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SYNTAX  PACK  CONTENT 
This pack contains some sample Visual C++ 5.0 files that you can use to create your own syntax processing dlls for use with Editeur. The list of files is as follows :









Directory
SyntaxPack.doc

This file




\Default

Default.cpp

Default syntax source file

\Default

Default.def

.def file




\Default

Default.dsp

project file



\Default

Default.rc

.rc file




\Default

resource.h

defines for .rc file


\Default

Syntax.h

syntax objects defines


\Ocx

Syntax.cpp

syntax objects source


\Ocx

Genfun.h

general functions defines

\Ocx

Genfun.cpp

general functions source

\Ocx

Generic.cpp

Generic syntax source file

\Generic

Generic.def

.def file




\Generic

Generic.dsp

project file



\Generic

Generic.rc

.rc file




\Generic

NumberRule.cpp
number rule class


\Generic

NumberRule.h

number rule defines


\Generic

RuleStatus.h

number rule defines


\Generic

resource.h

defines for .rc file


\Generic

Debug.bat

copy files to debug output directory
\Generic

Release.bat

copy files to release output directory
\Generic

*.ini


.ini files




\Generic

COPYRIGHT

© Copyright 1992-2002 Jean-Pierre Menicucci - All rights reserved. The sofware herewith is subject to the terms of the license agreement hereafter. This software may be used or copied only in accordance with the terms of this agreement. Using this software does not mean getting ownership of this software, which is and remains the sole property of Jean-Pierre Menicucci.

LICENSE  AGREEMENT 
The Editeur syntax pack source programs are intended to help you fit the Editeur syntax processing to your editing needs. Fell free to use them as you'd like in this framework! Your contributions will be welcome, if you decide to share your work with other users. In this case, I will integrate them to the standard distribution.

IS  THIS  REALLY  WHAT  YOU  NEED? 
Before getting in the details of programming a syntax recognition dll, make sure that your problem cannot be solved in a simpler way ... More specifically, the Editeur release contains a generic library "generic.dll" for wich you can create new .ini files to recognize new syntaxes. This is described in more detail in the program help in "Option" "Options" "Colors" "Help" "Defining new syntaxes" in the Editeur application or in Ocx.hlp in the Editeur ActiveX distribution.

GENERAL  INFO 
This  syntax sample kit contains three directories. \Default includes the default syntax processing used in Editeur and should be studied first to see how programming a syntax recognition library can be simple. \Ocx includes general functions (genfun.cpp and genfun.h) and Editeur syntax logic support files (syntax.cpp and syntax.h). \Generic includes the generic syntax processing currently used in Editeur for a variety of syntaxes.

Any syntax library for use by Editeur must include the following functions :

- InitSyntax, to initialize the library in any way you'd like (Generic.cpp reads an .ini file).

- GetSyntax, that returns default values for naming and coloring the syntax items.

- Get token, that return the next word found along with its syntax number.

These functions in Default.cpp are very simple and you should first take a look at them. Now, let's rather comment on these functions in Generic.cpp.

INITSYNTAX  DETAILS 
Generic.cpp uses the SYNTAX data structure to store information about the current syntax. cType tells whether a character may be used within identifiers or not, giving a criteria for choosing where to cut words. cEscape identifies the escape character, such as \ in C or C++. cString identifies the character that enclose strings, such as " in C or C++. cCharacter identifies the character that encloses characters, such as ' in C or C++. pszFontName and nFontSize describe the font used by this syntax. pszFileTypes identify the file types handled. pszLevBeg and pszLevEnd identify the strings used for indicating a increment or decrement in nesting levels. dwShading gives the color value that is substracted from the background for a single nesting level increase. pszComBeg and pszComEnd identify the strings used for indicating the beginning and end of a comment. pszLinCom identifies the strings used for introducing a line comment. pszLinComBeg identifies the strings used (at the beginning of a line only) for introducing a line comment. bUppKey specifies whether or not the keywords should be shown as uppercase only. pKeywords points to 256 arrays of keywords. Each keyword array contains all the keywords that begin with the same letter that serves as an index (lowercased) to the array.

/*================================================================*/

/* Syntax data








*/

/*================================================================*/

typedef struct TagSYNTAX { // syntax item data
    char
cType[256];

// identifier character
    char
cEscape;

// escape character
    char
cString;

// string character
    char
cCharacter;

// character character
    LPTSTR
pszFontName;
// pointer to font name
    int
nFontSize;

// font size
    LPTSTR
pszFileTypes;
// pointer to file types
    LPTSTR
pszLevBeg;

// pointer to nesting level beginning
    LPTSTR
pszLevEnd;

// pointer to nesting level end
    DWORD
dwShading;

// shading delta for nesting levels
    LPTSTR
pszComBeg;

// pointer to comment beginning
    LPTSTR
pszComEnd;

// pointer to comment end
    LPTSTR
pszLinCom;

// pointer to line comments
    LPTSTR
pszLinBegCom;
// pointer to line beginning comments
    BOOL
bUppKey;

// uppercase keywords
    KEYWORD* pKeywords[256];
// array of pointers to KeywordEntry lists

    NumberRule* numberRule;
// pointer to NumberRule class for this language
    } SYNTAX;
CArray<SYNTAX, SYNTAX&> SA;
// library syntax array
The Dll main function holds a reference count to the Dll and frees the resources when the library is freed (in this version, resources remain allocated until the library is freed).

/*================================================================*/

/* DllMain: initialize syntax






*/

/* return:









*/

/*

void








*/

/*================================================================*/

BOOL WINAPI DllMain (

    HINSTANCE hI,


// handle to DLL module 
    DWORD fdwReason,

// reason for calling function 

    LPVOID lpvReserved

// reserved 
    )

Here's the InitSyntax declarator. The SYNTAX objet is described and implemented in Syntax.h and Syntax.cpp. Using the syntax name InitSyntax first reads the .ini file describing the syntax parameters :

/*================================================================*/

/* InitSyntax: initialize library internal storage


*/

/* return:









*/

/*
nHan



index of syntax in library

*/

/*
GEN_ERROPEN


could not open file


*/

/*
GEN_ERRALLOC

could not allocate memory

*/

/*
GEN_ERRLOCK


could not lock memory


*/

/*
GEN_ERRREAD


could not read file


*/

/*
GEN_ERRSEC


section not found



*/

/*================================================================*/
int __declspec(dllexport) InitSyntax (

    int nSyn,


// syntax index
    LPCTSTR
lpszName

// syntax name
    )

{

    SYNTAX S;


// syntax
    /*************************/

    /* set up .ini path name */

    /*************************/

    TCHAR szPath[MAX_PATH];
// .ini file path name
    int iPath, iRad, iSuf;
// pointers to file path name parts
    GetModuleFileName (hinstDLL, szPath, sizeof szPath);

    SplitPath (szPath, &iPath, &iRad, &iSuf);

    lstrcpy (szPath + iRad, lpszName);

    lstrcpy (szPath + iRad + lstrlen (lpszName), _T(".ini"));

    /*********************/

    /* read profile file */

    /*********************/
    HGLOBAL hBuf;


// handle to profile data

    LPTSTR pBuf;


// pointer to profile data

    int nError = FileRead (szPath, &hBuf, &pBuf);

    if (nError) return nError;

After this, InitSyntax loops on the lines in the file to feed its internal data. Last, it returns a handle to the index of the data in the internal syntax descriptors array :

    /********************************/

    /* store syntax in syntax array */

    /********************************/

    nSyn = (nSyn == -1) ? SA.GetSize() : nSyn;

    SA.SetAtGrow (nSyn, S);

    return nSyn;

GETSYNTAX  DETAILS 
The GetSyntax job is to set up syntax data into the registry, using the internal syntax data. For this, it uses nSyn as returned by InitSyntax, the syntax name, the syntax dll file name (the syntax libraries must reside under the same directory as the calling .exe), and a registry key handle. The registry handle usually points to HKEY_CURRENT_USER\Software\Editeur\Ocx\Syntax.

When using the Editeur application, notice that the colors and font parameters you pass here may be changed externally using the "Option" "Options" "Colors" menu. Whenever the user presses the "Reset" syntax button, GetSyntax is called to restore the original settings.

/*================================================================*/

/* GetSyntax: return library syntax info




*/

/* return:









*/

/*

void








*/

/*================================================================*/
void __declspec(dllexport) GetSyntax (

    int nSyn,



// syntax index
    LPCTSTR
lpszName,


// syntax name
    LPCTSTR lpszFile,


// file name

    HKEY hSyntKey



// registry key
    )

{

    SYNTAX S = SA.GetAt (nSyn);
// syntax data
    LSyntax LS;



// syntax object
GetSyntax then sets up the LSyntax objet. Please notice that the SYNTAX structure and the LSyntax object are aimed at very different goals. SYNTAX is a Generic.cpp internal that's suited for practical syntax recognition. LSyntax is a description of the syntax as a list of parameters used when drawing the tokens (such as item number, foreground and backgroung color, bold or striked-out, and so on ...).

    LS.o_csName = lpszName;

// syntax library name
    LS.o_csFile = lpszFile;

// syntax library file
    LS.o_csTypes = S.pszFileTypes;
// file types handled

    LS.o_dwShading = S.dwShading;
// shading delta for nesting levels
    LS.o_csFont = S.pszFontName;

// font name
    LS.o_lfCharSet = DEFAULT_CHARSET;
// character set
    LS.o_nSize = S.nFontSize;


// size

    LS.o_csPFont = S.pszFontName;

// printer font name
    LS.o_lfPCharSet = DEFAULT_CHARSET;
// character set
    LS.o_nPSize = S.nFontSize;

// size
    LS.o_bMirror = TRUE;


// mirror screen font
LSyntaxItem Selected (IDS_SELECTED,
0xFFFFFFFF, 0xFF800000, FW_NORMAL, 0x00);

LSyntaxItem Space (IDS_SPACE,

0x00990000, 0xFFFFFFFF, FW_NORMAL, 0x00);

LSyntaxItem Comment (IDS_COMMENT,
0x00009900, 0xFFFFFFFF, FW_BOLD, 0xFF);

LSyntaxItem String (IDS_STRING,
0x00000099, 0x00CCFFFF, FW_BOLD, 0x00);

LSyntaxItem Keyword1 (IDS_KEYWORD1, 0x00990000, 0xFFFFFFFF, FW_BOLD, 0x00);

LSyntaxItem Keyword2 (IDS_KEYWORD2, 0x00000000, 0x00EEEEEE, FW_BOLD, 0x00);

LSyntaxItem Keyword3 (IDS_KEYWORD3, 0x00996633, 0x00F7F7F7, FW_BOLD, 0x00);

if (S.bUppKey)

{


Keyword1.o_bUppercase = TRUE;


Keyword2.o_bUppercase = TRUE;


Keyword3.o_bUppercase = TRUE;

}

LSyntaxItem Number (IDS_NUMBER,
0x003300CC, 0x00FFF0F0, FW_BOLD,
0x00);

LSyntaxItem Other (IDS_OTHER,

0xFF000000, 0xFFFFFFFF, FW_NORMAL,
0x00);

    if (S.bUppKey)

        Keyword.o_bUppercase = TRUE;


LS.o_SIA.Add (Selected);


LS.o_SIA.Add (Space);


LS.o_SIA.Add (Comment);


LS.o_SIA.Add (String);


LS.o_SIA.Add (Keyword1);


LS.o_SIA.Add (Keyword2);


LS.o_SIA.Add (Keyword3);


LS.o_SIA.Add (Number);


LS.o_SIA.Add (Other);

Last, the syntax data is stored into the registry :

    DWORD dwDisposition; // REG_CREATED_NEW_KEY/REG_OPENED_EXISTING_KEY 
    HKEY hSyntax = 0;
 // subtree key
    int rc = RegCreateKeyEx (hSyntKey, lpszName, NULL,


TEXT(""), REG_OPTION_NON_VOLATILE, KEY_READ | KEY_WRITE, NULL,


&hSyntax, &dwDisposition);

    if (hSyntax) {


LS.Store (hSyntax);


RegFlushKey (hSyntax);


RegCloseKey (hSyntax);


}

GETTOKEN  DETAILS 
GetToken is called by the Editeur ActiveX whenever the file is read for the first time, then when the user does something that could impact the file syntax, such a key press, a paste, ...

/*================================================================*/

/* GetToken: generic syntax processing




*/

/* return:









*/

/*
void









*/

/*================================================================*/
void GetToken (


int nSyn,



// syntax index

GLOBBUF* pGB,


// global buffer

int nOff,



// token offset

TOKINF* pTI



// token info

);

nSyn is a syntax handle. Use it your syntax library simultaneously handles several syntaxes, like generic.dll. pGB is a pointer to a GLOBBUF structure that holds the line to syntax check. nOff if the offset where GetToken must identify a token and pTI is a pointer to the token info, that you will use for both input and output. On input, pTI stores the previous token info, that is, the last value that you returned. On output, you'll store the new values into it. here's how pTI is initialized for the first token of the first line :


int nSyn = 0;


// syntax

int nVar = 0;


// variant

int nInd = 0xf;


// syntax id

int nLev = 0;


// nesting level

TOKINF TI = { nSyn, nVar, nInd, 0, nLev, 0 };

The tokinf member data is as follows :

/*================================================================*/

/* TOKINF

token info descriptor




*/

/*================================================================*/
typedef struct TagTOKINF {
// token info item

    unsigned nSyn : 4;


// syntax index
    unsigned nVar : 4;


// variant index
    unsigned nInd : 4;


// current syntax

    unsigned nPrv : 4;


// previous syntax

    unsigned nLev : 4;


// nesting level

    unsigned nLen : 12;


// token length

    } TOKINF;

enum SYNVAR { Normal,


// normal

InComBeg, InCom, InComEnd,
// comment parts

InLinComBeg, InLinCom,

// line comment parts

InStrBeg, InStr, InStrEnd,
// string parts

InCharBeg, InChar, InCharEnd
// character parts

};

enum SYNIND { Selected, Space, Comment, String, Keyword1, Keyword2, Keyword3, Number, Other};

nSyn is a syntax index. Use it you happen to handle several syntaxes simultaneously, as in ASP.  nVar identifies your current syntax context and is for your private use. For instance, are you in a comment?, in a line comment?, at the beginning of a string?, and so on ... nInd is the syntax number, that is, the one that is used by Editeur to decide which colors and font variants should be used to draw the token. nPrv is the syntax number of the previous token, nLev is the current nesting level. nLen is the length of the token.

In the remainder of the code GetToken searches for a token at the current offset position based on what happened before, that is, depending on the values in nVar (context), nPrv (previous token), and of course the characters present at the offset.

