button to appear, but be sure to do it allways inside a Form object. The Form Submit Button
properties can be accesed through the Properties Panel allowing you to define the button’s
appearance.
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|

Properties | Style

Hover | Focus

¥ Content

caption Submit Form
enabled W | True
icon

icon-position pleft

id SubmitButton1
kind defaut
linkihref default
Bize primary
vizible SUCCESS

v Position _

height warning
et _u:l a n ger

top 216px

width S96px

* Alignment

align

none

marnin-hntnm

caption: use this property to add some text to the button.

icon: use the dropdown selector to choose a predefined icon for your button.

icon-position: select the icon position (top, keft, right, bottom). The caption text will be

positioned at the opposite place.

e id: use this property to set a unique name for your Form Submit uttom. It will allow you later
to modify its properties programatically.

e kind: choose a predefined design from the list.

, You can create an invisible Hot Spot by setting the button’s Style - opacity property to 0. To
create an irregular shaped hotspot, see the Polygon object.

iPhone web sites made easy

Check Box

* The Check Box lets users make a Boolean choice like yes / no, true / false. A Check Box
consists of a small box and a descriptive caption. A check mark appears in the box when the
option is selected. The absence of a check mark indicates that the option is not selected. Check
Boxes are often used on forms or configuration screens for selecting options or turning program
features on and off.
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The Check Box object corresponds to the <input type="checkbox"> HTML tag.

[] Checkbox

To create a Check Box, use the mouse to draw a rectangle where you would like the object to
appear. The Check Box properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

|F‘rn:|p-erties Style | Hower | Focus

 Content N
_ My checkbox Vi

checked [T|Falze

enabled True

falze-value

id CheckBox1

property-name

true-value

variable

visible True
 Position

height 24px
left IZpx
top 128px
width 32px

w Alignment
align none

marnin-hnttnm

caption: use this property to add some text near to the Check Box.
id: use this property to set a unigue name for your Check Box. It will allow you later to
modify its properties programatically.

e property-name: this is important if you want to send the data from a Form with a Check
Box to a server. The server script will get the value associated to this property. (see later).
true-value: value to send to the server when the Check Box y checked.
false-value: value to send to the server when the Check Box y unchecked.
css-class: use the value "neocheckbox” to provide the checkbox with a modern stilized
design.

* Advanced
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Checkbox 1
| Checkbox 2

In order to keep track of the status of a Check Box while your publication is running, you will
need to assign the object a unique variable name. You may do this by modifying the Variable (to
store button status) field on the Properties Panel. At runtime, the variable will contain the word
“True” when the Check Box is selected; otherwise, the variable will be "False". You can use
some simple Action Commands to detect if the box is checked. For example:

If "[CheckBox1]" "=" "True"
do sonething...

El se
do sonething else...

Endl f

You can select or unselect a Check Box at runtime like this:

Set Var "[ CheckBox1]" "True"
Set Var "[ CheckBox1]" "Fal se"

If you send a Form with a Check Box to a server, the script on the server will get a value from
your Check Box.

You can asign two diferent values to each Check Box usign the properties true-value and
false-value. Only one of these values will be sent to the server: true-value if the Check Box is
checked, or false-value otherwise.

For more information about sending data from a Form, click here.
For more information about variables and Actions, click here.

You may specify that the Check Box start out Checked or Unchecked by selecting the
appropriate status for checked property option. When your publication starts, the Check Box
will be initialized in this state.

Check Boxes supports the change event. Click the appropriate tab at the bottom of the Action
Editor to create or edit Actions for the events you want to control. See Understanding Actions
and Variables and Action Command Reference for a complete discussion of the Action Editor
and Action Commands.

News and information about help authoring tools and
software

Radio Button
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Radio Buttons allow users to select one option from a set of mutually exclusive choices.
Radio Buttons always appear in groups of two or more. Only one button in the group may be
selected at a time. A Radio Button consists of a small circle and descriptive caption. A dot
appears in the circle of the button that is selected. The absence of a dot indicates that the button
is not selected. Radio Buttons often are used on forms or tests when users must make a
single selection from multiple choices.

The Radio Button object corresponds to the <input type="radio"> HTML tag.

(0 Radio button

To create a Radio Button, use the mouse to draw a rectangle where you would like the button to
appear. The Radio Button properties can be accessed from the Properties Panel, allowing you
to define the Radio Button’s appearance and behavior.

IF‘rl:IpEI'tiE.‘S Style | Howver | Focus

* Content N
caption Option 1 Vi
checked Falze

enabled | True

id RadioButten1

property-name

value

variable

visible | True
* Position

height 24px
left 432px
top 312px
width 24px

w Alignment
align none
margin-bottom

marnin-lsft

caption: use this property to add some text near to the Radio Button.

e id: use this property to set a unique name for your Radio Button. It will allow you later to
modify its properties programatically.

e property-name: this is important if you want to send the data from a Form with a Radio
Button to a server. The server script will get the value associated to this property.
value: value to send to the server when the Radio Button has been selected.

e variable: if you want to store the selected value into a variable, just add the variable name
using brackets into the variable property (ie: [gender]). For more information see
Understanding Actions and Variables.

e css-class: use the value "neoradio” to provide the radio button with a modern stilized design.




* Advanced

ces-class neoradin| =

Radio Button 1
+/) Radio Button 2

In order to use a group of Radio Buttons to work together, you must assign them the same
property-name value.

Let's try a simple example. Imagine you want your App user to select his or her gender, so only
one option can be chosen.

First we must add three Radio Buttons, each one with one of these caption values: male,
female, other.

Now try your App. You will notice that all the Radio Buttons can be chosen at the same time and
that's not correct. To fix that it is necessary to assign to all of them the same property-name, in
this case "gender".

Try again. Now the Radio Buttons are mutually exclusive: whenever you select one of them the
other one is deselected.

Finaly, lets imagine we have to send that user data to a server script through a Form object.
Probably you will need only a single letter as a final value: M, F or O. To achive that, just use the
corresponding letter for each Radio Button into its value property.

w Male
) Female

) Other
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Properties | Style | Hover | Focus

¥ Content N
caption Male
checked [|Falze
enabled True
id RadioButten1
property-name gender

variable

visible True
¥ Position

height 24px
left 432px
top IZpx
width 2épx

w Alignment
align
margin-bottom

marmin-lsft

noneg

Free EPub and documentation generator

List Box, Combo Box & DropDown

+

List Box, Combo Box and DropDown objects allow users to select from a list of

items. These objects allow a large number of choices to be displayed in a relatively small space.
List Boxes, Combo Boxes and DropDown differ only in how they appear on screen. List
Boxes display items in a rectangular window with a scroll bar (if needed). Combo Boxes and
DropDown are more compact - displaying only the selected item along with a small button that
can be clicked to display the entire list. Other than that, the three objects are created and used in
the same manner.

The List Box, Combo Box and DropDown objects corresponds to the <select> and <option>
HTML tags.

471147
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Second item
Third item

To create a List Box, Combo Box or DropDown, use the mouse to draw a rectangle where you
would like the object to appear. The List Box, Combo Box and DropDown properties can be
accessed from the Properties Panel allowing you to define the object’s appearance and
behavior.

Properties | Style | Hover | Focus

¥ Content N
enabled True
id Listbox1
inttialvalue
tems one,twao three, four
multi-select [|False
variable
visible [#]True
¥ Position
height 175px
left Za0px
top 184px
width 168px

* Alignment
align none
margin-bottom

marnin-laft

e items: use a comma"," to separate the different values the List Box or Combo Box will
show to the users. Alternatively you can right-click the object and select "Edit items
property..." to edit them line by line. It is even possible to specify an item value that is different
from the display text. Just enter both on the same line using a pipe character "|" to separate
them. For example: text|value.

e property-name: this is important if you want to send the data from a Form with a List Box,
Combo Box or DropDown to a server. The server script will get the value associated to this
property. See Form object for more info.

e variable: if you want to store the selected data into a variable, just add the variable name
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using brackets into the variable property (ie: [country]). For more information see
Understanding Actions and Variables.

The List Box object corresponds to the <select> HTML tag, and the Combo Box object to the

<select size="1"> HTML tag.
DropDown corresponds to a spefically designed <button> HTML tag.

Full-featured EBook editor

Text Input

1" The Text Input object is an entry field that allow you to provide your users with a place to
enter text or numeric information. Use Text Input objects to create fill in the blank forms, record
answers to essay questions or collect just about any other type of information. The information
may be stored in a variable, used in calculations or sent to a server script to be stored in a

database.
The Text Input object corresponds to the <input type="text"> HTML tag.

To create a Text Input object, use the mouse to draw a rectangle where you want the field to
appear. The Text Input properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.
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J

Properties | Style | Howver | Focus

¥ Content

enabled | True

id Textinput1
inttiakvalue

max-length 50
place-holder Write vour name
property-name name
variable [uzername]
visible | True

* Position

height 42px

left 104px

top 208px
width 136px

w Alignment

align

noneg

margin-bottem

marnin-left

e id: use this property to set a unique name for your Text Input. It will allow you later to modify
its properties programatically.
initial-value: add here some text only if you want the Text Input to be prefilled with that text.
max-length: put here a number to limit the maximun characters allowed on the Text Input.
place-holder: this attribute specifies a short hint that describes the expected value of an
input field (e.g. a sample value or a short description of the expected format). The short hint
is displayed in the input field before the user enters a value.

e property-name: this is important if you want to send the data from a Form with a Text Input
to a server. The server script will get the value associated to this property name. See Form
object for more info.

e variable: if you want to store the Text Input data into a variable to keep track of its content,
just add the variable name using brackets into the variable property (ie: [name]). For more
information see Understanding Actions and Variables.

At runtime, the variable will contain whatever has been typed into the field. You can modify the
contents of the Text Input object by manipulating the variable using a simple Action Command.

For example:

Set Var "[usernane]" "John Doe"
Similarly, you can clear the contents of the Text Input object like this:

Set Var "[usernane]"

Free help authoring tool

Numeric Input
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* The Numeric Input object is very similar to the Text Input one. The difference is that

Numeric Input only allows numbers to be entered. Depending on the browser its appearance
may differ.

The Numeric Input object corresponds to the <input type="number"> HTML tag.

L
LI

To create a Numeric Input object, use the mouse to draw a rectangle where you want the field
to appear. The Numeric Input properties can be accessed from the Properties Panel, allowing
you to define the appearance and behaviour.

IF'FI:II}EI'tiE.‘S Style | Howver | Focus

w Content E
enabled | True

id Mumericinputi
initiakvalue

max-length 2
place-holder

Property-name age

variable [age]

visible | True
* Position

height 24px

left DGpx

top G4px

width G4px

w Alignment
align none
margin-bottom

marnin_-laft

e id: use this property to set a unique name for your Numeric Input. It will allow you later to
modify its properties programatically.

e initial-value: add here any number only if you want the Numeric Input to be prefilled with
that content.

e max-length: put here a number to limit the maximun characters allowed on the Numeric
Input.

e place-holder: this attribute specifies a short hint that describes the expected value of an
input field (e.g. a sample value or a short description of the expected format). The short hint
is displayed in the input field before the user enters a value.

e property-name: this is important if you want to send the data from a Form with a Numeric
Input to a server. The server script will get the value associated to this property name. See
Form object for more info.

e variable: if you want to store the Numeric Input data into a variable to keep track of its
content, just add the variable name using brackets into the variable property (ie: [name]).
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For more information see Understanding Actions and Variables.

At runtime, the variable will contain whatever has been typed into the field. You can modify the
contents of the Numeric Input object by manipulating the variable using a simple Action
Command. For example:

SetVar "[age]" 34

Similarly, you can clear the contents of the Numeric Input object like this:

SetVar "[age]"”

Free PDF documentation generator

Password Input

The Password Input object is very similar to the Text Input one. The difference is that
Password Input mask every character as a point or asterisk to protect its content from being
readed. Depending on the browser its appearance may differ.

The Password Input object corresponds to the <input type="password"> HTML tag.

To create a Password Input object, use the mouse to draw a rectangle where you want the field
to appear. The Password Input properties can be accessed from the Properties Panel, allowing
you to define the appearance and behaviour.

Properties | Style | Hover | Focus

¥ Content N
enabled True

id Passwordinputl
initiakvalue

max-length 12

place-holder Enter password

property-name

pass

visible True
* Position

height 32px
left Gdpx
top Z295px
width B8px

w Alignment
align
margin-bottom

marmin-lsft

noneg
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id: use this property to set a uniqgue name for your Password Input. It will allow you later to
modify its properties programatically.

initial-value: add here some text only if you want the Password Input to be prefilled with
that content.

max-length: put here a number to limit the maximun characters allowed on the Password
Input.

place-holder: this attribute specifies a short hint that describes the expected value of an
input field (e.g. a sample value or a short description of the expected format). The short hint
is displayed in the input field before the user enters a value.

property-name: this is important if you want to send the data from a Form with a Password
Input to a server. The server script will get the value associated to this property name. See
Form object for more info.

variable: if you want to store the Password Input data into a variable to keep track of its
content, just add the variable name using brackets into the variable property (ie: [name]).
For more information see Understanding Actions and Variables.

At runtime, the variable will contain whatever has been typed into the field. You can modify the
contents of the Password Input object by manipulating the variable using a simple Action
Command. For example you can clear the contents of the Password Input object like this:

Set Var "[userpassword]"

Color Input

Easily create Web Help sites

& The color Input object allows the user to select a color.
The Color Input object corresponds to the <input type="color"> HTML tag.

. Color ot
Colores basicos:
el el B B
HMrFTEFENEN
EEEEEEEN
HENEEEEEN
EEEEEEEN ‘
A B B 8 a8 I
Colores personalizados:
======== Matiz: Huju:
Sat.: ‘u"erde:
Definir colores personalizados > ColoriSdlido [, - Azul:
Aceptar Cancelar Agregar a los colores personalizados

IMPORTANT: This object do not work on Internet Explorer. Use any other WebBrowser to test it.
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To create a Color Input object, use the mouse to draw a rectangle where you want the field to
appear. The Color Input properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

e id: use this property to set a uniqgue name for your Color Input. It will allow you later to
modify its properties programatically.

e initial-value: add here some predefined color in html format (#445566). The Color Input will
be prefilled with that value.

e property-name: this is important if you want to send the data from a Form with a Text Input
to a server. The server script will get the value associated to this property name. See Form
object for more info.

e variable: if you want to store the Color Input data into a variable to keep track of its content,
just add the variable name using brackets into the variable property (ie: [color]). For more
information see Understanding Actions and Variables.

At runtime, the variable will contain whatever has been typed into the field. You can modify the
contents of the Color Input object by manipulating the variable using a simple Action
Command. For example:

SetVar "[nmycol or]" "#ff0000"

Similarly, you can clear the contents of the Color Input object like this:

SetVvar "[mycolor]"

Easily create PDF Help documents

Date Input

=y
24 The Date Input object allows the user to select a date.
The Date Input object corresponds to the <input type="date"> HTML tag.

EE) mm/ aaaa

< diciembre de 2018 >

1w 1" 12 13 14 15 16

17 18 19 20 21

rJ
(=]
P
[=2]

24 25 26 27y 28

[g%]
(5=
(=2
[

11 2 3 4

IMPORTANT: This object do not work on Internet Explorer. Use any other WebBrowser to test it.
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To create a Date Input object, use the mouse to draw a rectangle where you want the field to
appear. The Date Input properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

e id: use this property to set a unique name for your Date Input. It will allow you later to modify
its properties programatically.

e initial-value: add here some predefined date. The Date Input will be prefilled with that value.

e property-name: this is important if you want to send the data from a Form with a Date Input
to a server. The server script will get the value associated to this property name. See Form
object for more info.

e variable: if you want to store the Date Input data into a variable to keep track of its content,
just add the variable name using brackets into the variable property (ie: [mydate]). For more
information see Understanding Actions and Variables.

Generate EPub eBooks with ease

Time Input

The Time Input object allows the user to enter a time (hour:minutes).
The Time Input object corresponds to the <input type="time"> HTML tag.

10 [ (>

IMPORTANT: This object do not work on Internet Explorer. Use any other WebBrowser to test it.

To create a Time Input object, use the mouse to draw a rectangle where you want the field to
appear. The Time Input properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

e id: use this property to set a unique name for your Time Input. It will allow you later to modify
its properties programatically.

e initial-value: add here some predefined date. The Time Input will be prefilled with that
value.

e property-name: this is important if you want to send the data from a Form with a Time
Input to a server. The server script will get the value associated to this property name. See
Form object for more info.

e variable: if you want to store the Time Input data into a variable to keep track of its content,
just add the variable name using brackets into the variable property (ie: [time]). For more
information see Understanding Actions and Variables.

Generate Kindle eBooks with ease

File Input

— The File Input object allows the user to select a local file to be loaded into the App or sent to
a server through a Form object. See Form object for more info.
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The File Input object corresponds to the <input type="file"> HTML tag.

@ @ @
@ DBrowse. @
2 @ o

To create a File Input object, use the mouse to draw a rectangle where you want the field to
appear. The File Input properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

Properties | Style | Hover | Focus

 Content N
accept
caption Test
enabled True
id Filelnput1
inttialvalue
max-length
place-holder
rperyaome
variable [archivos]
visible [¥]True
¥ Position
height 40px
left 16px
top 16px
width 112px

* Alignment

alirn nnna

caption: use this property to add some text to the Filelnput.

e id: use this property to set a unique name for your File Input. It will allow you later to modify
its properties programatically.

e property-name: this is MANDATORY in order the object to work properly and also
necessary if you want to send the data from a Form with a File Input to a server. The server
script will get the value associated to this property name. See Form object for more info.

e variable: if you want to store the File Input selected file name into a variable to keep track of
its content, just add the variable name using brackets into the variable property (ie: [name]).
For more information see Understanding Actions and Variables.

Easily create Qt Help files

Text Area

" The Text Area object is very much as the Text Input object, although the first one can
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manage more than one line of text. A Text Area is an entry field that allow you to provide your
users with a place to enter text information. The information may be stored in a variable, used in
calculations or sent to a server script to be stored in a database.

The Text Area object corresponds to the <textarea> HTML tag.

Write some text here
It supports more than one line |

To create a Text Area object, use the mouse to draw a rectangle where you want the field to
appear. The Text Area properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

Froperties | Style | Hower | Focus
¥ Content N
enabled | True
id Textareal
inttialvwalue
max-length 300
place-holder Write a comment
property-name comment
wvariable [comment]
visible | True
¥ Position
height 104px
left 224px
top 2T2px
width 168px

* Alignment
align
margin-bottom

marnin-laft

nong

e id: use this property to set a unique name for your Text Area. It will allow you later to modify
its properties programatically.
initial-value: add here some text only if you want the Text Area to be prefilled with that text.
max-length: put here a number to limit the maximun characters allowed on the Text Area.
place-holder: this attribute specifies a short hint that describes the expected value of an
input field (e.g. a sample value or a short description of the expected format). The short hint



is displayed in the input field before the user enters a value.

e property-name: this is important if you want to send the data from a Form with a Text Area
to a server. The server script will get the value associated to this property.

e variable: if you want to store the Text Area data into a variable to keep track of its content,
just add the variable name using brackets into the variable property (ie: [name]). For more
information see Understanding Actions and Variables.

At runtime, the variable will contain whatever has been typed into the Text Area. You can modify
the contents of the Text Area object by manipulating the variable using a simple Action
Command. For example:

SetVar "[coment]" "This is a Text Area!"
Similarly, you can clear the contents of the Text Area object like this:
SetVvar "[comment]"

Easily create CHM Help documents

Pager

The Pager object adds to your App two preprogrammed buttons to allow the user to change
from one page to another easily.

« >

The left button is preprogrammed to go to the previous page while the right button will take the
user to the next one.

To create a Pager object, use the mouse to draw a rectangle where you want the field to appear.
The Pager object properties can be accessed from the Properties Panel, allowing you to define
the appearance and behaviour.
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| Properties | Style | Howver | Focus |

 Content N

button-position centered

enabled True
B e

next-caption <gpan class="glyphic...

prew-caption <span class="glyphic...

wisible True

* Position

height 32px

left S6px

top 128px

width 112p=

* Alignment

align none
margin-bottom

margin-left

margin-right

maArnin-tnn

e id: use this property to set a unique name for your Pager object. It will allow you later to
modify its properties programatically.

Full-featured EPub generator

Progress Bar

“J AProgress Bar is a graphical control element used to visualize the progression of an
operation, such as a download, file transfer, or calculation.

To create a Progress Bar object, use the mouse to draw a rectangle where you want the field to
appear. The Progress Bar object properties can be accessed from the Properties Panel,
allowing you to define the object appearance and behaviour.
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|

Properties | Style | Howver | Focus

¥ Content

animated False
caption

enabled | True
id ProgressBar
initiak-value 50

kind pdefault
max-walue 100
striped Falze
variable [percent]
visible | True
* Position

height 43px

left 304px
top 16px
width 200px

w Alignment

alinn

nnns

e initial-value: use this property to set the init point for the progression.
max-value: maxium value for the progression var (use 100 for percentages).

e id: use this property to set a unique name for your Progress Bar. It will allow you later to
modify its properties programatically.

e kind: choose a predefined design from the list.
striped: check this option for a fancy striped design.
variable: write here the name of the variable linked to the object progression (ie:
[percentage]). Whenever the variable changes its value, the Progress Bar will show the
associated progression automatically.

Easily create iPhone documentation

Slider

Sliders or Track Bars as they are sometimes called, allow users to easily select a numeric
value within a minimum and maximum range. Users can adjust the Slider by grabbing the
thumb button with the mouse or finger and dragging it to a new location along the track. As the
thumb button moves, the variable assigned to the Slider will be updated with the current position
on the track. The position or value can be used in calculations or sent to a server, etc.
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To create a Slider, use the mouse to draw a rectangle where you would like the object to
appear. The Slider properties can be accessed from the Properties Panel, allowing you to
define the appearance and behaviour.

Properties | Style | Howver

¥ Content N
caption

enabled | True

id Slider1

initialvalue S0

kind default

max-value 100

min-value 0

thumb-image

thumb-width

track-height

track-image

wariable [slider1] W
visible | True

¥ Position

height 4lpx

left 352px

tnn 1RRre o

e min-value and max-value: Use these properties to enter the lowest and highest values to
define the Slider’s range. The minimum value must be less than the maximum value.

e initial-value: The Slider will be initialized to the specified Initial value when your App starts.
The initial value must be within the minimum and maximum range.

e kind: choose a predefined design from the list.
track-image and thumb-image: Optionally you can choose an image to be placed as a track
or thumb to customize their appereance.

e track-height and thumb-width: Use a numeric value on these properties to customize the
size of the track and thumb respectively.

e variable: In order to keep track of the position of the Slider while your App is running, you will
need to assign the object a unique variable name ie [ sl i der 1] . At runtime, the variable will
contain the value of the Slider.

You can modify the value of the Slider programmatically by manipulating the variable using a
simple Action command. For example:

SetVvar "[sliderl]" 50

. You can provide users with additional feedback by placing a Paragraph object next to the
Slider. Write the Slider's variable [sliderl] into the object text property and the text will update
with the Slider's value whenever the thumb button is moved.
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Timer

) . . : . . .
@) Use the Timer object to trigger an Action Command after a specific amount of time has
elapsed. You can use Timer objects to create simple slide shows, timed tests and animations.

To create a Timer object, use the mouse to draw a rectangle where you would like the object to
appear. (The placement of the Timer object is not critical, since it will not be visible when
running the App.) The Timer properties can now be edited through the Properties Panel, allowing
you to define the object’s behavior.

I Properties

* Content
duto-start False
auto-stop Falze
id Timer1
interval 1000
wvariable [timer1] W
* Position
left Ipx
top 23px

General

Timer objects can be activated either manually or automatically. Set the auto-start property to
true to activate the Timer immediately whenever the page it's on is displayed. If auto-start is off,
the Timer will remain inactive until it receives a TimerStart command. You might choose to
have the Timer sit dormant until the user clicks a Push Button or responds to a MessageBox.
For example:

TimerStart "Tinmerl" "2000"

The Timer interval is specified in milliseconds (one-thousandth of a second) using its interval
property. For a one second interval enter 1000 milliseconds. For one minute interval enter 60000
milliseconds. Once activated, this is the amount of time that will elapse before the Actions
associated with the Timer are executed.

Once activated, a Timer will execute repeatedly until manually stopped, the current Page is
changed or the App shuts down. The assigned Action commands will be executed each time the
timer’s interval is reached.

You can deactivate the Timer manually using the TimerStop Action. For example:

TimerStop "Tinmerl"”

You can use the Variable (to store elapsed time) to keep track of how many milliseconds the
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Timer has been running. To use this option, enter a variable name into the field. At runtime, this
variable can be examined to determine how long the Timer has been running. This feature could
be used to create a rudimentary stopwatch. For example, you could track how long a reader took
to complete a test:

Convert the elapsed time from milliseconds to minutes.

Mat h "[ El apsedTi ne] / 60000" "2" "[Score]"
Al ertBox "Hello" "You took [Score] minutes to finish the test."”

Actions

B untitled (711x400)* - OX

[*.Design | &]Code | [T] Split
- 2 L
& B # &l [v]
Math "[ElapsedTime]/60000™ "2" "[Score]" type to search \
RlertBox "Hello™ "You took [Score] minutes to finish the tast.ﬂ
= App
.f@ Centerapp
./@ TopCenter&pp
4 AppBackgroundColor
‘/ﬂ’rj) AppBackgroundimage
.f@ AppScrolo
./@ LoadApp
‘/{";‘? ReloadApp
.{% OpenURL
.f@ EnterFullScreen .
_ Drag or double did: the action
2:‘6,4 Modified Insert commands above to insert them into
expired your code

The Timer object supports only a single Action Event called expired. The Actions entered here
will be executed when the Timer’s internal counter reaches the specified interval. (See
Understanding Actions and Variables and Action Command Reference for a complete discussion
of the Action Editor and Action Commands.) After the Actions have been executed, the Timer will
be reset and begin counting from zero again unless it has been deactivated. If you do not want
your Timer Action to execute more than once, include a TimerStop command in the Timer’s
Action.

Generate Kindle eBooks with ease
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Line

- Use the Line object to create straight or diagonal lines. To draw a line, click and hold down
the left or right mouse button where you want the line to begin. Drag the cursor to where you

want the line to end and release the mouse button. A line connecting these two points will be
drawn.

Set the attributes for the line’s color, width and style using the Style Panel.

Properties | Style | Hover

w Appearance
CUrgor

stroke Il black
stroke-dasharray | v
stroke-opacity 22

stroke-width 55

You can draw perfectly horizontal or vertical lines by using the Snap to Grid option on the
Options Menu.

Line objects are created using <svg> HTML tag.
Easy EPub and documentation editor

Rectangle

. Use this tool to create solid or hollow rectangular or square shapes. Position the cursor over

your publication where you want the top left corner of your rectangle to begin. Hold down the left
mouse button and drag the cursor to where you would like the opposite corner. When your
rectangle reaches the desired size and shape, release the mouse button.
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Set the attributes for the outline and interior colors using the Style Panel.

Properties | Style | Hover

¥ Appearance
o
fill [] white
fill-opacity
stroke Il black
stroke-dasharray

stroke-linejoin
stroke-opacity

stroke-width 1px

You can draw perfect squares by enabling the Snap to Grid feature on the Options Menu.

Rectangle objects are created using <svg> HTML tag.

Full-featured EBook editor

Ellipse

= Use the Ellipse object to create circle or oval shapes. Position the cursor over your
publication where you want the top left corner of your ellipse to begin. Hold down the left mouse
button and drag the cursor to where you would like the opposite corner. When your ellipse
reaches the desired size and shape, release the mouse button.

Set the attributes for the outline and interior colors using the Style Panel.
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Properties | Style | Howver

 Appearance
CUrsor
fill [] white
fil-opacity E v
stroke Il black
stroke-dasharray
stroke-opacity
stroke-width 1px

You can draw perfect circles by enabling the Snap to Grid feature on the Options Menu.

L. ot ,J Tools  Window  Help

v  Show Button Bar !

g'

v  Show Grid

= Grid Settings...
.3 Add/Remove Pluglns...

Q 5et Preferences...

Ellipse objects are created using <svg> HTML tag.

Easily create Web Help sites

Polygon

- The Polygon object can be used to create many different types of free-form shapes.

To construct a Polygon using the mouse, first select the Polygon icon from the Tool Palette.
Move the mouse cursor to a point in the publication workspace where you want your Polygon to
start. Hold down the left mouse button and drag to draw a line for the first side. When the line
reaches the desired length and position, release the mouse button. Next, move the mouse to the
point where the second side will terminate. A rubberband line will follow the cursor. When the
second side has been correctly positioned, click once with the left mouse button to set the line.
Repeat this step to construct the rest of your shape. (A Polygon must have at least three sides.)

To complete the Polygon, click on the point at which you started. You also can complete the
Polygon by clicking the right mouse button anywhere on the page and NeoBook will connect the
last line to the first automatically.

After defining the initial shape, the Polygon will appear on the screen. When the Polygon object

is selected, small handles will be added to the endpoint of each line. At this point, you can make
changes to the polygon's shape.
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To reposition one of the endpoints, place the mouse cursor over the endpoint's handle. (The
cursor will include a directional arrow when it’s in the correct position.) Hold down the left mouse
button and drag the handle. As you move, the shape will stretch or shrink. When you are
satisfied with the shape, release the mouse button.

Should you need to add another endpoint, position the mouse cursor over the point on the outline
where you would like a new handle and click the left mouse button. (The cursor will include a
plus sign when it passes over a location where a new handle can be added.)

To delete a handle, position the mouse cursor over the unwanted handle. (The cursor will include
a directional arrow when it is in the correct position.) Hold down the Ctrl key, click the left
mouse button and the handle will disappear.

Use the Style Panel to customize the Polygon appeareance (fill color, stroke color, transparency,
stroke width...)

Properties | Style | Hover

w Appearance
Cursor
7 il [] white
fil-opacity
+  =troke Bl #47194B Vi
stroke-dasharray

stroke-linejoin
stroke-opaciy

| stroke-width 1px

Polygon objects are created using <svg> HTML tag.

Easily create Qt Help files

SVGIcon

*=. The SVGIcon object can be used to add a SVG icon from Font Awesome icon library.

Position the cursor over your publication where you want the top left corner of your Icon to
appear. Hold down the left mouse button and drag the cursor to where you would like the
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opposite corner. When your Icon reaches the desired size and shape, release the mouse
button.

You can choose the appropiate icon from the right Properties Panel by selecting or writing the
appropiate icon-name. More than 800 different icons are available.

Take a look at Font Awesome to preview the icons here: https://fontawesome.com/icons?
d=gallery&m=free

You can customize the icons by setting the attributes for the outline and interior colors using the
Style Panel.
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Use the Style Panel to customize the Icon appeareance (fill color, stroke color, transparency,
stroke width...)

| Properties | Style | Hn'.rerl

w Appearance
cursor

fill Il #300144
fillk-opacity

stroke Il black
stroke-dasharray

stroke-linejoin

stroke-width 1px

SVGIcon objects are created using <svg> HTML tag.

Easily create Web Help sites
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Properties Panel

Every object placed on the workspace has some properties you can change using the
Properties Panel placed by default on the bottom right.

The properties vary according to the object but most of them are common to all the objects.
For your convenience and easy access, properties are organized into groups.

Produce electronic books easily

Content

action
auto-start
auto-stop
button-position
caption
checked
corner-radius
enabled
false-value
html

icon
icon-position
id

initial-value
interval

kind

link/href
max-length
max-value
method
min-value
next-caption
place-holder
prev-caption
property-name
size

striped

target
thumb-image
thumb-width
track-height
track-image
true-value
variable
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visible

Easily create Qt Help files

Position

height
The height property sets the height of an object.
left

The left property affects the horizontal position of a positioned element.
The left property sets the left edge of an object to a unit to the left of the left edge of its
Container or Page.

top
The top property affects the vertical position of a positioned element.

The top property sets the top edge of an object to a unit above/below the top edge of its
Container or Page.

width
The width property sets the width of an object.

Free Web Help generator

Alignment

variable

visible

align
margin-bottom
margin-left
margin-right
margin-top

Create cross-platform Qt Help files

Advanced

css-class

Easily create Help documents

Font

color
font-family
font-size
font-style
font-variant
font-weight
text-align
text-decoration
text-shadow
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vertical-align

Background

background-attachment
background-color
background-image
background-position
background-repeat

Border

border-color
border-radius
border-style
border-width
padding-bottom
padding-left
padding-right
padding-top

Appearance

box-shadow
cursor

filter

opacity
overflow-x
overflow-y
transform

Animation

animation-delay

animation-direction
animation-duration
animation-fill-mode
animation-iteration-count

animation-name

animation-timing-function

VisualNEO Web

Easily create PDF Help documents

Easily create EPub books

Easily create EBooks

Create help files for the Qt Help Framework

Free EBook and documentation generator
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Menu Functions

This section contains descriptions of commands found in the Menu Bar at the top of VisualNEO
Web’s screen. Many menu commands also have short cut keys that can be used to access
them more quickly from the keyboard. Click one of the menu topics below for more information
on how to use the commands in the menu:

VisualNED Web

File Edit Arrange Project Page Options Teools Window Help
= =

L

Easily create EPub books

File Menu

Create a new project, open an existing one or save your work from the File menu.

ﬁEdit Arrange  Projec

O Mew.. Ctrl+M
Open... Ctrl+0
Reocpen 3
Save Ctrl+5
Save As...

Close

Close All

B Yol @ o

Print...

X Bt Alt+X

Free PDF documentation generator

Edit Menu

The Edit menu allows you to select common editing commands such as copy, paste, delete...

721147
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Arrange Project Page Options

';ﬁ Undo Property (style) Ctrl+Z
Redo Ctrl+Y
H Cut Ctrl+X
= Copy Ctrl+C
Paste Ctrl+V
[] Delete Del
DE. Duplicate Ctrl+D
Select All Ctrl+A

Produce electronic books easily

Arrange Menu

Use this menu to bring objects to front or send them to back.

Project Page Options Too

E Bring to Front Ctrl+F
E Send to Back Ctrl+B
%4 Align and Distribute...  Ctrl+L

From here it is possible to align and distribute the selected objects too:

Align and Distribute

Harizontal
5 | |Left ¥ [ |Center

Vertical Align Relative to

| Top Page
=e [ Middle @® Selected Objects

we | Bottom

| B

o+ | Space Equally 0K || Cancel |

Easy CHM and documentation editor

Project Menu

The Project menu give you acces to commands to configure, manage and compile your App.
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E Properties... F&
E“ Events...

l%] Subroutines... F12
["b"] Variables...

iiiiiij

File List...

Archive/Backup...

M

Run (fraom start) Fa
Run (from current page) F10

Run In Web Browser 3

€.

L Compile/Publish...

General App properties:

App Properties

General | Size @ Platform Options  Language @ Styles Libraries /Files | Advanced

App Title

Write here your app title
Short Mame (12 characters)
MyApp

Description

This app is awesome

Authar / Publisher
Myself

Version
1.0|

lcan

For bestresults use a multi-resolution 12O file containing icons in a
variety of sizes. lcons must also be perfectly square (128x128 pixels for
example).

App Size properties:
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General | Size | Platform Options  Language Styles | Libraries /Files | Advanced

Workspace / Device Size

ﬁ Custom Size

711 =| x 400

Dynamic Sizing
Auto-size content to fit device widthfe]
Auto-size content to fit device height[f]

Limit Qrientation To
® Portrait or Landscape
Portrait Only

Landscape Only

Center content horizontally in window L4

Hide page scrollbars

oK || Cancel |

Platform options:

App Properties

General | Size | Platform Options | Language | Styles | Libraries / Files | Advanced

Desktop | Web | Mobile

All Desktop Apps
[#):Title Bar / Caption:
Sizeable

Always On Top

Minimum Width / Height
0 =10 =

-

Maximum Width / Height

0 =1 |0 =

- -

Initial Window State
narmal

Windows EXE Apps Only
Maximize Button
Minimize Button
System Menu
Context Menu
Show in Taskbar
Single Instance

Chraome Apps Only
Kiosk Mode

Window 1D

Lpdate URL
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CSS Styles:

App Properties

General | Size | Platform Options | Language @ Siyles | Libraries / Files | Advanced

Customize the appearance of your app by adding your own C33 styles below:
e T
o
mycs3class|
color:red;
padding:SDpxd

0K || Cancel |

Advanced properties:
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App Properties

General  Size | Platform Options | Language  Styles  Libraries /Files | Advanced

Default Metadata = Custom Metadata

Add custom metadata tags to be included in your app’s HTML =head= and =body= elements here. Valid
metadata tags include =meta=, =script=, and <=link= (including COMs).

head | body |

kmeta name="description™ itemprop="descripticn”™ content="Crea ¥ comparte test atra A
<meta id="testViewport' name="viewpcrt' content="width=10&7, user-scalable=nc, max
<meta name="author™ content="5inLics Sclucicones Digitales™:>

<meta name="rchots™ content="index, follow™:

<meta name="keywords"™ content="test,jusgo online,aprender,apredizaje,educacion,edu

N hps iy s S e I R p——
nreli="nreps.//use. Ioncavesome.

<acript src="https://ajax.googleapis.com/ajax/libs/webfont/l.6.26/webfont.ja"></3sc

< i B
‘gcript> -

Syntax and formatting will not be checked for errors, so use this feature with caution.

oK || Cancel

Write eBooks for the Kindle

Page Menu

The Page menu contains usefull commands to manage pages in your publication such as Add,
Copy, Move, Delete...

EEEN Options  Tools !

E,k Goto Page 3
| Add Page
LET Copy Page...
Move Page...

Rename Page...

S

fLTj Delete Page...

What is a Help Authoring tool?

Options Menu

This menu allows you to manage the Grid, Add or remove plugins and set the VisuaINEO Web
preferences.

771147
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TCI-CI-|S Window  Helg

v  Show Button Bar

v  Snap to Grid
v  Show Grid

== Grid Settings...

.3 Add/Remove Pluglns...

% Set Preferences...

Add/Remove Plugins:

PlugIn Manager

Installed Pluglins

@ Draggable

) Date & Time
@ Fancy CheckBox

o Powerdpp
0 Restrict Characters

9 Social Share

0 Restrict Characters
This plugin allows you to restrict 8 Text Input or Text

Area to only accept some specific text characters.

Baszed on:
hitps:fgithub.com/pvoznenkofjguery-allowed-chars-
simple-plugin

By Luiz Hernandez

hitps./ivisualneo.com

info@@sinliog.com

T el e Tl pm i, i, WA

Pluglns are optional external modules that provide additional
functionality to your apps.

Set Preferences:
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Preferences

General | Editors

Interface Language
English =

Launch Language Editor

Startup Options

@ Create a new blank app
Cpen the last edited app
Display the file open dialog

Tool Palette

| Show captions in tool palette
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Preferences
General | Editors

|NenScript JavaScript HTML | C35

Editor elements Fraview

Background comment

Plain Text If [Name] > ™"

Selection Background i&lertﬂcx "Hello [Hame]™ "We
Selection Foreground El;ZtCNEKtPagE

Gutter Background

SoundBuzzer
Gutter Foreground AlertBox "Sorry” "You forgo

Gutter Border FndIf

Actions
Variables
Comments

Element calar Editor font
Courier Mew
Faont size

9

Text attributes

Default Color Scheme

Full-featured EBook editor

Tools Menu

The Tools menu is a place where you can add shortcuts to programs and utilities you find useful
when working in VisualNEO Web. Programs added to the Tools menu can be accessed with a
single mouse click.

E Window  Help

|i__j Configure Tools...

(£) Plugln Generator

Configure Tools

Use this option to add and remove programs and utilities from the Tools menu.

To add a new tool, click the Add button. A Tool Properties screen will appear allowing you to
define the program or utility to be added. Enter the name of the program in the Title field. The title
will appear as a choice under the Tools menu. Next, enter the path and file name in the Program
field. You may find it easier to click the small folder to the right of the Program field and select the
program’s EXE file using a file selector. Finally, if your program requires any special command
line switches, enter those in the Parameters field. In addition to program specific command line
options, you may incorporate any of the special codes below into the Parameter field:
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%0
The path and file name of the currently selected object (if any). For example, if the selected
object is a Picture, then %o will represent the name of the image file assigned to the Picture.

%F
The Full path and file name of the current publication.

%P
The drive and folder where the current publication resides

%N
The file name only of the current publication.

For example, to load the current publication into Windows Notepad, your Tool Properties
screen would look like this:

Tool Properties
Mame

Motepad

Program (path + file)

CiWindows\System32inotepad. exe

Parameters (optional)
Ty

For most applications you must surround file names, or in this case the special codes, with
double quotes. Otherwise, spaces in the file name will confuse the application and your file won't
load.

/ You can modify an existing tool by clicking the tool’s name in the list, then clicking the Edit
button. The Tool Properties screen will appear, allowing you to make changes.

A tool that is no longer needed can be removed from the list using the Delete button. This
function doesn’t actually remove the program from your computer, just from VisuaINEO Web’s
Tools menu.

Write EPub books for the iPad

Window Menu

The Window menu is intended to arrange windows from different projects.
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[T] Tile Vertical
E Tile Hornzontal

% Cascade

[C] Center Page in Window

v 1 Untitled (717x300)*

Create HTML Help, DOC, PDF and print manuals from 1
single source
Help Menu

The Help menu gives access to some interesting help resources, including the support forum
and support contact email.

® Help F1

'+ VisualNeo Home Page

‘g Support Forum
[ Contact Technical Support...

[gl About.. F2

Easy EBook and documentation generator

Action Command Reference

This section contains descriptions of Action commands that can be assigned to objects and
pages. Many of these Actions are straightforward and easy to use, others are designed to
perform more complex tasks and are intended for experienced users. In order to better
understand the concepts discussed here, it is recommended that you read Understanding
Actions and Variables first.

Alphabetical list of Action commands:

A

Free Web Help generator
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App
CenterApp

Purpose: Centers the App on the screen horizontally and vertically.
Category: App

Syntax: CenterApp

Example: Cent er App

TopCenterApp

Purpose: Centers the App horizontally at the top of the screen.
Category: App

Syntax: TopCenterApp

Example: TopCent er App

AddCSS

Purpose: Inject CSS code into your App.
Category: App

Syntax: AddCSS "CSS content"
CSS content
Any CSS code. Clasess etc.

Example: AddCSS ". nmycl ass{col or:red}"

AppPosition
Purpose: Set the App horizontal and vertical position relative to the Web Browser Window or device
screen.
Category: App
Syntax: AppPostion "vertical position" "horizontal position"

Example: AppPosition "top" left"

AppBackgroundColor

Purpose: Changes the Background Color surrounding the App limits.
Category: App

Syntax: AppBackgroundColor "color name"
color name
A color on any valid HTML5 format:
#ff5432
rgb(12,34,67)
rgba(12,34,67,.5)

Example: AppBackgroundCol or "rgb(12,132,64)"

AppBackgroundimage

Purpose: Sets a full screen App background image.
Tip: Use an invisible image object to load and store the image.

Category: App



Syntax: AppBackgroundIimage "image object"
image object
An image object previously added to the Work Sapace you want to become your App
background image.

Example: AppBackgr oundl mage " myBackgr oundl mage"

AppScrollTo
Purpose: Scroll the document to the given horizontal and vertical position.
Category: App
Syntax: AppScrollTo topDistance leftDistance
topDistance
The distance from the top of the app to scroll to in pixels.
leftDistance

The distance from the left side of the app to scroll to in pixels.
Example: AppScrol | To 400 0O
SetResponsivePages
Purpose: Set de entry page for each device screen size.

UPDATE: Since version 21.4 VisualNEO Web supports responsive designs and this command
should only be used in special situations.

Category: App

Syntax: SetResponsivePages "Pagel" "Page2" "Page3" "Page4"
Pagel
Page name for large screen sizes > 1024px (Desktop).
Page2
Page name for medium screen sizes 768px - 1024px (Tablet).
Page3
Page name for small screen sizes 461 - 767px (Tablet).
Page4

Page name for medium screen sizes 320px - 480px (Mobile).
Example: Set Responsi vePages "Pagel" "Page2" "Page3" "Page4"

Notes: You can define different sizes for each page adding a custom CSS in
Project > Proterties > Styles. For example:

#Pagel{
wi dt h: 320px;
hei ght : 200px;
}
#Page2{
wi dt h: 480px;
hei ght : 250px;
}
#Page3{
wi dt h: 768px;
hei ght : 400px;
}
#Page4{

wi dt h: 1024px;
hei ght : 650px;
}



DisableTextSelection

Purpose: Disable text selction by user on entire App
Category: App

Syntax: DisableTextSelection

Example: Di sabl eText Sel ecti on

GetSelectedText

Purpose: Get the user selected text into a variable
Category: App

Syntax: GetSelectedText "variable"
variable
Variable to store result.

Example: Get Sel ect edText [nyVar]

LoadApp

Purpose: Replaces the current App loading a new one
Category: App

Syntax: LoadApp "new app url"
new app url
The internet URL where the app to load is published.

Example: LoadApp "https://nydomain. coni nmyapp"

ReloadApp

Purpose: Reloads the current App in the WebBrowser.
Category: App

Syntax: ReloadApp

Example: Rel oadApp

ScaleApp

Purpose: Scale the whole app by a scale factor.
Category: App

Syntax: ScaleApp

Example: Scal eApp 2

OpenURL

Purpose: Open a URL in a new tab or window.
Category: App
Syntax: OpenURL "url"

url
The internet URL adress to open.

Example: penURL "https://sinlios.cont

GetAppURL



Purpose: Returns full App URL (https://example.com/path/index.html)
Category: App

Syntax: GetAppURL [result var]

Example: Get AppURL [ nyvar]

GetAppPath

Purpose: Returns current URL path (/path/index.html)
Category: App

Syntax: GetAppPath [result var]

Example: Get AppPat h [ myvar]

GetAppBaseURL

Purpose: Returns App base URL (https://example.com)
Category: App

Syntax: GetAppBaseURL [result var]

Example: Get AppBaseURL [ nyvar]

GetURLParameter

Purpose: Gets the value from a URL parameter (mydomain.com?
parameterl=valuel&parameter2=value2)

Category: App
Syntax: GetURLParameter "parameter name" [result var]
Example: Get URLPar aneter "paraneterl1l" [myvar]

ChecklInternetConnection

Purpose: Determine if this device is connected to the Internet by checking a URL
Category: App

Syntax: ChecklInternetConnection "URL" milliseconds "succesSubroutine" "errorSubroutine"
URL
URL to check
milliseconds
Milliseconds to wait for response
successSubroutine
Subroutine to execute on success
errorSubroutine

Subroutine to execute on error

Example: Checkl nt er net Connection "https://google.com 10000 "succesSubroutine"
“error Subroutine"

IsOnline
Purpose: Returns true if the device is online or false if it's not. This command ask to the web browser
navigator object to get the information.
Category: App
Syntax: IsOnline [result var]



Example:

IsOnline [myvar]

EnterFullScreen

Purpose:
Category:
Syntax:
Example:

Enters full screen mode (same effect than pressing F11 in the WebBrowser).
App

EnterFullScreen

Ent er Ful | Scr een

ExitFullScreen

Purpose: Exists full screen mode (previously opened with EnterFullScreen).
Category: App
Syntax: ExitFullScreen
Example: Exi t Ful | Screen
SetAppTitle

Purpose: Set the App title.

Use it on page-enter to improve per page SEO
Category: App
Syntax: SetAppTitle "title"

title

App/page title text (50 - 60 characters is recommended for better SEO)

Example: Set AppTitle "Wl cone page"

SetAppDescription

Purpose:

Category:
Syntax:

Example:

Set the App description.
Use it on page-enter to improve per page SEO

App

SetAppDescription "description”
description
App/page description text (50 - 160 characters is recommended for better SEO)

SetAppDescription "This is the application/page description text. It allows to show a
descriptive text on Google search and other search engines results"

NeoScriptJS

Purpose:

Category:
Syntax:
Example:

Allow acces to NeoScript subroutines from JavaScript (neosubroutine.subroutineName(param)

UPDATE: This command is no longer needed. Use $scope. subrouti neNane(paran); insteac

App
NeoScriptTolS
NeoScri pt ToJS

Create cross-platform Qt Help files
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PWA

ResizeDesktopWindow

Purpose: Resize a Desktop installed PWA window. Otherwise it has no effect.
Category: PWA
Syntax: ResizeDesktopWindow width height
width
Window width
height
Window height
Example: Resi zeDeskt opW ndow 320 480
IsInstalled
Purpose: Returns true if the PWA is installed, otherwise returns false.
Category: PWA
Syntax: IsInstalled [result var]
result var
Variable to store the user response.
Example: Islnstalled [nyvar]
Generate EPub eBooks with ease
Navigation
GotoPage
Purpose: Jump to a specific page in the publication.
Category: Navigation
Syntax: GotoPage "page title"
page title
The title of the page to display.
Example: Got oPage " Contents"
GotoPageNum
Purpose: Jump to a specific page number.
Category: Navigation
Syntax: GotoPageNum "page number"
page number
The number of the page to display. The first page is “1”.
Example: Got oPageNum " 20"
GotoPrevPage
Purpose: Jump to the previous page in the publication.
Category: Navigation
Syntax: GotoPrevPage

Example:

Got oPr evPage
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GotoNextPage

Purpose: Jump to the next page in the publication.
Category: Navigation

Syntax: GotoNextPage

Example: Got oNext Page

GotoFirstPage

Purpose: Jump to the publication’s first page.
Category: Navigation

Syntax: GotoFirstPage

Example: Got oFi r st Page

GotoLastPage

Purpose: Jump to the publication’s last page.
Category: Navigation

Syntax: GotoLastPage

Example: Cot oLast Page

Easily create iPhone documentation

Conditional
If
Purpose: Change the flow of script execution, based on the results of a simple comparison of two

items. When the statement is True, execution continues until an “EndIf” or “Else” Action is
encountered. Otherwise, execution begins with the first line following the next
“Else” (optional) or “EndIf” command.

Category: Conditional

Syntax: If "first item" operator "second item"
first item
The first item to compare. Can contain text, numbers, math expression, variables, etc.
operator

One of the following:

First item is equal to second item.

First item is less than second item.

First item is greater than second item.

First item is not equal to second item.

First item is less than or equal to second item.

First item is greater than or equal to second item.
= Exactly equal to (both the value and variable type match)
I== Exactly not equal to

VA'ITV/\
n

second item
The second item to compare. Can contain text, numbers, math expression, variables, etc.
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Example:

IfEx

Purpose:

Category:

Syntax:

Example:

The following example examines the contents of the variable [Name]. If [Name] is empty an
error message appears, otherwise, the next page is displayed:

If [Nane] == ""
AlertBox "Error!"™ "I don’t know your nane." ""
El se
Got oNext Page
Endl f

You can also use If to detect the correct entry of a password:

If [Password] == "Bravol72"

Got oNext Page
El se

AlertBox "Error!" "The password is incorrect.” ""
Endl f

Change the flow of script execution based on the result of a complex expression. This is an
advanced version of the standard If Action. When the statement is True, execution
continues until an “EndIf” or “Else” Action is encountered. Otherwise, execution begins with
the first line following the next “Else” (optional) or “EndIf” command.

Conditional
IfEx "expression”

expression

A basic expression consists of three elements - two items to be compared separated by a
special operator. For example:

"item operator itent

The two items can be text, numbers, math expressions, variables, etc. The operator must
be one of the following:

First item is equal to second item.

< First item is less than second item.

> First item is greater than second item.

I= First item is not equal to second item.

<= First item is less than or equal to second item.
>=  First item is greater than or equal to second item.

== Exactly equal to (both the value and variable type match)
== Exactly not equal to

For example, the following expression compares the variable [City] to "Madrid” or to
"Chicago":

IfEx [city] == "Madrid" or [city]=="Chicago"
To find out if [city] equals "Madrid” and another variable [name] also equals “John”:
IfEx [City] == "Madrid" and [Nane] == "John"

For extremely complex statements you may want to use “(* and “)” to make sure
expressions are evaluated in the correct order.

I fEx [account] == "Guest" or ([account] == "Adm n" and [nane] == "John")
Cot oPage "Wl come”



While

Purpose:

Category:
Syntax:

Example:

WhileEx

Purpose:

Category:
Syntax:

Example:

ExitWhile

Purpose:

El se
AlertBox "Error!" "The account is incorrect.’
Endl f

Repeat a series of Actions until a specified condition is no longer valid. Any Actions between
the While and its matching EndWhile statement will continue to execute until the specified
condition is no longer true.

Conditional

While "first item" "operator" "second item"

first item
The first item to compare. Can contain text, numbers, math expression, variables, etc.

operator

One of the following:

First item is equal to second item.

< First item is less than second item.

> First item is greater than second item.

I= First item is not equal to second item.

<= First item is less than or equal to second item.
>=  First item is greater than or equal to second item.

== Exactly equal to (both the value and variable type match)
== Exactly not equal to

second item
The second item to compare. Can contain text, numbers, math expression, variables, etc.

In the following example, the variable [count] is increased from its iniatial value of 0 to 100,
one by one.

SetVar [count] O
While [count] < 100

SetrVvar [Count] [count]+1
EndWi | e

Repeat a series of Actions until a specified condition is met. This is an advanced version of
the standard While Action.

Conditional
WhileEx "expression”
expression
The expression to be evaluated. See IfEx for information about constructing expressions.
WhileEx [x] >0 and [y] > O
Setvar [x] [x]-1
SetVar [y] [vy]-1
EndWhi | e

Exit the current While/WhileEx/EndWhile block. Execution continues with the Action following
the next EndWhile statement.



Category: Conditional

Syntax: ExitWhile
Example: SetVar "[nane]" ""
Wiile [name] == ""
jsPronpt "Enter your nane:" "" [nane]
If [name] == "Adm nistrator"
Cot oPage " Set up”
Exi t Wi | e
Endl f
EndWhi | e
Continue
Purpose: Jumps over the itaration in the loop.
Category: Conditional
Syntax: Continue
Example: The following example will show an AlertBox for each number from 1 to 5 except for number :
Loop 1 5 [counter]
If [counter] "==" 3
Cont i nue
Endl f
Al ertBox "Current Loop" "[counter]" ""
EndLoop
Loop
Purpose: Repeat a group of Actions a specified number of times.
Category: Conditional
Syntax: Loop "start value" "stop value" "variable counter"

start value
The starting value for the loop.
stop value
The ending value for the loop.
variable counter
The name of the variable to use as a counter. (Required)

Actions between the Loop and EndLoop statements will execute the humber of times it takes
to increment the counter variable from start to stop.

Example: The following example reads and displays the first five lines of a file:
Loop 1 5 [counter]

Al ertBox "Current Loop" "[counter]”
EndLoop

LoopObject

Purpose: Loop through all properties in a JSON object.
Category: Conditional

Syntax: LoopObject [variable name] [json object]
variable name
Variable to store properties.

json object



Example:

ExitLoop

Purpose:

Category:
Syntax:
Example:

Wait
Purpose:
Category:
Syntax:
Example:

Return
Purpose:
Category:
Syntax:
Example:

Refresh
Purpose:

Category:
Syntax:
Example:

The JSON object.

The following example reads and displays in a Container Object all the properties in a JSON
object:

Creat eEnpt yOhj ect [ nyobj ect]
Set Var [myobject. nane] "Peter"
Set Var [nyobj ect.age] 34
Set Var [ nyobject.country] "Germany"
LoopOhj ect [property] [myobject]
Get bj ect HTML " Cont ai ner 1" [content]
Set bj ect HTML "Cont ai ner1" "[content][ property] <br>"
EndLoop

Exit the current Loop/EndLoop block. Execution continues with the Action following the next
EndLoop statement.

Conditional
ExitLoop

Loop 1 100 [ Count]
Random 100 [r]
If [r] > 75

Exi t Loop
Endl f
EndLoop

Postpone the execution of a group of actions for a specified number of milliseconds.
Conditional

Wait

VWit 1000

Al ert Box "Warning" "This nessage will show after one seocnd"
EndWai t

Exit the current script or subroutine.
Conditional

Return

Ret urn

Force the screen to redraw itself. Used to provide visual feedback during loops or when you
need instant variable value representation on screen.

Conditional
Refresh
Ref resh

Easily create CHM Help documents
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Messages
JSAlert

Purpose: Display a simple JavaScript alert box containing a custom message. The user must to click
"OK" to proceed.

Category: Messages

Syntax: jsAlert "message"
message
Message to show in the alert box.
Example: jsAlert "Hello from Vi sual NEO Wb!"
JSConfirm
Purpose: Display a simple JavaScript confirmation box. The user must click either "OK" or "Cancel" to
proceed.

Category: Messages
Syntax: jsConfirm "confirmation message" [result var]
confirmation message
Message asking for confirmation to the user.
result var
Variable to store the user response.

Example: jsConfirm "Are you sure?" [nyvar]
JSPrompt
Purpose: Display a simple JavaScript input box and request that the user enter a value before
proceeding.
Category: Messages
Syntax: jsPrompt "question" "prefilled answer" [result var]
question

Question the user must answer.

prefilled answer
Optional prefilled value for the answer.

result var
Variable to store the user response.
Example: jsPronpt "What's your prefered software?" "Visual NEO' [userAnswer]
AlertBox
Purpose: Display a themed dialog box containing a title, message and an OK button.

Category: Messages

Syntax: AlertBox "message tittle" "message text" "subroutine name"
message tittle
Title for the dialog box.

message text
Main message text.

subroutine name
Optional subroutine to execute when the dialog box is closed.

Example: AlertBox "Greetings" "Hello world!" "nysubroutine"



MessageBox

Purpose:

Category:
Syntax:

Example:

Exit

Purpose:

Category:
Syntax:

Example:

Display a themed dialog message box with a custom message and buttons. To determine
which button was clicked, create a Subroutine with a single integer parameter. This
parameter will contain the number of the selected button (1 for first, 2 for second... or zero
for none).

Messages

MessageBox "message title" "message text" "buttonl text|button2 text|button3 text..."
"subroutine name"
message tittle

Title for the dialog box.

message text
Main message text.
buttonl text|button2 text|button3 text...
Buttons caption text separated with a | (Alt Gr -1) character.
subroutine name
Subroutine to execute when the dialog box is closed where the answer will be sent.

MessageBox "Col ors” "Choose a color" "Red| G een|Blue" "mySubroutine”

Close the application with an optional confirming dialog box. Note: Some browsers and
devices will not allow an app to close itself. However, this does work well with Windows exe

apps.
Messages

Exit "message text"
message text
Confirmation message text.

Exit "d ose App?"

Easily create PDF Help documents

Custom Dialogs

OpenDialog
Purpose: Display a custom dialog box.
Category: Custom Dialogs
Syntax: OpenDialog "dialog id"
dialog id
A dialog id you have created in the upper right "Dialogs" tab.
Example: OpenDi al og " MyDi al og"

CloseDialog

Purpose:
Category:
Syntax:
Example:

Close a custom dialog box previously opened with OpenDialog.
Custom Dialogs

CloseDialog

Cl osebDi al og

Qt Help documentation made easy
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Drawing

Drawing commands allow to add SVG drawings on run time.

Each draw command will generate a new drawing object you can later manipulate.

Most of the general Objects commands will work with drawing commands, so you can add
events to them or change their position and how they look using SetObjectAttribute
command.

DrawRect

Purpose: Draw a rectangle.
Category: Drawing.
Syntax: DrawRect "RectangleObject" "rectName" "x" "y" "width" "height" "stroke" "stroke-width" "fill"

RectangleObject
A Rectangle Object to serve as a drawing canvas.

rectName
Name for the rectangle (optional, will allow to programmatically modify it later)

Top left x coordinate
y

Top left y coordinate
width

Rectangle width
height

Rectangle height
stroke

Stroke color
stroke-width

Stroke with
fill

Fill color

Example: Dr awRect "Rectanglel"® "nmyrect" "20" "30" "150" "80" "red" "2" "blue"

DrawCircle
Purpose: Draw a circle.
Category: Drawing.
Syntax: DrawCircle "Rectangle Object" "circleName" "cx" "cy" "r" "stroke" "stroke-width" "fill"
RectangleObject
A Rectangle Object to serve as a drawing canvas.
circleName

Name for the circle (optional, will allow to programmatically modify it later)
cx

Circle center x coordinate
cy

Circle center y coordinate
r

radius
stroke

Stroke color
stroke-width

Stroke with
fill



Fill color

non

" 40u

"blue" "2" "red"

DrawEllipse "Rectangle Object" "ellipseName" "cx" "cy" "rx" "ry" "stroke" "stroke-width" "fill"

"40" "80" "blue" "2" "red

Example: DrawCircle "Rectanglel"” "circlel” "50" "50"
DrawEllipse
Purpose: Draw an ellipse.
Category: Drawing.
Syntax: o
RectangleObject
A Rectangle Object to serve as a drawing canvas.
ellipseName
Name for the ellipse (optional, will allow to programmatically modify it later)
cx
Ellipse center x coordinate
cy
Ellipse center y coordinate
rx
Ellipse horizontal radius
ry
Ellipse vertical radius
stroke
Stroke color
stroke-width
Stroke with
fill
Fill color
Example: DrawEl | i pse "Rectanglel” "ellipsel® "100" "80"
DrawLine
Purpose: Draw a line.
Category: Drawing.
Syntax: DrawlLine "RectangleObject" "lineName" "x1" "y1" "x2" "y2" "stroke" "stroke-width"

Example:

RectangleObject

A Rectangle Object to serve as a drawing canvas.

lineName

Name for the line (optional, will allow to programmatically modify it later)

x1

Initial point x coordinate
y1

Initial point y coordinate
X2

Final point x coordinate
y2

Final point y coordinate
stroke

Stroke color
stroke-width

Stroke with

DrawLi ne "Rectanglel” "linel" "10" "10"

"120"

"80" "red" "2"



DrawPolyLine

Purpose: Draw a polyline (any shape with straight lines)
Category: Drawing.
Syntax: DrawPolyLine "Rectangle Object" "polylineName" "points" "stroke" "stroke-width"
RectangleObject
A Rectangle Object to serve as a drawing canvas.
polylineName
Name for the polyline (optional, will allow to programmatically modify it later)
points
Comma separted points coordinates (x,y pairs: x1,y1,y2,y2,x3,y3...)
stroke

Stroke color
stroke-width
Stroke with

Example: Dr awPol yLi ne "Rectangl el" "polylinel® "10, 10, 100, 10, 100, 100, 10, 10" "red" "2"

DrawPolygon

Purpose: Draw a polygon (closed shape with straight lines)
Category: Drawing.
Syntax: DrawPolygon "Rectangle Object" "polylineName" "points" "stroke" "stroke-width" "fill"
RectangleObject
A Rectangle Object to serve as a drawing canvas.
polygonName
Name for the polygon (optional, will allow to programmatically modify it later)
points
Comma separted points coordinates (x,y pairs: x1,y1,x2,y2,x3,y3...)
stroke

Stroke color
stroke-width
Stroke with
fill
Fill color
Example: Dr awPol ygon "Rectangl el" "pol ygonl" "10, 10, 100, 10, 100, 100, 10, 10" "red" "2" "y

DrawPath
Purpose: Draw a complex path using drawing commands
Category: Drawing.
Syntax: DrawPath "RectangleObject" "drawpathName" "d" "stroke" "stroke-width" "fill"
RectangleObject
A Rectangle Object to serve as a drawing canvas.
drawpathName

Name for the path (optional, will allow to programmatically modify it later)
d



Draw commands.
The following commands are available for path data:

M = moveto

L = lineto

H = horizontal lineto
V = vertical lineto

C = curveto
S = smooth curveto
Q = quadratic Bézier curve

T = smooth quadratic Bézier curveto
A = elliptical Arc
Z = closepath

Note: All of the commands above can also be expressed with lower letters. Capital letters
absolutely positioned, lower cases means relatively positioned.

stroke
Stroke color

stroke-width

Stroke with
fill
Fill color
Example: DrawPat h "Rectangl el" "pathl" "ML50,0 L75,200 L225,200 Z' "red" "2" "yell ow'
More Info: https://css-tricks. conlsvg-path-syntax-illustrated-guide/
Drawlmage
Purpose: Draw an image from an external source file (.svg .jpg or .png)

Category: Drawing.
Syntax: DrawImage "rectangleObject" "imageName" "imageSourceFile" "x" "y" "width" "height"
RectangleObject
A Rectangle Object to serve as a drawing canvas.
imageName
Name for the image (optional, will allow to programmatically modify it later)
X

Top left x coordinate

y
Top left y coordinate

width

Image width
height

Image height

Example: DrawRect "Rectanglel" "nyrect" "c:\nyinages\picture.svg" "20" "30" "250" "200

DrawText

Purpose: Draw a text into a specific coordinate with some style properties
Category: Drawing.

Syntax: DrawText "rectangleObject" "textName" "Text" "x" "y" "fill" "font-size" "font-family
RectangleObject

angle"
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A Rectangle Object to serve as a drawing canvas.

textName

Name for the text (optional, will allow to programmatically modify it later)

Text
Text to write

Bottom left x coordinate
y

Bottom left y coordinate
fill

Fill color
font-size

Font size (20px...)
font-family

Font family (verdana, arial, times new roman...)

angle
Angle in degrees

Note: Use SetObjectCSS and AddClass commands for further text styling

n lon

Example: DrawText "Rectanglel" "textl" "Hello world!"
DrawClear
Purpose: Delete any drawing in a Rectangle object
Category: Drawing.
Syntax: DrawClear "rectangleObject"
RectangleObject
A Rectangle Object that serves as a drawing canvas.
Example: DrawCl ear "Rectangl el”

SetViewBox

Purpose:

Category:
Syntax:

Example:

Set the position and dimension of the SVG viewport.

" 50||

"red"

" 30px"

It allows to zoom in and zoom out the whole drawing or clipping a selection.

Drawing.

SetViewBox "rectangleObject" "x" "y" "width" "height"

RectangleObject

A Rectangle Object that serves as a drawing canvas.

X
View box top left x coordinate
y
View box top left y coordinate
width
View box width
height
View box height

Set Vi ewBox "Rectanglel” "0" "O0" "300"

" 300"

" 45



RestoreViewBox

Purpose: Restore the position and dimension of the SVG viewport.
Returns to normal zoom and image clipping.
Category: Drawing.
Syntax: RestoreViewBox "rectangleObject"
RectangleObject
A Rectangle Object that serves as a drawing canvas.
Example: Rest or eVi ewBox "Rectangl el”
Full-featured multi-format Help generator
Events
OnKeyDown
Purpose: Detect a KeyDown event and executes a given subroutine sending the keycode to it. To
determine which key was pressed, create a Subroutine with a single integer parameter. This
parameter will contain the number of the pressed key (37 right arrow, 38 up arrow...).
Category: Events
Syntax: OnKeyDown "subroutine name"
subroutine name
The name of the subroutine to execute each time a key is pressed.
Example: OnKeyDown " MySubr outi ne"
RemoveOnKeyDown
Purpose: Remove an event previously set with OnKeyDown
Category: Events
Syntax: RemoveOnKeyDown
Example: RenoveOnKeyDown
OnMouseEvent
Purpose: Detect a Mouse event and executes a given subroutine. You can determine which object fire
the subroutine by using the GetThisObjectName command inside the subroutine.
This way you can use a single subroutine to manage many different objects.
It's possible to attach events to design time objects, run time duplicated objects and drawin
objects.
Category: Events
Syntax: OnMouseEvent "object name" "event name" "subroutine name"

object name
The object to attach the event to.
event name

One of the following mouse events:
click,dblclick,mousedown,mouseup,mousemove, mouseover,mouseout, mouseenter,
mouseleave,select,wheel,contextmenu or scroll

subroutine name
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Subroutine to execute whenever the event happens on the given object.

Example: OnMbuseEvent " Container1" "click" "mysubroutine"
RemoveOnMouseEvent
Purpose: Remove an object mouse event previously set with OnMouseEvent

Category: Events

Syntax: RemoveOnMouseEvent "object name" "event name"

object name
The object to attach the event to.
event name

One of the following mouse events:
click,dblclick,mousedown,mouseup,mousemove, mouseover,mouseout, mouseenter,
mouseleave,select,wheel,contextmenu or scroll

Example: RenoveOnMbuseEvent " Container1" "click"
OnDocumentReady
Purpose: The document ready event occurs when the DOM (document object model) has been loaded

and it's save to use any script over any object.
This command executes a given subroutine once the document ready event occurs.

Category: Events

Syntax: OnDocumentReady "subroutine name"
subroutine name
The name of the subroutine to execute when the document is ready.

Example: OnDocunent Ready " MySubroutine”

OnWindowResize

Purpose: Call a subroutine whenever the browser window is resized.
Category: Events
Syntax: OnWindowResize "subroutine name"

subroutine name
The name of the subroutine to execute when the browser window is resized.

Example: OnW ndowResi ze " MySubroutine"

RemoveOnWindowResize

Purpose: Delete the on window resize event previously set with OnWindowResize.
Category: Events

Syntax: RemoveOnWindowResize

Example: RenmpbveOnW ndowResi ze

GetThisObjectName

Purpose: Get the name of the object that fired the current event.
Use this command only within a subroutine called from an event.

Category: Events



Syntax:

Example:

GetThisObjectName "[result var]"
result var
Variable to store the result.

Get Thi sObj ect Nane  "[t heObj ect Nane] "

These event related commands can be found in their corresponding sections:

OnVideoEvent

OnAudioEvent

OnLoadSuccess

OnLoadError

OnLoadEnd
RemoveOnloadSuccess

RemoveOnloadError

RemoveOnloadEnd

Forms

Easily create CHM Help documents

FormSubmit

Purpose: Sends the content in a Form Object to a URL
Category: Forms
Syntax: FormSubmit "form id" "url"
form id
A Form Object id already in the Work Space.
url
A target url with a server side script to process the content sent.
Example: FornmBubmit "MyForm' "https://nydonmai n. com nyapp/ myscript. php"
FormReset
Purpose: Clear all the content entered in a form.
Category: Forms
Syntax: FormReset "form id"
form id
A Form Object id already in the Work Space.
Example: For mReset " MyFornt
iPhone web sites made easy
Multimedia

PlaySound
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Purpose: Sends the content in a Form Object to a URL
Category: Multimedia

Syntax: PlaySound "music file" loop
music file
A compatible music file to play (.mp3 recomended).
loop

A boolean value (true or false) for repeating the sound continuosly.
Example: Pl aySound "nynusic. np3" false

StopSound
Purpose: Stop individual or all playing sound files started with PlaySound. Leave the file name
parameter blank to stop all sounds.
Category: Multimedia

Syntax: StopSound "file name or URL of audio"
file name or URL of audio
The sound to stop. Leave blank to stop all sounds.

Example: St opSound " nmynusi c. np3"

SoundBeep
Purpose: Plays a beep sound.
Category: Multimedia
Syntax: SoundBeep
Example: SoundBeep

CreateVideoPlayer

Purpose: Create a video (mp4) player inside a Container.
Category: Multimedia
Syntax: CreateVideoPlayer "object name" "file name" playcontrols autoplay loop muted
object name
The name of an existing Container object.
file name

Complete .mp4 file path or URL.
If you choose a file from your local hard drive, it will be copied automatically to the Build F
once your project is compiled.

playcontrols
Show or hide play controls (true or false).
autoplay
Set autoplay (true or false).
loop
Loop video when finished (true or false)
muted
No sound (true or false)
Example: Creat eVi deoPl ayer "Contai ner1" "c:\myvideos\nyvideo.nmp4" true false false fal

VideoPlayerPlay



Purpose: Play a video previosly created with CreateVideoPlayer
Category: Multimedia
Syntax: VideoPlayerPlay "object name"
object name
The name of the Container object where the Video Player has been created.

Example: Vi deoPl ayer Pl ay " Cont ai ner1"

VideoPlayerPause

Purpose: Pauses a video previosly created with CreateVideoPlayer
Category: Multimedia
Syntax: VideoPlayerPause "object name"
object name
The name of the Container object where the Video Player has been created.

Example: Vi deoPl ayer Pause " Cont ai ner 1"

VideoPlayerStop

Purpose: Stop a video previosly created with CreateVideoPlayer
Category: Multimedia
Syntax: VideoPlayerStop "object name"
object name
The name of the Container object where the Video Player has been created.

Example: Vi deoPl ayer Stop " Cont ai ner 1"

VideoPlayerSetCurrentTime

Purpose: Set video position in seconds
Category: Multimedia

Syntax: VideoPlayerSetCurrentTime "object name" "seconds"
object name

The name of the Container object where the Video Player has been created.
seconds

Number of seconds from the begining

Example: Vi deoPl ayer Set Current Tine "Containerl" 5

VideoPlayerGetCurrentTime

Purpose: Get video position in seconds
Category: Multimedia
Syntax: VideoPlayerSetCurrentTime "object name" [var name]
object name
The name of the Container object where the Video Player has been created.
var name
Variable to store the value.
Example: Vi deoPl ayer Get Current Tine " Contai ner1" [nyvar]



VideoPlayerSetVolume

Purpose: Set the video sound volume percentage
Category: Multimedia
Syntax: VideoPlayerSetVolume "object name" percentage
object name
The name of the Container object where the Video Player has been created.
percentage
Sound volume percentage value (0-100).
Example: Vi deoP! ayer Set Vol unme " Contai ner1" 60

VideoPlayerSetSrc

Purpose: Set the video player source file (.mp4)
Category: Multimedia
Syntax: VideoPlayerSetSrc "object name" "file name"
object name
The name of the Container object where the Video Player has been created.
file name

Complete .mp4 file path or URL.
If you choose a file from your local hard drive, it will be copied automatically to the Build
Folder once your project is compiled.

Example: Vi deoPl ayer Set Src  "Contai ner1" "c:\nyvideos\nyvideofil e. np4"

VideoPlayerSetPlaybackRate

Purpose: Set the playback speed (0.5 half speed, 2 double...)
Category: Multimedia
Syntax: VideoPlayerSetPlaybackRate "object name" rate
object name
The name of the Container object where the Video Player has been created.
rate
rate number (0.5 half speed, 2 double speed...)
Example: Vi deoPl ayer Set Pl aybackRat e " Contai ner1" 2

VideoPlayerSetProperty

Purpose: Set any of the video player properties on or off
Category: Multimedia

Syntax: VideoPlayerSetProperty "object name
object name

mn

property name" value

The name of the Container object where the Video Player has been created.
property name

One of the valid videoplayer properties: autoplay, controls, loop, muted
value

true or false



Example: Vi deoPl ayer Set Property "Containerl" "controls" true

VideoPlayerGetProperty

Purpose: Get any of the video player properties value
Category: Multimedia

nn

Syntax: VideoPlayerGetProperty "object name" "property hame" [var name]
object name
The name of the Container object where the Video Player has been created.
property name
One of the valid videoplayer properties: autoplay, controls, loop, muted
var name

Variable to store the value.

Example: Vi deoPl ayer Cet Property "Containerl" "controls" [nmyvar]
OnVideoEvent
Purpose: Set the subroutine to execute when a video event occurs

Category: Multimedia
Syntax: OnVideoEvent "object name" "video event" "subroutine name"
object name
The name of the Container object where the Video Player has been created.
video event

One of the valid video events:

canplay: Fires when the browser can start playing the audio/video

canplaythroug: Fires when the browser can play through the audio/video without stoppi
loadstart: Fires when the browser starts looking for the audio/video

ended: Fires when the current playlist is ended

error: Fires when an error occurred during the loading of an audio/video

pause: Fires when the audio/video has been paused

play: Fires when the audio/video has been started or is no longer paused

seeking: Fires when the user starts moving/skipping to a new position in the audio/video
timeupdate: Fires when the current playback position has changed

waiting: Fires when the video stops because it needs to buffer the next frame

subroutine name
Name of the subroutine to execute.

Example: OnVi deoEvent " Containerl1" "ended" "nmnysubroutine"

CreateAudioPlayer

Purpose: Create an audio (mp3) player inside a Container.
Category: Multimedia
Syntax: CreateAudioPlayer "object name" "file name" playcontrols autoplay loop
object name
The name of an existing Container object.
file name

Complete .mp3 file path or URL.
If you choose a file from your local hard drive, it will be copied automatically to the Build F
once your project is compiled.



playcontrols
Show or hide play controls (true or false).

autoplay
Set autoplay (true or false).
loop
Loop video when finished (true or false)
Example: Cr eat eAudi oPl ayer "Container1" "c:\nmynusic\myaudi o.np3" true false false

AudioPlayerPlay

Purpose: Play an audio previosly created with CreateAudioPlayer
Category: Multimedia
Syntax: AudioPlayerPlay "object name"
object name
The name of the Container object where the Audio Player has been created.

Example: Audi oPl ayer Pl ay "Contai ner1"

AudioPlayerPause

Purpose: Pauses an audio previosly created with CreateAudioPlayer
Category: Multimedia

Syntax: AudioPlayerPause "object name"
object name
The name of the Container object where the Audio Player has been created.

Example: Audi oPl ayer Pause " Cont ai ner 1"

AudioPlayerStop

Purpose: Stop an audio previosly created with CreateAudioPlayer
Category: Multimedia

Syntax: AudioPlayerStop "object name"
object name
The name of the Container object where the Audio Player has been created.

Example: Audi oPl ayer Stop " Cont ai ner 1"

AudioPlayerSetCurrentTime

Purpose: Set audio player position in seconds
Category: Multimedia

noun

Syntax: AudioPlayerSetCurrentTime "object name" "seconds"
object name

The name of the Container object where the Audio Player has been created.
seconds

Number of seconds from the begining

Example: Audi oPl ayer Set Current Ti ne "Contai ner1" 5



AudioPlayerGetCurrentTime

Purpose: Get audio player position in seconds
Category: Multimedia
Syntax: AudioPlayerSetCurrentTime "object name" [var name]
object name
The name of the Container object where the Audio Player has been created.
var name
Variable to store the value.

Example: Audi oPl ayer Cet Current Ti ne " Cont ai ner1" [nyvar]

AudioPlayerSetVolume

Purpose: Set the audio player sound volume percentage
Category: Multimedia
Syntax: VideoPlayerSetVolume "object nhame" percentage
object name
The name of the Container object where the Audio Player has been created.
percentage
Sound volume percentage value (0-100).
Example: Audi oPI ayer Set Vol ume " Contai ner1" 60

AudioPlayerSetSrc

Purpose: Set the audio player source file (.mp3)
Category: Multimedia
Syntax: AudioPlayerSetSrc "object name" "file name"
object name
The name of the Container object where the Audio Player has been created.
file name

Complete .mp3 file path or URL.
If you choose a file from your local hard drive, it will be copied automatically to the Build
Folder once your project is compiled.

Example: Audi oPl ayer Set Src " Cont ai ner1" "c:\ nyaudi o\ nyaudi ofi | e. np3"

AudioPlayerSetPlaybackRate

Purpose: Set the playback speed (0.5 half speed, 2 double...)
Category: Multimedia
Syntax: AudioPlayerSetPlaybackRate "object name" rate
object name
The name of the Container object where the Audio Player has been created.
rate
rate number (0.5 half speed, 2 double speed...)
Example: Audi oPl ayer Set Pl aybackRat e " Contai ner1" 2

AudioPlayerSetProperty



Purpose:
Category:
Syntax:

Example:

Set any of the audio player properties on or off
Multimedia

non

AudioPlayerSetProperty "object name" "property name" value
object name

The name of the Container object where the Audio Player has been created.
property name

One of the valid audioplayer properties: autoplay, controls, loop, muted
value

true or false

Audi oPl ayer Set Property "Container1l" "controls" true

AudioPlayerGetProperty

Purpose:
Category:
Syntax:

Example:

Get any of the audio player properties value
Multimedia

AudioPlayerGetProperty "object name" "property name" [var hame]
object name
The name of the Container object where the Audio Player has been created.
property name
One of the valid videoplayer properties: autoplay, controls, loop, muted
var name
Variable to store the value.

Audi oPl ayer Get Property "Containerl" "controls" [nyvar]

OnAudioEvent

Purpose:
Category:
Syntax:

Example:

Set the subroutine to execute when an audio player event occurs
Multimedia
OnAudioEvent "object name" "video event" "subroutine name"
object name
The name of the Container object where the Video Player has been created.
video event

One of the valid video events:

canplay: Fires when the browser can start playing the audio/video

canplaythroug: Fires when the browser can play through the audio/video without stoppi
loadstart: Fires when the browser starts looking for the audio/video

ended: Fires when the current playlist is ended

error: Fires when an error occurred during the loading of an audio/video

pause: Fires when the audio/video has been paused

play: Fires when the audio/video has been started or is no longer paused

seeking: Fires when the user starts moving/skipping to a new position in the audio/video
timeupdate: Fires when the current playback position has changed

waiting: Fires when the video stops because it needs to buffer the next frame

subroutine name
Name of the subroutine to execute.
OnAudi oEvent "Contai ner1" "ended" "nysubroutine"

Full-featured multi-format Help generator
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Strings
Strins

Purpose:

Category:

Syntax:

Example:

StrDel

Purpose:

Category:

Syntax:

Example:

StrLen

Purpose:

Category:

Syntax:

Insert characters into a string.
Strings

mon;

insert position

mn

Strins "source string" "dest string variable"

source string
The characters to be inserted.
dest string
The destination string.
insert position
The position in dest string where the characters will be inserted, starting in 0 (zero).
variable
The name of a variable to store the modified string.

The following example will insert the contents of the variable [Name] into a string and store
the result in a variable called [Greeting]:

Strins "[Nane]" "Hello . How are you?" 6 [Geeting]

Delete characters from a string.
Strings

StrDel "source string" "
source string

The original string containing the characters to delete.
start position

The position of the first character to delete.
length

The number of characters to delete.
variable

The name of a variable to store the modified string.

start position" "length" "variable"

The example below searches for spaces in the string assigned to the variable [name] and if
found removes all characters that follow. The modified string is placed back into the [name]
variable:

Set Var [nane] "John Doe"
SearchStr " " "[Name]" [ SpacePos]
I f [SpacePos] > "0"
StrLen "[Nane]" [Len]
StrDel "[Nane]" [SpacePos] "[Len]-[SpacePos]" [nane]
Endl f

Calculate the length of a string.
Strings

StrLen "string" "variable"
string

The string to examine.



variable
The name of a variable to store the string’s length.

Example: In the example below, the variable [Name] contains the string "Bernard". Since this string
contains seven characters, the example Action will place “7” into the variable [Size]:

StrLen "[Nane]" [Size]

SubStr

Purpose: Copy a portion of a string.
Category:  Strings
Syntax: SubStr "source string" "start position" "length" "variable"

source string
The original string containing the characters to copy.

start position
The position of the first character to copy.

length
The number of characters to copy.

variable
The name of a variable to store the copied text.

Example: The example below, copies this president’s middle name (Quincy) into a variable called
[MiddleName]:

SubStr "John Quincy Adanms" 5 6 [M ddl eNane]

SearchStr

Purpose: Search for characters within a text string.
Category:  Strings

Syntax: SearchStr "search for" "string" "variable"
search for
The characters to find.
string
The text string to search.
variable

The name of a variable to store the position of the found characters. The variable will
contain 0 (zero) if the characters are not present in the string.

Example: The following example searches for and removes all spaces from the variable [Sentence]:

SetVar [Sentence] "This is a multiple word phrase”
SearchStr " " "[Sentence]" "[ SpacePos]"
Wil e [ SpacePos] > 0

StrDel "[Sentence]" [SpacePos] 1 [Sentence]

SearchStr " " "[Sentence]" [ SpacePos]
EndWi | e
StrUpper
Purpose: Convert the contents of a string to upper case. Numbers and punctuation within the string

are not affected.
Category:  Strings

Syntax: StrUpper "string" "variable"



string
The string to convert.
variable
The name of a variable to store the modified string.

Example: StrUpper "good dog" [Result]
StrLower
Purpose: Convert the contents of a string to lower case. Numbers and punctuation within the string
are not affected.
Category:  Strings
Syntax: StrLower "string" "variable"
string
The string to convert.
variable
The name of a variable to store the modified string.
Example: StrLower "GOOD DOG' [Result]
StrReplace
Purpose: Replace all occurrences of a character or substring within a string.
Category:  Strings
Syntax: StrReplace "string" "old chars" "new chars" "variable" "options"
string
The original string.
old chars
The characters to replace.
new chars
The replacement characters.
variable
The name of a variable to store the modified string.
options
Enter "CaseSensitive" here to search using the exact characters entered. Leave this
parameter blank to perform a case insensitive search (upper and lower case characters ar
treated the same).
Example: The following example replaces each occurrence of the word "dog" in the source string with
"cat":
StrReplace "My dog is a good dog." "dog" "cat" [Result] ""
You can also use this Action to remove a character by leaving the replacement characters
parameter empty. For example:
StrReplace "My doggy is a good doggy." "gy" "" [Result] ""
StrParse
Purpose: Separate a string into multiple parts using a delimiter character.
Category:  Strings
Syntax: StrParse "source string" "delimiter" "variable"

source string



The string containing the information to parse.
delimiter
The character (or characters) used to separate the elements of the string.

variable
The name of the variable array to store the parsed elements.

Each element in the string must be separated by the delimiter character (semicolon, comma,
hyphen, etc.). StrParse will use the delimiter to divide the source string into individual
elements which are placed into an array based on the array variable. The count variable will
be set to the number of elements stored in the array.

Example: The example below takes a list of names separates each one into individual names:

SetVar [List] "Peter,John,divia,Bruce, Dana"

StrParse "[List]" "," [Nanes]
.-> John
AlertBox "" "[Names(1)]" ""

When executed, an array based on the [Names] variable will be created. Each element in the
array will contain one name.

StrTrim

Purpose: Remove whitespace characters from both ends of a string.
Category:  Strings
Syntax: StrTrim "source string" [variable]

source string
The string to trim.

variable
The name of a variable to store the modified string.
Example: SetVar [MyString] " John "

StrTrim "[MString]" [MTrimedString]

StrTrimLeft

Purpose: Remove whitespace characters from the beginnig of a string.
Category:  Strings

Syntax: StrTrimLeft "source string" [result var]
source string
The string to trim.

result var
The name of a variable to store the modified string.
Example: SetVar [MyString] " John"

StrTrim "[MString]" [MTrimedString]

StrTrimRight

Purpose: Remove whitespace characters from the end of a string.
Category:  Strings
Syntax: StrTrimRight "source string" [result var]

source string
The string to trim.



result var
The name of a variable to store the modified string.

Example: SetVar [ MyString] "John "
StrTrim "[MString]l" [MTrimedString]

StrCompare

Purpose: Determine if two strings are equal without case sensitivity. Returns true if strings match or
false if they don't.
Category:  Strings

Syntax: StrCompare "source string 1" "source string 2" [result var]
source string 1 and 2
Strings to compare.
result var
Variable to store the result.

Example: StrConpare "JOHN' "john" [result var]

CharToUnicode

Purpose: Convert a character to its Unicode number.
Category:  Strings
Syntax: CharToUnicode "char" [result var]
char
A single character.
result var

Variable to store the unicode number.
Example: Char ToUni code "A" [nyvar]

UnicodeToChar

Purpose: Convert a Unicode number to a character.
Category:  Strings
Syntax: Uni codeToChar nunber [result var]
number
A Unicode number.
result var

Variable to store the character with that Unicode number.
Example: Uni codeToChar 65 [nyvar]

Free EPub and documentation generator

JSON
CreateEmptyObject
Purpose: Create an empty object to store properties and values: [objectName('propertyName')]
Category: JSON
Syntax: CreateEmptyObject [object var]

object var
Variable to store the object properties and values.

Example: Creat eEnpt yObj ect [ MyQbj ect Var ]
SetVar [MWObjectVar(' nane')] "John"
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SetVar [MyQhjectVar('age')] 43

LoadJSON
Purpose: Load a JSON file from a URL synchronously into a variable
Category: JSON
Syntax: LoadJSON "file URL" [result object var]
file URL

URL to retieve the JSON data.
result object var
Variable to store the object properties and values from the JSON data.

Example: LoadJSON "https://jsonpl acehol der.typi code. com t odos/ 4" [myvar]
SetVar [regtitle] [nyvar('title')]
SetVar [regid] [nyvar('id)]
AlertBox "JSON values:" "Title: [regtitle], Id: [regid]"

ParseJSON

Purpose: Parse a string (written in JSON format) and return an object with properties and values:
[objectName(property)]

Category: JSON

Syntax: ParseJSON "JSON string" [result object var]
JSON string
Data string in JSON format.
result object var
Variable to store the object properties and values from the JSON data.

Example: ParseJSON "{ 'nane':'John', 'age':30, 'city':'New York'}" [nyvar]

StringifyJSON

Purpose: Stringify an object with properties and values: [objectName(property)] to a string written in
JSON format

Category: JSON

Syntax: StringifyJSON [source object var] [result var]
source object var
Object variable to stringify with data in JSON format.
result var
Variable to store the result string.

Example: Stringi fyJSON [myobjectvar] [myvar]

CsvToJSON

Purpose: Parse CSV data into JSON format.
First CSV line should store the field names.

Category: JSON

Syntax: CsvToJSON [csv data] "delimiter character" [json object]
[csv data]
A variable with the CSV data.
delimiter character
Character that delimits data in CSV (usually "," or ";"
[json object]
Object variable to store the result

Example: CsvToJSON [mycsv] ";" [myjson]
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Error Handling

Try
Purpose: Lets you test a block of code for errors
Category:  Error Handling
Syntax: Try
EndTry

Example: Try
Throw "This is an error"

Catch

Al ertBox "There was an error" "Error: [lastError]"™ ""
Finally

AlertBox "Finally" "This will execute allways" ""
EndTry

Catch

Purpose: Lets you handle the error. Use it inside a Try / EndTry block
Category:  Error Handling
Syntax: Catch

Example: Try
Throw "This is an error"

Cat ch
Al ertBox "There was an error" "Error: [lastError]"™ ""
Finally
AlertBox "Finally" "This will execute allways" ""
EndTry
Throw
Purpose: Lets you create custom errors. Use it inside a Try / EndTry block

Category:  Error Handling
Syntax: Throw "Error message"

Example: Try
Throw "This is an error"”

Cat ch
Al ertBox "There was an error"” "Error: [lastError]" ""
Finally
AlertBox "Finally" "This will execute allways" ""
EndTry
Finally
Purpose: Lets you execute code, after try and catch, regardless of the result.

Use it inside a Try / EndTry block
Category:  Error Handling
Syntax: Finally

Example: Try
Throw "This is an error"
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Cat ch
Al ertBox "There was an error"” "Error: [lastError]"”

Finally
AlertBox "Finally" "This will execute allways"
EndTry
Free HTML Help documentation generator
Objects
ShowObject
Purpose: Show a hidden object with an optional effect. Effect speed is a value between 0 (fastest)
and 80 (slowest). A speed of 1 equals 50 ms, 2 equals 100 ms and so on.
Category: Objects
Syntax: ShowObject "object name" "effect" speed
object name
The object to show.
effect
Choose one of the available effects.
speed
A numeric between 0 (fastest) and 80 (slowest).
Example: The following example will show a previously hidden Container with a fadein effect:
ShowChj ect "Contai nerl" "fadein" 12
HideObject
Purpose: Hide a hidden object with an optional effect. Effect speed is a value between 0 (fastest) an
80 (slowest). A speed of 1 equals 50 ms, 2 equals 100 ms and so on.
Category: Objects
Syntax: HideObject "object name" "effect" speed
object name
The object to show.
effect
Choose one of the available effects.
speed
A numeric between 0 (fastest) and 80 (slowest).
Example: The following example will hide a Container with a fadeout effect:

Show(bj ect " Cont ai nerl1" "fadeout" 12

EnableObject

Purpose:
Category:
Syntax:

Example:

Enable an object. An enabled object can respond to keyboard and mouse events.
Objects

EnableObject "object name"

object name
The object to enable.

The following example will enable a previuosly disabled Container:

Enabl etoj ect " Cont ai ner 1"
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DisableObject

Purpose:
Category:
Syntax:

Example:

Disable an object. An enabled object can respond to keyboard and mouse events.
Objects

EnableObject "object name"

object name
The object to disable.

The following example will disable a Container:

Di sabl eCbj ect " Contai ner1"

DisableObjectTextSelection

Purpose: Disable text selection by user in an object
Category: Objects
Syntax: DisableObjectTextSelection "object name"
object name
The object to disable text selection
Example: The following example will disable selecting text in a Container:
Di sabl ebj ect Text Sel ecti on " Cont ai ner 1"
SetObjectBounds
Purpose: Modify an object's top, left, width and height properties at the same time
Use null for properties that you do not want to set.
Category: Objects
Syntax: SetObjectsBounds "object name" "left" "top" "width" "height"
left
New distance from the left to assign to the object (x coordinate).
top
New distance from the top to assign to the object (y coordinate).
width
New width to assign to the object.
height
New height to assign to the object.
Example: The following example will position the object Containerl into the 10, 15 coordinates with a
width of 300 pixels and a height of 250 pixels:
Set bj ect Bounds "Containerl1l" 10 15 300 250
MoveObject
Purpose: Change an object’s position on the screen by changing its left and top properties.
Category: Objects
Syntax: MoveObject "object name" "left" "top"

object name
The name of an existing object.

left and top
The new left/top coordinates for the object. Coordinates are relative to the upper left
corner of the publication window. If the object is attached to a container then the
coordinates are relative to the container's upper left corner.



Example: This example moves object Containerl to the upper left corner of the publication:
Move(hj ect " Cont ai ner1" "5" "5"

MoveObjectintoContainer

Purpose: Move an object into from its current place to a Container object
Category: Objects
Syntax: MoveObjectIntoContainer "object name" "Container name"
object name
The name of an existing object to be moved.
Container name
The name of an existing Container where the object will be moved.

Example: MoveObj ect | nt oCont ai ner " Cont ai ner2" "Cont ai ner 1"

AnimateObject

Purpose: Change an object left and top coordinates through animation.
Category: Objects

nn

Syntax: AnimateObject "object name" "left" "top" duration "easing" "subroutine"

object name
The name of an existing object.
left and top
The new left/top coordinates for the object. Coordinates are relative to the upper left

corner of the publication window. If the object is attached to a container then the
coordinates are relative to the container's upper left corner.

duration
Animation duration in milliseconds.
subroutine
Optional subroutine name to execute once the animation has finished.

Example: This example animates object Containerl to the upper left corner of the publication with an
elastic motion effect:
Ani mat e(bj ect " Contai nerl1l" "5" "5" 1500 "easeOQutEl astic" ""

AnimateObjectCSS

Purpose: Change a set of CSS properties through animation.
Category: Objects
Syntax: AnimateObjectCSS "object name" [css object] duration delay "easing
object name
The name of an existing object.

css object

An object variable storing CSS properties and values to be animated.
duration

Animation duration in milliseconds.
delay

Delay until animation starts.

subroutine

Optional subroutine name to execute once the animation has finished.

Example: Cr eat eEnpt yCbj ect [ nycss]
SetVar [nycss("left")] "+=200"

non

subroutine name"



SetVar [mycss("top™)] "+=100"
Set Var [mycss("wi dth")] "+=100"
Set Var [mycss("height")] "+50"
Ani mat eQbj ect CSS " Cont ai ner 1" [mycss] 2000 0 "easeCQut Quad" ™"

SetObjectCSS

Purpose: Change a set of CSS properties.
Category: Objects
Syntax: SetObjectCSS "object name" [css object]
object name
The name of an existing object.
css object
An object variable storing CSS properties and their new values.

Example: Cr eat eEnpt yObj ect [ nycss]
SetVar [mycss("left")] "+=200"
SetVar [mycss("top")] "+=100"
SetVar [nmycss("width")] "+=100"
SetVar [mycss("height")] "+50"
Set bj ect CSS " Cont ai ner1" [nycss]

SetRelativePosition

Purpose: Set objects horizontal and vertical position relative to its container.
Category: Objects

Syntax: SetRelativePosition "object name" "
object name

The name of an existing object.
vertical position

Choose between top, middle or bottom values to set vertical positioning.
horizontal position

Choose between left, center and right values to set horizontal positioning.

vertical position" "horizontal position"

nn

Example: SetRelativePosition "Containerl" "top" "center"

SizeObject

Purpose: Change the width and height of an object.
Category: Objects
Syntax: SizeObject "object name" "width" "height"

object name
The name of an existing object.

width, height
The object’'s new width and height.
Example: Si zebj ect "Contai nerl1l" "150" "100"
RotateObject
Purpose: Rotate an object by degrees (0-360). Use a positive value to rotate clockwise or negative
values to rotate counter-clockwise.
Category: Objects
Syntax: RotateObject "object name" "degrees"



object name
The name of an existing object.

degrees
Angle the object will be rotated.

Example: Rot at e(oj ect " Contai ner1" "45"

AddClass
Purpose: Adds one or more CSS classes to the selected object.
Category: Objects
Syntax: AddcClass "object" "css class"
object
The name of an existing object.
css class

CSS class name to add.
Example: Addd ass "Containerl" "nyclass"
RemoveClass

Purpose: Remove one or more CSS classes from the selected object.
Category: Objects

Syntax: RemovecClass "object" "css class"
object
The name of an existing object.
css class
CSS class name to remove.
Example: RenoveC ass "Containerl" "nycl ass"
ToggleClass
Purpose: Toggles between adding/removing classes from the selected object.

Category: Objects

Syntax: ToggleClass "object" "css class"
object
The name of an existing object.
css class
CSS class name to toggle.
Example: Toggl ed ass "Contai ner1" "nmnycl ass”
FocusObject
Purpose: Set the keyboard input focus to a specific object. This Action is primarily used to activate
Text Input objects. Objects that don’t accept keyboard input are not affected by this
Action.

Category: Objects
Syntax: FocusObject "object name"

object name
The name of an existing object.

Example: FocusObj ect " Text I nput 1"



ObjectToFront

Purpose: Move an object to the foreground
Category: Objects
Syntax: ObjectToFront "object name"
object name
The name of an existing object.
Example: hj ect ToFront " Cont ai ner 1"
ObjectToBack
Purpose: Move an object to the background
Category: Objects
Syntax: ObjectToBack "object name"
object name
The name of an existing object.
Example: Obj ect ToBack " Cont ai ner 1"
ClickObiject
Purpose: Simulates a mouse click on the given object
Category: Objects
Syntax: ClickObject "object name"
object name
The name of an existing object with actions.
Example: ClickOoject "MyButton"

CheckCollision

Purpose:
Category:
Syntax:

Example:

Detect collision between two objects bounding boxes
Objects

CheckcCollision "objectl name
objectl name

The name of an existing object.
object2 name

The name of another existing object.
result var

Variable to store the result (true or false)

CheckCol I'i si on "Containerl" "Container2" [resvar]

object2 name" [result var]

If [resvar] == true
AlertBox "Collision" "Collision detected" ""
El se

AlertBox "Collision" "Collision NOT detected" ""
Endl f

CheckFullCollision

Purpose:
Category:
Syntax:

Detect if one object overlaps completely with another one
Objects
CheckFullCollision "objectl name

object2 name" [result var]



objectl name

The name of an existing object.
object2 name

The name of another existing object.

result var
Variable to store the result (true or false)
Example: CheckFul I Col I'i sion "Contai ner1" "Container2" [resvar]

If [resvar] == true

AlertBox "Full collision" "Full collision detected” ""
El se

AlertBox "Full collision" "Full collision NOT detected" ""
Endl f

SetObjectAttribute

Purpose: Set an individual HTML atribute for an object.
Category: Objects
Syntax: SetObjectStyle "object name" "HTML attibute" "value"
object name
The name of an existing object.
Ccss property
The name of a HTML property.
value
Value to assign to the HTML property.
Example: Set Obj ect Style "l magel" "src" "./ing/imagefile.jpg"

GetObjectAttribute

Purpose: Get an individual HTML atribute for an object.
Category: Objects
Syntax: GetObjectAttribute "object name" "HTML attibute" "[result var]"
object name
The name of an existing object.
HTML property
The name of a HTML property.
result var
Variable to store the result.

Example: Get Cbj ect Attribute "Imagel” "src" "[nyvar]”
SetObjectStyle
Purpose: Set an individual CSS attribute for an object.

Category: Objects

Syntax: SetObjectStyle "object name value"
object name
The name of an existing object.
Ccss property
The name of a CSS property.
value

Value to assign to the CSS property.

CSs property



Example: Set oj ect Styl e "PushButtonl"™ "font-size" "20pt"

ClearObjectStyles

Purpose: Remove all CSS styles for an object set with SetObjectStyle.
Category: Objects
Syntax: ClearObjectStyles "object name"
object name
The name of an existing object.
Example: Cl ear bj ect Styl es "PushButtonl"

GetObjectinfo

Purpose: Obtain information about an object such as the current size, position, visible state, etc.
Category: Objects

Syntax: GetObjectInfo "object name" "
object name

The name of an existing object.
CSs property

The name of a CSS property.

css property" [result var]

result var
Variable to store the result.
Example: Get vj ect Info "PushButtonl" "color" [nyvar]

DuplicateObject

Purpose: Duplicate an object and create a new run-time object inside a Container
Category: Objects
Syntax: DuplicateObject "source object" "new object nhame" "destination container”

source object
The name of an existing object to be duplicated.

new object name
The new object name.

destination container
The Container or Page name where the new object will be placed.

Example: Dupl i cat eObj ect "Contai nerl"” "nycontainer" "NewPage"

RemoveObject

Purpose: Remove an object and its duplicated objects if they exist.
Category: Objects
Syntax: RemoveObject "object name"

object name
The name of an existing object to be removed.

Example: Renove(bj ect " Cont ai ner 1"

SetObjectHTML

Purpose: Set the HTML content (inner HTML) of an object.



Category: Objects
Syntax: SetObjectHTML "object name" "html content”

object name
The name of an existing object.

html content
Content in HTML format.

Example: Set Cbj ect HTML " Cont ai ner 1" " <strong>Hel | o</ st rong>"

GetObjectHTML

Purpose: Get the HTML content (inner HTML) of an object.
Category: Objects
Syntax: GetObjectHTML "object name" [result var]
object name
The name of an existing object.
result var
Variable to store the result.

Example: Get bj ect HTM. " Cont ai ner 1" [ nmyvar]

SetObjectText

Purpose: Set the text content of an object (HTML tags will be shown, not interpreted)
Category: Objects
Syntax: SetObjectText "object name" "text"

object name
The name of an existing object.

text
Text content.

Example: Set Obj ect Text "Containerl" "<hl> is a HTM. tag"

GetObjectText

Purpose: Get the text content of an object (HTML tags will be removed)
Category: Objects
Syntax: GetObjectText "object name" [result var]
object name
The name of an existing object.

result var
Variable to store the result.

Example: Get oj ect Text " Contai ner1" [myvar]

ObjectEnterFullScreen

Purpose: Shows the object in full screen mode (images, videos etc.)
Category: Objects
Syntax: ObjectEnterFullScreen "object name"

object name
The name of an existing object.

Example: ObjectEnterFullScreen "Imagel”



ObjectExitFullScreen

Purpose: Returns to normal mode after ObjectEnterFullScreen
Category: Objects

Syntax: ObjectExitFullScreen "object name"

Example: bj ect Exi t Ful | Scr een "Imagel”
TimerStart

Purpose: Start a Timer object.

Category: Objects
Syntax: TimerStart "timer object name" milliseconds

timer object name
The name of an existing timer object.

milliseconds
Number of millisecods to perform the timer interval.

Example: TimerStart "Tinerl" 1000

TimerStop

Purpose: Stop a Timer object.
Category: Objects
Syntax: TimerStop "timer object name"

timer object name
The name of an existing timer object.

Example: TimerStop "Tinerl"

Easily create iPhone documentation

ListBox and ComboBox
ListBoxGetltem

Purpose: Get the value of an item in a ListBox or ComboBox object.
Category: ListBox and ComboBox
Syntax: ListBoxGetItem "listbox object" number [result var]

listbox object

An existing Listbox object name.
number

The line number to get the value (first one = 1).
result var

Variable to store the result.

Example: Li st BoxCetltem "Listbox1l" 2 [nyvar]

ListBoxGetSelectedltem

Purpose: Gets the value of a selected item in a ListBox or ComboBox.
Category: ListBox and ComboBox

Syntax: ListBoxGetSelectedItem "listbox object" [result var]
listbox object
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An existing Listbox object name.
result var
Variable to store the result.

Example: Li st BoxCet Sel ectedl tem "Listbox1l" [nyvar]

ListBoxGetSelectedIndex

Purpose: Get the index number of the selected index in a ListBox or ComboBox.
Category: ListBox and ComboBox

Syntax: ListBoxGetSelectedIndex "listbox object" [result var]
listbox object
An existing Listbox object name.

result var
Variable to store the result.

Example: Li st BoxCet Sel ect edl ndex "Listbox1" [nyvar]

ListBoxAddltem

Purpose: Add an item to a ListBox or ComboBox object.
Category: ListBox and ComboBox

Syntax: ListBoxAddItem "listbox object" "item text" "item value
listbox object
An existing Listbox object name.

item text

Item text to show to the user.
item value
Item value to store.

Example: Li st BoxAddl tem "Li st box1" "Wman" "W

ListBoxDeleteltem

Purpose: Delete an item in a ListBox or ComboBox object.
Category: ListBox and ComboBox

Syntax: ListBoxDeleteltem "listbox object" humber
listbox object
An existing Listbox object name.

number
The line number to delete (first one = 1).

Example: Li st BoxDel eteltem "Listbox1" 2

ListBoxDeleteSelectedltem

Purpose: Delete the selected item in a ListBox or ComboBox object.
Category: ListBox and ComboBox

Syntax: ListBoxDeleteSelectedItem "listbox object"
listbox object
An existing Listbox object name.

Example: Li st BoxDel et eSel ectedl tem "Listbox1"



ListBoxChangeltem

Purpose: Modify an item in a ListBox or ComboBox object.
Category: ListBox and ComboBox

Syntax: ListBoxChangeltem "listbox object" number "new item text" "new item value"
listbox object
An existing Listbox object name.

number
The line number to change (first one = 1).
new item text

New item text to show to the user.
new ijtem value
New item value to store.

Example: Li st BoxChangel tem "Li stbox1" 2 "Spain" "SP"

ListBoxSize

Purpose: Get the total number of items in a ListBox or ComboBox object.
Category: ListBox and ComboBox

Syntax: ListBoxSize "listbox object" [result var]
listbox object
An existing Listbox object name.

result var
Variable to store the result.

Example: Li st BoxSi ze "Listbox1l" [nyvar]

ListBoxSort

Purpose: Arrange the items in a ListBox or ComboBox object in alphabetical order.
Category: ListBox and ComboBox

Syntax: ListBoxSort "listbox object"
listbox object
An existing Listbox object name.

Example: Li st BoxSort "Listbox1"

ListBoxMoveSelectedltemUp

Purpose: Move the selected item one position up in a ListBox.
Category: ListBox and ComboBox

Syntax: ListBoxMoveSelectedItemUp "listbox object"
listbox object
An existing Listbox object name.

Example: Li st BoxMoveSel ectedl tenJp "Li st box1"

ListBoxMoveSelectedltemDown

Purpose: Move the selected item one position down in a ListBox.
Category: ListBox and ComboBox

Syntax: ListBoxMoveSelectedItemDown "listbox object"
listbox object
An existing Listbox object name.



Example: Li st BoxMoveSel ect edl t enDown " Li st box1"
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Variables
SetVar

Purpose: Assign a value to a variable.
Category: Variables
Syntax: SetVar [variable] "value"

variable
Variable to store the value.

value

Value to be stored. Use quotes to store a string and do not use them to store a humeric
value.

Example: Set Var [greeting] "Hello!"
Set Var [age] 34

DeleteVar

Purpose: Remove a variable from memory.
Category: Variables

Syntax: DeleteVar [variable]
variable
Variable to delete.

Example: Del et eVar [nmyVar]

SetCompVar

Purpose: Assign a value to a composed variable.
A composed variable is a variable whose name is composed of a fixed part and a mutable
-index like- part. Its value can retrieved by the mutable part if it has a numeric value (i.e. 0,
1, 2, 3, ...) or by the function GetCompVar.

Category: Variables
Syntax: SetCompVar [varl[var2]] "value"
varl
First fixed part of the composed variable.
var2
Second mutable part of the composed variable.

value
Value to be stored.

Example: SetVar [index] 1
Set ConpVar [greeting[index]] "Hey"
Al ertBox "Variable value:" "[greetingl]" ""

The following gives an error:

Al ertBox "Variable value:" "[greeting[index]]"

Solution: see the function GetCompVar.
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GetCompVar

Purpose: Get the value from a composed variable (see SetCompVar) and assign it to a regular one.
Category: Variables
Syntax: GetCompVar [result] [varl[var2]]
result
Variable to store the result.
varl
First fixed part of the composed variable.
var2

Second mutable part of the composed variable.

Example: SetVar [index] 1
Set CompVar [nyCar[index]] "Volvo"
Get CompVar [result] [nyCar[index]]
AlertBox "Variable value:" "[result]" ""

Set Var [key] "Toyota"

Set ConpVar [price[key]] "Euro 30.000"
Get CompVar [result] [price[key]]

Al ertBox "Variable value:" [result] ""

Set Var [key] " Saab"

Set ConpVar [price[key]] "Euro 50.000"
Get CompVar [result] [price[Saab]]

Al ertBox "Variable value:" [result] ""

IsVarEmpty

Purpose: Test variable to determine if it contains a value. Returns true or false.
Category: Variables

Syntax: IsVarEmpty [variable] [result]
variable
Variable to test.
result
Variable to store the result.
Example: | sVarEnpty [nyVar] [result]
TypeOf
Purpose: Find the type of a JavaScript variable (string, number, boolean...)

Category: Variables

Syntax: TypeOf [variable] [result]
variable
Variable to get it's type.
result
Variable to store the result.

Example: SetVar [nyVar] "string"
TypeO [nyVar] [result]

Watch



Purpose:

Category:
Syntax:

Example:

Monitor a variable and execute a subroutine whenever its content changes. Use CancelWatc
to stop monitoring.

Variables
Watch [variable] "subroutine"
variable

Variable to wait for changes.
subroutine

Subroutine name to execute each time the variable's value has changed.
Watch [nyVar] "nySubroutine"

CancelWatch

Purpose:
Category:
Syntax:

Example:

Stop monitoring a variable for changes.
Variables

CancelWatch [variable]
variable
Variable to stop wathing for changes.

Cancel Watch [myVar]

TextToClipboard

Purpose:

Category:
Syntax:

Example:

Copy a text to the device clipboard.
IMPORTANT: For security reasons it will work only after a user action ie: clicking a button.

Variables

TextToClipboard "text"
text
Text to copy to the Clipboard

Text Tod i pboard "Hello clipboard!"

ClipboardToVar

Purpose: Copy the device Clipboard content into a variable.
IMPORTANT: Only available in compatible web browsers. Requieres user permission.
Category: Variables
Syntax: ClipboardToVar [varable]
variable
Variable to store the clipboard content
Example: Cl i pboardToVar [nyVar]
CreateArray
Purpose: Create a new array variable using the supplied content. Separate array elements with line
breaks or commas.
Category: Variables
Syntax: CreateArray [arrayVariable] "valuel,value2,value3"
arrayVariable
Variable array name to store the values.
valuel,value2,value3s...

Example:

Items to store in the array, separated by comma and enclosed by double apostrophes in
case of strings.

CreateArray [nyArray] "red, bl ue, orange, brown, white"



CreateArray [myArray] 1, 2, 3

Tip
Study the section about Variable Arrays (Understanding Actions and Variables)!

CreateEmptyArray

Purpose: Create an empty array variable.
Category: Variables

Syntax: CreateEmptyArray [arrayVariable]
arrayVariable
Variable array name.

Example: Creat eEnptyArray [nyArray]
SetVar [myArray(0)] "a, z"
SetVar [nyArray(1)] "b"
SetVar [nyArray(2)] "c"

AlertBox "" "[ntArray(0)]" ""

-> expected value: a, z

ArrayLen

Purpose: Calculate the number of items in an array.
Category: Variables

Syntax: ArraylLen [arrayVariable] [result]
arrayVariable
Variable array name.
result
Variable to store the number of items.

Example: CreateEnptyArray [nyArray]
SetVar [myArray(0)] "a, z"
Setvar [nyArray(1)] "b"
Setvar [nyArray(2)] "c"

ArrayLen [myArray] [nunmberOltens]

-> [nunberOfltens] has the value 3 (!)

ArrayAddltem

Purpose: Add a new item to the end of an array.
Category: Variables

Syntax: ArrayAddItem [arrayVariable] "item"
arrayVariable
Variable array name.
item
String to add to the array (or number without quotes).
Example: CreateArray [nyArray] "red,blue, orange, brown, white"
ArrayAdditem [nmyArray] "yell ow'

-> [myArray] has the value "red, bl ue, orange, brown, white, yel | ow'

Remark



To add a new item to the beginning of an arry, use ArrayCombine.

Example: CreateArray [nyArrayl] "red, blue, orange, brown, white"
Set Var [myArray2] "yellow, "
ArrayConbi ne [myArray2] [nyArrayl] [nyArray]

-> [nmyArray] has the value "yellow, red, bl ue, orange, brown, white

ArrayDelltem

Purpose: Remove an item from an array. Notice that arrays are zero based.
Category: Variables
Syntax: ArrayDelltem [arrayVariable] index
arrayVariable
Variable array name.
index

Item number to delete.

Example: CreateArray [nyArray] "red,blue, orange, brown, white"
ArrayDel Item [nyArray] 3

-> the item "brown" is now renpved from [ nyArray]

ArrayAlphaSort

Purpose: Sort an array alphabetically.

Category: Variables

Syntax: ArrayAlphaSort [arrayVariable]
arrayVariable

Variable array name.

Example: CreateArray [nyArray] "b, 2, b, a, 1"
ArrayAl phaSort [nyArray]

-> [nyArray] has now the value "1, 2, a, b, b"

ArrayNumSort
Purpose: Sort an array numerically.
Category: Variables
Syntax: ArrayNumSort [arrayVariable]
arrayVariable

Variable array name.
Example: ArrayNunSort [nyArray]

ArrayReverse

Purpose: Reverse the order of items in an array.
Category: Variables

Syntax: ArrayReverse [arrayVariable]
array name
Variable array name.

Example: CreateArray [nyArray] "begin,a,b, end"



ArrayReverse [nyArray]

-> [nyArray] has now the value "end, b, a, begi n"

ArrayShuffle

Purpose: Randomize (shuffle) an array.
Category: Variables
Syntax: ArrayShuffle [arrayl] [array2]
array1
Array to suffle.
array2

Destination array.
Example: ArrayShuffle [nyArray] [myRandom zedArray]

ArrayCombine

Purpose: Combine the contents of two arrays into a single new array.
Category: Variables

Syntax: ArrayCombine [arrayl] [array2] [newArray]
array1
First array name.
array2
Second array name.
newArray
New array name to combine the previous two arrays.

Example: ArrayConbi ne [nyArrayl] [nyArray2] [myConbi nedArray]

ArrayCopy

Purpose: Create a new array using a portion of an existing array.
Category: Variables

Syntax: ArrayCopy [arrayVariable] index numberOfltems [newArray]
arrayVariable
Variable array name.
index
Index of first array item.
numberOfitems
Number of items to copy.
newArray
New array name to copy the selected items.

Example: CreateArray [nyArray] "red, bl ue, orange, brown, white"
ArrayCopy [myArray] 1 2 [newArray]

-> [newArray] has now the value "bl ue, orange"”

ArraySearch
Purpose: Find the first matching item in an array. Returns the index number of the found item or -1 if
no match is found.
Category: Variables
Syntax: ArraySearch [arrayVariable] "value" [result]



arrayVariable

Variable array name.
value

Item to find.
result

Variable to store result.

Example: CreateArray [nyArray] "red,blue, orange, brown, white"
ArraySearch [nyArray] "blue" [colorPosition]

-> [colorPosition] has the value 1

Create HTML Help, DOC, PDF and print manuals from 1
single source

Files
VarTolLocalFile

Purpose: Save the variable content into a local file (forced download)
Category: Files

Syntax: VarToLocalFile [var name] "filename.txt"
var name
Variable name.
filename. txt
File name (include extension) to save the data.

Example: Var ToLocal File [nyvar] "output.txt"
LoadJS
Purpose: Load and execute an external JavaScript file.

Category: Files

Syntax: Load]s "url"
url
Path to .js file.

Example: Load]S "https://mydomain.com/js/myscript.js"

LoadCSS

Purpose: Load an external CSS file.
Category:  Files

Syntax: LoadCSS "url"
url
Path to .css file.
Example: LoadCSS "https://mydomain.com/css/mycss.css"
LoadHTML
Purpose: Load an external HTML file into a Container object.

Category: Files

Syntax: LoadHTML "container id" "url"
container id
Container Object Id where the HTML content will be rendered once loaded.
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Example:

url
Path to .html file.

LoadHTML " Cont ai ner1" "https://mydomain.com/html/mywebpage.html"

LoadGoogleFont

Purpose: Load a Google font so it can be displayed even if not installed on the client system
Category: Files
Syntax: LoadGoogleFont "google font name"
google font name
Google font name to load.
Example: LoadGoogleFont "Open Sans"
FileToVar
Purpose: Loads an external file content into a variable.
Category: Files
Syntax: FileToVar "url" [result var]
url
Path to the file.
result var
Variable to store the loaded content.
Example: FileToVar "https://mydomain.com/txt/mytext.txt" [myvar]
OnLoadSuccess
Purpose: Set the subroutine to execute after any successful asyncronous loading
Category: Files
Syntax: OnLoadSuccess "subroutine name"
subroutine name
Subroutine name to be called
Example: OnLoadSuccess "mysubroutine”
OnLoadError
Purpose: Set the subroutine to execute when an error occurs in any asyncronous loading
Category:  Files
Syntax: OnLoadError "subroutine name"
subroutine name
Subroutine name to be called
Example: OnLoadError "mysubroutine"
OnLoadEnd
Purpose: Set the subroutine to execute when all asynchronous loading have been completed
Category: Files
Syntax: OnLoadEnd "subroutine name"

subroutine name
Subroutine name to be called



Example:

OnLoadEnd "mysubroutine"

RemoveOnLoadSuccess

Purpose: Remove the OnLoadSuccess listener

Category: Files

Syntax: RemoveOnLoadSuccess

Example: RemoveOnLoadSuccess
RemoveOnLoadError

Purpose: Remove the OnLoadError listener

Category: Files

Syntax: RemoveOnLoadError

Example: RemoveOnLoadError
RemoveOnLoadEnd

Purpose: Remove the OnLoadEnd listener

Category: Files

Syntax: RemoveOnLoadEnd

Example: RemoveOnLoadEnd

LocalFileToVar

Purpose:

Category:
Syntax:

Example:

Loads the content of a local file into a variable. You should use this action inside the
FileInput Object change event. Note that loading is asynchronous. The content is loaded as
text.

Files

LocalFileToVar "fileinput obj name" [result var]

fileinput obj name
A FileInput Object previously added to the Path to the Work Space. Necessary to allow
the user to select the file.

result var
Variable to store the loaded content.

LocalFileToVar "FileInputl" [myvar]

LocalBinaryFileToVar

Purpose:

Category:
Syntax:

Example:

Loads the content of a local binary file into a variable. You should use this action inside the
FileInput Object change event. Note that loading is asynchronous. The content is loaded as
text.

Files

LocalBinaryFileToVar "fileinput obj name" [result var]

fileinput obj name
A FileInput Object previously added to the Path to the Work Space. Necessary to allow
the user to select the file.

result var
Variable to store the loaded content.

LocalBinaryFileToVar "FileInputl" [myvar]
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Local Storage

Setltem

Purpose:
Category:
Syntax:

Example:

Getltem

Purpose:
Category:
Syntax:

Example:

Save data to local storage. Data will remain stored between sessions.
Local Storage

Setltem "name" "data"
name

Label or name assigned to the data.
data

Data to be saved.

Setltem "country" "Spain"

Retrieve data from local storage.
Local Storage

Getltem "name" [result var]
name

Label or name assigned to the data.
result var

Variable to store the retrieved data.

Getltem "country" [countryName]

Removeltem

Purpose: Remove/delete data from local storage.
Category: Local Storage
Syntax: Removeltem "name"
name

Label or name assigned to the data.

Example: Removeltem "country"
Generate Kindle eBooks with ease
Mathematical
Math

Purpose: Perform a mathematical calculation.
Category: Mathematical
Syntax: Math "formula" decimalPlaces [variable]

formula

A mathematical formula. The formula can include operators and functions like +, -, *, /
(see the complete list of supported symbols below). Parentheses and variables may also b

used in formulas.
decimalPlaces

The number of decimal places to include in the result. Use 0 (zero) to round the result to
the nearest whole number or -1 to have VisuaINEO Web automatically determine the

optimal number of decimal places
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Example:

Supported
symbols:

Remark 1

variable

The name of the variable to store the result.
In the example below, a variable [MonthlyRent] is used to calculate the amount of rent paid
per week. [monthlyRent] could be set using the SetVar Action, or associated with a Text

Entry object to allow the user to enter a number. The result is stored in the variable
[weeklyRent].

SetVar [nonthlyRent] 1200
Math " ([rmonthl yRent]*12)/52" 2 [weeklyRent]

-> expected val ue: 276.92

+ Addition Operator eg. 2+3 results 5
Subtraction Operator eg. 2-3 results -1

/ Division operator eg 3/2 results 1.5

* Multiplication Operator eg. 2*3 results 6

Mod Modulus Operator eg. 3 Mod 2 results 1

( Opening Parenthesis

) Closing Parenthesis

Sigma Summation eg. Sigma(1,100,n) results 5050

Pi Product eg. Pi(1,10,n) results 3628800

n Variable for Summation or Product

pi Math constant pi returns 3.14

e Math constant e returns 2.71

C Combination operator eg. 4C2 returns 6

P Permutation operator eg. 4P2 returns 12

! factorial operator eg. 4! returns 24

log logarithmic function with base 10 eg. log 1000 returns 3

In natural log function with base e eg. In 2 returns .3010

pow power function with two operator pow(2,3) returns 8

A power operator eg. 273 returns 8

root underroot function root 4 returns 2

sin Sine function

cos Cosine function

tan Tangent function

asin Inverse Sine funtion

acos Inverse Cosine funtion

atan Inverse Tangent funtion

sinh Hyperbolic Sine funtion

cosh Hyperbolic Cosine funtion

tanh Hyperbolic Tangent funtion

asinh Inverse Hyperbolic Sine funtion

acosh Inverse Hyperbolic Cosine funtion

atanh Inverse Hyperbolic Tangent funtion

Math action accept complex formulas as its first parameter:

Example:

Math "pow(9, 1/2)" 0 [nunber]



-> expected value: 3

Remark 2

Javascript has a lot of built-in mathematical functions that can be used. See Section
Advanced for

information about the communication between NeoScript and Javascript.

Example: BeginJS
alert("Mninum " + Math.nmin(-2, -3, -1)); //-> -3
EndJS

Random

Purpose: Generate a random number between 0 (inclusive) and a maximum value (inclusive).
Category: Mathematical
Syntax: Random maxVal [variable]

maxVal

The maximum possible value for the generated number. The number returned will be
somewhere between 0 (zero) and maximum value (inclusive).

variable
The name of the variable to store the random number.

Example: Random 3 [ nunber]

-> expected value: 0, 1, 2 or 3

RandomEx

Purpose: Generate a random number between a minimum (inclusive) and a maximum value (inclusive).
Category: Mathematical

Syntax: Random minVal maxVal [variable]
minVal
The minimum possible value for the generated number.
maxVal
The maximum possible value for the generated number.
variable

The name of the variable to store the random number.
Example: RandonEx 1 3 [nunber]

-> expected value: 1, 2 or 3

Full-featured EBook editor

Time/Date
DatelnputGetYear

Purpose: Get the year from a Date Input object variable.
Category: Time/Date

Syntax: DatelnputGetYear [myDate] [result]
myDate
Date Input object variable to store the date selected by the user.
result
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Variable to store the year of [myDate].
Example: DatelnputGetYear [myDate] [year]

DatelnputGetMonth

Purpose: Get the month from a Date Input object variable.
Category: Time/Date
Syntax: DatelnputGetMonth [myDate] [result]
myDate
Date Input object variable to store the date selected by the user.
result

Variable to store the month of [myDate].
Example: DatelnputGetMonth [myDate] [month]

DatelnputGetDay

Purpose: Get the day of the month from a Date Input object variable.
Category: Time/Date
Syntax: DatelnputGetDay [myDate] [result]
myDate
Date Input object variable to store the date selected by the user.
result

Variable to store the day of [myDate].
Example: DatelnputGetDay [myDate] [day]

SetTimeOut

Purpose: Execute a subroutine, after waiting a specified humber of milliseconds.
Category: Time/Date

Syntax: SetTimeOut milliseconds "subroutine" [variable]
milliseconds
Milliseconds to wait before calling the subroutine (delay).
subroutine
Subroutine name.
variable
Variable name to store the TimeOut.

Example: SetTimeOut 2000 "mySubroutine" [myTimeOutVar]

ClearTimeOut

Purpose: Stop a given TimeOut.
Category: Time/Date

Syntax: ClearTimeOut [variable]
variable
Variable name where the TimeOut is stored.

Example: ClearTimeOut [myTimeOutVar]
Setinterval

Purpose: Repeat the execution of a subroutine continuously every given time-interval in milliseconds.
Category: Time/Date



Syntax:

Example:

Setlnterval milliseconds "subroutine" [variable]
milliseconds
Milliseconds to wait before calling the subroutine each time (delay).
subroutine
Subroutine name.
variable
Variable name to store the Interval.

Setlnterval 2000 "mySubroutine" [mylIntervalVar]

ClearInterval

Purpose:
Category:
Syntax:

Example:

Delay

Purpose:
Category:
Syntax:
Example:

Stop a given Interval.
Time/Date

ClearlInterval [variable]
variable
Variable name where the Interval is stored.

ClearInterval [myIntervalVar]

Pause script execution for a specified number of milliseconds.
Time/Date

Delay numberOfMilliseconds

Delay 1000

Create help files for the Qt Help Framework

VisualNEO Win Communication

WinSetVar
Purpose: This method assigns a string value to a VisualNEO Win variable.
Category:  VisualNEO Win Communication
Syntax: WinSetVar "windows var" "value"
windows var
VisualNEO Win variable name to assign the value. Do not use [ and ]
value
Value to store.
Example: WinSetVar "winvar" "Hello from VisualNEO Web!"
WinGetVar
Purpose: This method returns a string containing the contents of a VisualNEO Win variable.
Category:  VisualNEO Win Communication
Syntax: WinGetVar "windows var" [result var]
windows var
VisualNEO Win variable name to get the value from. Do not use [ and ]
result var
Variable to store the result.
Example: WinGetVar "winvar" [myVar]

WinExecAction
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Purpose: Use this method to execute VisualNEO Win actions. Your WebApp must be embedded in a
Browser Object inside VisualNEO Win

Category: VisualNEO Win Communication

Syntax: WinExecAction "action"
action
VisualNEO Win action to execute.

Example: WinExecAction 'AlertBox "Hello" "Hello from the Web Browser!"'

Full-featured EBook editor

Advanced
BeginJS

Purpose: Open a block containing JavaScript code. The block ends with EndJS.
Category: Advanced
Syntax: BeginlS

Example: Begi nJS
alert("Hello!, this is a JavaScript Message");
EndJS

EndJS

Purpose: Close a block containing JavaScript code. The block starts with BeginlS.
Category: Advanced
Syntax: EndJS

Example: Begi nJS
const arrayNunbers = [2, 1.5, 3, 2.7];
alert("Maximum " + Math.max(...arrayNunbers)); //-> 3
EndJS

Communicating NeoScript and Javascript

Set Var [nmyd dVi sual NeoVar] 1

Begi nJS
I et myJavascriptVar = $App. myd dVi sual NeoVar ;
alert ("Val ue nyJavascriptVvar: " + myJavascriptvar); //-> 1

$App. nyNewVi sual NeoVar = nyJavascriptVar + 10;
EndJS

Al ert Box "Val ue nyNewVi sual NeoVar:" [nmyNewvi sual NeoVar] "" //-> 11

Tip: type 'javascript' in the search box of this Help Guide.

Full-featured Documentation generator

Debug
ConsoleLog

Purpose: Display a message in the browser's debugging console.
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Category: Debug
Syntax: ConsoleLog "message"

message
The string or the (compound) variable to display.

Example: SetVar [greeting] "Hey"
Consol eLog "A popular English greeting is: [greeting]”

SetVar [greetingArray] "Hello, H ,Hey, Hal | o, Hoi "
Consol eLog "The nobst popular Dutch greeting is: [greetingArray(3)]"

-> expected value: Hallo

Tip: to view the browser console, press the F12 key.

Full-featured Documentation generator

Technical Support

If you should encounter a technical problem or question, you may use one of the following
avenues to obtain technical assistance:

Mail Postal Correspondence to:

SinLios Soluciones Digitales.

C/ Antonio Machado N°7

28490. Becerril de la Sierra (Madrid)
SPAIN.

eMail Service:
info@visualneo.com

Web Site:
WWW. visualneo.com

Online Support Forum:
visualneo.com/forum

When contacting technical support, please include your VisuaINEO Web version number,
Windows version and a detailed description of the problem and how to reproduce it.

Easily create EPub books

License Agreement

The following conditions govern your use of the VisuaINEO Web software and other materials:

You are granted a limited license to use this software. This software may be used or copied only
in accordance with the terms of this license, which is described in the following paragraphs.

Copyright
©2018 SinLios Soluciones Digitales. All Rights Reserved. This software and accompanying
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documentation described within are copyrighted with all rights reserved. Except as noted below,
no part of this app may reproduced, transmitted, transcribed, stored in a retrieval system or
translated into any language in any form without the express, written permission of SinLios
Soluciones Digitales.

Trademarks
VisualNEO Web™, VisualNEO Win™ and PixeINEO™ are trademarks of SinLios Soluciones
Digitales. All other brand or product names are trademarks of their respective holders.

License Agreement

This software, manual and any accompanying documentation are protected by both United
States and international copyright laws. Except as noted below, duplication by any means is
strictly forbidden and a violation of copyright laws. This license permits you to use the
accompanying software on one single-user computer system. You may not duplicate or transmit
any portion of this manual, labels, packaging, serial number/registration code, Product
Registration Card, or related printed information included with this product. You are welcome to
share the unregistered, evaluation version of this software with friends and associates. You may
NOT give anyone your serial number/registration code or transfer your registration to another
person or company. You may NOT decompile, alter, tamper with or modify in any way this
software or accompanying files for any purpose.

Disclaimer / Limitation of Liability

You acknowledge that this software may not be free from defects and may not satisfy all of your
needs. SinLios Soluciones Digitales. warrants all media on which the software is distributed for
30 days to be free from defects in materials and workmanship under normal use. The software
and any accompanying written materials are licensed "as is". SinLios Soluciones Digitales.
makes no warranty concerning the function or fitness of any programs reproduced on the media
included in this package. Your exclusive remedy during the warranty period shall consist of
replacement of distribution media if determined to be faulty. In no event will SinLios Soluciones
Digitales. be liable for direct, indirect, incidental or consequential damage or damages resulting
from loss of use, or loss of anticipated profits resulting from any defect in the program, even if it
has been advised of the possibility of such damage. some laws do not allow the exclusion or
limitation of implied warranties or liabilities for incidental or consequential damages, so the above
limitations or exclusion may not apply.

This license agreement shall be governed by the laws of the Spain and the European Union, and
shall inure to the benefit of SinLios Soluciones Digitales. or its assigns.

Specific Restrictions
In accordance with the computer software rental act of 1990, this software may not be rented,
lent or leased without the express written permission of SinLios Soluciones Digitales.

VisualNEO Web Runtime License

Licensed users may use VisualNEO Web to produce stand-alone applications and web content
containing original material. These may be distributed in stand-alone form, provided your
agreement with anyone who will use your stand-alone application and content which you
distribute acknowledges the following items:

1. VisualNEO Web is owned by SinLios Soluciones Digitales;

2. SinLios Soluciones Digitales will not be held responsible for any damages caused by the
applications and content you create and distribute; and

3. SinLios Soluciones Digitales is under no obligation to provide product or technical support to
users of the products which you create using VisualINEO Web.

You may only distribute the stand-alone applications and content produced by VisuaINEO Web.
You may not distribute any portion of this documentation, files, executables, packaging, serial
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numbers, or other related materials and printed information which are included with VisualNEO

Web.
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