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UJML
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UIEPlayer
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PDA UJML

UIEngine
UIEPlayer UIEvolution
i DOJA midp JAVA MIDP
UIEngine
UIEPIlayer
UIEPlayer
UIEngine
UIEPIlayer
UJML XML
UJML XML XML XML
XML  HTML
HelloWorld! UJML

helloworld.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>

<ujm >
<appl i cation>
<di spl ay>
<l abel >
<text>Hell o World!</text>
</l abel >
</ di spl ay>
</ application>
</ujm >
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C JAVA

<script> ECMA
C JAVA JavaScript

if,while,for

JavaScript

UJML XML

UuJML XML

<ujm >
<appl i cation>
<di spl ay>
<l abel >
<text>Hell o World!</text>

helloworld.ujml
<application>

<ujmi> <display>

<text> Hello World!

helloworld.ujml

”<application>”

<application>

<text>

|<function name="processlnput” type="voi d”>

name <function>

”processinput”

< = "o </ >

UIEngine ul
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UJML

UJML UIEvolution
UJML2.1 UIEDeveloper
UJML SDK
15 21 SDK2.1
SDK

http://developer.uievolution.com/developer/download.php

SDK OS Windows2000 WindowsXP Mac OS 10.4
JAVA SDK1.4.2
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Hello World

UJML
<label>
UJML <label> <label>
Hello World! SDK
Package Explorer ujml Run
As UJML Application Set As Main

helloworld.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnmi PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comidtd/ujm-2.1.dtd”>

<ujm >
<appl i cation>
<di spl ay>
<l abel >
<text>Hell o World!</text>
</l abel >
</ di spl ay>
</ application>
</ujm >
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(@ VIESDK2.001 dev — uie—

J
8 Uivolution

<| abel >
<text>Hello World!</text>
</ abel >
<text> UJML
HTML
XML <label>
helloworld.ujmi XML

<ujml> <application> UJML

</ujml> </application>

<display> <display>
<label>

<label> <label>

<multi-label>
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<multi-label>

helloworld.ujmi

helloworldcolor.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujmi PUBLIC “-//U EVOLUTI ON /DTD UJM. 2. 1//EN~”
“http://wmv ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<application>
<di spl ay>
<l abel >
<text>Hel | o World!</text>
<fg>& COLOR_RED;</fg>
<size>& FONT_SIZE_LARGE;</size>
</ 1 abel >
</ di spl ay>
</ appli cati on>
</ujm>

@ UIESDK2.0.0.1 dev — uie—p505i

<label> <fg> <size>

<fg> <size>
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<fg> <size>
& COLOR_RED,;
& FONT_SIZE_LARGE;

UJML UJML
<label>
text
X X 0
y Y 0
fg
bg
size
style
face
event
<box>
helloworldcolor.ujml <fg> <size> helloworld.ujml
helloworldcolor.ujml <fg> 16
HTML FF0000
UJML
| <f g>0xFFFF0000</ f g>
0x 16 8
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FF

FF

00

00

0x8800FF00

FF

00

00

UJML
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UJML

state.ujml
Hello World!

helloworld.ujml

state.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>

<! DOCTYPE uj ni PUBLIC “-//U EVOLUTI ON /DTD UJM. 2. 1// EN”

“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st at e-vari abl es>

<state-var name="'sHelloWorld" type="boolean'/>

</state-variabl es>
<scri pt >
sHelloWorld = true;
</script>
<st at es>
<state var='"'sHelloWorld">
<transition value="true">

<display>
<label>
<text>Hello World!</text>
</label>
</display>
</transition>
</state>
</states>
</ application>
</ujm>

sHelloWorld
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<state-var>

Helloworld
sHelloWworld  <script> true
<states> sHellowrold  true
Helloworld <display>
<states>

sHelloworld

<state var="'sHelloWorld'>

sHelloWorld

<transition value=""true'>

sHelloWorld true
sHelloworld

true

<transition>

UJML

state.ujml <script> sHelloworld  true
<scri pt >

sHelloWorld = true;
</script>
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UJML UJML
<script>
<application> <script>
<application> <script>
A- B
UJML
sScene
A 1
B 2
sScene 1 A sScene 2
B

sscene.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI ON /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st at e-vari abl es>
<st at e-var nane="sScene" type="int"/>
</state-variabl es>
<scri pt >
sScene = 1,
</script>
<st at es>
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<state var="sScene" >
<transition val ue="1">
<l-- A -->
</transition>
<transition val ue="2">

<l-- B-->
</transition>
</state>
</ st ates>
</ application>
</ uj i >
sscene.ujml AB <lee o>
A, B
sScene
sScene
1 A
1 A B
2 0 B
int
string boolean
string
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boolean int

string

boolean int

<transition>

state.ujml sHelloworld  true true

false

statefalse.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI ON /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st ate-vari abl es>
<st ate-var nane="sHel | oWrl d" type="bool ean"/>
</state-variabl es>
<scri pt >
sHelloWorld = false;
</script>
<st at es>
<state var="sHel | oWorl d">
<transition val ue="true">

<di spl ay>
<l abel >
<text>Hel l o World!</text>
</ abel >
</ di spl ay>
</transition>
</state>
</states>
</ application>
</ujm >

statefalse.ujml

statefalse2.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st at e-vari abl es>
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<st at e-var nanme="sHel | oWr| d" type="bool ean"/ >
</state-variabl es>
<scri pt >
sHelloWorld = false;
</script>
<st at es>
<state var="sHel | oWorl d">
<transition val ue="true" >
<di spl ay>
<l abel >
<text>Hel l o World!</text>
</ abel >
</ di spl ay>
</transition>
<transition val ue="false" >

<di spl ay>
<l abel >
<text>state value is fal se.</text>
</l abel >
</ di spl ay>
</transition>
</state>
</states>
</ applicati on>
</ujnm >
statefalse2.ujml <transition> value false

state value is fal se

7 UIESDK2.0.0.1 dev — uie-p505i

J
8 Uevolution
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sHelloworld

Hello World! true

state value is false. false

sHelloWorld

statefalse2.ujml sHelloworld false

true false <transition> value false
<display> false

<display>

<transition> value false

<display>
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<script>

mNum  10+1

mMNum=10+1;

JavaScript

script.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>

<scri pt >
_trace("Hello world!");
</script>
</ application>
</ujm >
<script>
_trace()
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_trace() SDK  UJML Trace

Network Requests | HTTR | Netark Alerts | Gampiler | 5 UJML Trace 53 | A RE&® -0
Hello wor ! ;‘
Ly o
UJML
<var> UJML
<var name=" " type=" " size=" T >
size int mVal

<var nanme="nVal ” type="int "/ >

<application>

UJML <application>
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<application>

boolean true/false false

string

int 0
null
null
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UJML

UuJML




<state-var nanme=" type=" size=" ">
size int sval
<state-var nane=”sVal ” type="int "/ >
”S”

Q9

boolean | true/false false
string
int 0

<transition>
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<transition>

<transition>

string

boolean int

string

boolean int

UJML <var>

<state-var> size

10 int mArray

<var name="mArray” type=”int” size=710"/>

| mArray[0] = 1;

int mArray
10

| <var name="mArray” type=”int” size=710"/>
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0 _resizeArray()

| <var name="mArray” type="int” size="0"/>

<script>
_resizeArray(nArray, 10);
</ scri pt>

UJML2.0

UJML

<le- o>

XML
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<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC “-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>

<di spl ay>
<l abel ><1-- -—>
<text>Hello World!</text>
</ abel >
</ di spl ay>
</ application>
</ujm >
<script> 1
1l
<script> 1 I
<scri pt >
// sHelloWorld = true
// <transition>
//
sHelloWworld = true
</script>
<script>
1* */
<script>
<scri pt >
/*
sHelloWorld = true
<transition>
*/
sHelloWworld = true
</script>
<comment> </comment>
<comment>
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interface

component

state-machine

var
function
template
state
transition
<functi ons>
<function nane="sunl' type="int">
<conment > </ conment >
<par anet er s>
<var name="a" type="int"/>
<var name="b" type="int"/>
</ par anet er s>
<vari abl es>
<var name="ret" type="int"/>
</vari abl es>
<scri pt >
ret = a + b;
</script>
<return><eval >ret </ eval ></ret urn>
</function>
</functions>
<comment> XML

ENTITY

UJML <ENTITY>
2 DOCTYPE

<ENTITY>

<?xm version="1.0" encodi ng="UTF- 8" ?>

<! DOCTYPE uj ni PUBLIC “-//U EVOLUTI ON /DTD UJM. 2. 1//EN”

“http://ww. ui evol ution.comdtd/ujm-2.1.dtd” [

<l-- -->

<IENTITY START_MESSAGE "'START"™ >
1>
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<| abel >
<t ext >&START_MESSAGE; </ t ext >

</ | abel >
ENTITY "START_MESSAGE” &
<script>
mval Str = “&START_MESSACE; ”;
</ scri pt>
mValStr  string string
&START_MESSAGE;
int

<?xm version="1.0" encodi ng="UTF- 8" ?>

<! DOCTYPE ujnmi PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd” [

<IENTITY MSEC_TIMER ''10" >
1>

<script>
nval I nt = &VSEC Tl MER; ;
</ scri pt>

UJML
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<ujmi> <ujml>

UJML

UJML

helloworld.ujml

Hello World! helloworld.ujml

Hello World! helloworld.ujml <text>

helloworldvar.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC “-//U EVOLUTI ON /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<vari abl es>
<var name="nHel | oWorl d" type="string"/>
</vari abl es>
<scri pt >
nHelloWorld = "Hello WrldH!";
</script>
<di spl ay>
<| abel >
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<t ext ><eval>mHelloWorld</eval></t ext >

</ abel >
</ di spl ay>
</ application>
</ujm >
<var> mHelloWorld <text> <eval>
mHelloWorld
<eval> 3+2
<eval> <eval>
<eval>
UJML
<state nanme="sHel | oWor| d”>
<transition val ue="3 + mNum”>
UJML
if
UJML if
if(i==1){
_trace(“i 1 "),
}
i 1 else

i f( )
telse if( ){
telse if( ) {
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}el se{

}
UJML
> _9t) | & GT;
< _It() & LT,
>= _gte() | &_GTE;
<= _Ite() | &_LTE;
== _eq() ==
1= _ne() 1=
XML
<> ”>” ”<”
ll>77 77<77
i 10
if(_1t(i,10)){
_trace(" i 10
}

if(i &LT, 10)){
_trace(" i 10

}
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compare.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<vari abl es>

<var name="i" type="int"/>
</vari abl es>
<scri pt >
i =1;
if(i <= 10){
_trace(_strcat("i=",i));
}
</script>
</ application>

</ujm >

FATAL ERROR ffile:///C:/compare.ujm|' at line 11 ( org.apache.crimson.parser/P-079 20

while,for
UJML
while  for
break
_trace()
while
while.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnmi PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<vari abl es>
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<var name="i" type="int"/>
</vari abl es>
<scri pt >
i =0;
while(_It(i,10)){
_trace(_strcat("i=",i));
| ++;
}
</script>
</ application>
</ujm >

break while(]
(i, z0) i 10

D

_strcat()

for

for.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI ON /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<vari abl es>

<var name="i" type="int"/>

</vari abl es>

<scri pt >
for(i=0; _It(i,10); i++){

_trace(_strcat("i=",i));

}

</script>

</ application>
</ujm >
break
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delay script

<delay>

<transition>

<transition>

display

play

resources

delay

variables

execute XML

script

<delay> <script>

timer.ujml

10

<script>

timer.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st at e-vari abl es>
<state-var nane="sTiner" type="bool ean"/>
</state-variabl es>
<vari abl es>
<var name="nii me" type="int"/>
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</vari abl es>

<scri pt >
nilri ne = 10;
sTimer = true
</script>
<st at es>

<state var="sTi ner">
<transition val ue="true">

<di spl ay>

<l abel >
<t ext ><eval >nTi ne</ eval ></t ext >

</ abel >

</ di spl ay>

<del ay>1000</ del ay>

<scri pt >
nili ne- - ;

if(nlinme >= 0)({
_clear_state(sTiner);
sTimer = true

}
</script>
</transition>
</state>
</states>
</ application>
</ uj i >
<delay> 1000 sTimer true
1000 <script>
<delay> <script>
<delay> 0o
<script> _clear_state() sTimer
true <transition>
sTimer  true true
<transition>
1000 sTimer true

mTime
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timer.ujml _clear_state() sTimer sTimer  true
_clear_state(sTiner);
sTinmer = sTiner;
sTimer <transition>
mTime <text> <eval>
<eval>

<transition>

<transition>
display
play
resources
delay
variables
execute XML
script
<transition>

<play> <play> WAVE

_clear_state()
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_clear_state()

display

play WAVE

resources

delay

variables

execute XML

script
<display> <play> <resources> <transition>
<execute> <script> <transition>

<variables>

<transition>

<script>
sHel | oWorl d = true;
</ scri pt>
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sHelloWorld  true

UJML
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UJML

UJML

<function> int

<functions>
<function nane="sunl' type="int">

<coment > </ conment >

<paraneters>
<var name="a" type="int"/>
<var name="b" type="int"/>
</ par anet er s>
<vari abl es>
<var name="ret" type="int"/>
</vari abl es>
<scri pt >
ret = a + b;
</script>
<return><eval >r et </ eval ></ret urn>
</function>
</functions>

<function>

<function>

name

type

access

visibility

access visibility
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parameters

script

return

function.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>

<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI ON /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comidtd/ujm-2.1.dtd”>

<ujm >
<appl i cation>
<vari abl es>
<var name="nunt type="int"/>
</vari abl es>
<functions>
<function nane="sunl' type="int">

<conment > </ conment >

<paraneters>
<var name="a" type="int"/>
<var name="b" type="int"/>
</ par anet er s>
<vari abl es>

<var name="ret" type="int"/>

</vari abl es>
<scri pt >

ret = a + b;
</script>

<return><eval >ret </ eval ></ret urn>

</function>
</functions>
<scri pt >

num = sum(10, 1);//

_trace( num);

</script>
</ application>
</ujm >
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num = sum( 10, 1);

UJML
UJML ’7_’7
_strcat()
_strcat()
|string:_strcat(string 1,string 2,string
_strcat() 3
3 boolean int
string
_srand()
_srand() int
|int = _srand(int );
_srand()
_msec()
_srand() _srand()
_msec()
_msec()
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int = nsec();

_msec()

UIEPlayer

UIEPlayer

_getintProperty()

_getintProperty()

uTC /

int

12

uTC

|int = _getlntProperty(int 1D);

_getintProperty()

_text_width()

_text_width()
int

[int = text width(int Lint

,int

_text_width()

_text_height()

_text_height()
int

<label>

|int = _text_height (int ,int

,int

_text_height()
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_unload()

_unload()

| void _unload();

_unload()

URL

_unload()

_clear_state()

_clear_state()

| void _clear_state( , [int index]); |

_clear_state() <transition>

sState true
<transition>

<state val ue="sState”>
<transition val ue="true”>
<di spl ay>
<| abel ><t ext >Hel | o Wor| d! </t ext ></| abel >

_clear_state(sState) <transition> <label>
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randRange() _srand()

srand.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>

<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<functions>
<function nane="randRange" type="int">
<par anet ers>
<var nanme="seed" type="int"/>
<var name="mn" type="int"/>
<var name="max" type="int"/>
</ par anet er s>
<return>
<eval >
(_srand(seed) % (max - nmn + 1)) + mn
</ eval >
</return>
</function>
</functions>

<scri pt >
_trace(randRange(_nsec(), 1, 100))
</script>
</ application>
</ujm >
_srand()
|_srand( )
randRange()
_srand() _msec()
UIJML _srand()
10
randRange() 10
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initNumber.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<functions>
<function nane="randRange" type="int">
<comrent > </ comment >
<par anet ers>
<var nanme="seed" type="int"/>
<var name="mn" type="int"/>
<var name="max" type="int"/>
</ par anet er s>
<return>
<eval >
(_srand(seed) % (max - nmn + 1)) + mn
</ eval >
</return>
</function>
<function name="initNumber" type=''string'>
<comment>10
<variables>
<var name=""tmpSeed" type="int"/>
<var name=""tmpNumber' type="string"/>
<var name="i"" type="int"'/>
</variables>
<script>
tmpSeed = _msec();
tmpNumber = "';
for(i=0; _1t(i,10); i++){
tmpNumber = _strcat(tmpNumber, randRange(tmpSeed,0,9));
tmpSeed = _srand(tmpSeed);

</comment>

}
</script>
<return>
<eval>tmpNumber</eval>
</return>
</function>
</functions>
<scri pt >
_trace(initNunber());
</script>
</ application>
</ujm>
0 9 _srand()
_srand()
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_srand()

_msec()

_srand()

_srand()

_srand()

_srand()
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<box>

<box>
UJML

<box>

UJML

box

display-instance

edit 1

fn

image

label 1

line

multi-edit

multi-label

polygon

polyline

round-box

x-oval

<label>

box.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>

<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>

<ujm >
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<application>
<di spl ay>
<box>
<width>100</width>
<height>100</height>
<fg>& COLOR_BLUE;</fg>
<bg>&_ COLOR_RED;</bg>
</box>
</ di spl ay>
</ appli cati on>
</ujm>

@ UIESDK2.0.0.1 dev — uie-p505i

J
8 Uievolution

box.ujml 100

<bhox> <bhox>

width

height

oO|Oo|O|O

fg 1

bg
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x-clip box false

event

<box>

width height

boxes.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<I'DOCTYPE ujm PUBLIC “-//U EVQLUTI ON /DTD UJM. 2. 1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<di spl ay>
<box>
<x>10</ x>
<y>10</y>
<wi dt h>100</ wi dt h>
<hei ght >100</ hei ght >
<fg>& COLOR BLUE; </ fg>
<bg>& COLCOR_RED; </ bg>
<box>
<x>5</ x>
<y>5</y>
<wi dt h>50</ wi dt h>
<hei ght >50</ hei ght >
<fg>& COLOR BLUE; </ fg>
<bg>& COLOR WH TE; </ bg>
</ box>
</ box>
</ di spl ay>
</ application>
</ujm >
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# UIESDK2.0.0.1 dev — uie-p505i

(X,Y)=(10,10) <Xx> <y>
(X,Y)=(15,15)

UJML
Z-Order
UJML
Z-ORDER UJML
Z-ORDER Z-ORDER
Z-ORDER
Z-ORDER
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<box> <label>

<label> <box>

<label>

labelbg.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC “-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>

<ujm >
<appl i cation>
<di spl ay>
<l abel >
<text>Hell o World!</text>
<bg>& COLCR_RED; </ bg>
</l abel >
</ di spl ay>
</ application>
</ujm >
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@ UIESDK2.0.0.1 dev — uie-

. 7
8 Uievolution
labelbg.ujmi <bg>
<label> <box>
<label>
<bhox> <bhox> <label>

boxlabel.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujmi PUBLIC “-//U EVOLUTI ON /DTD UJM. 2. 1//EN~”
“http://wwmv ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<application>
<vari abl es>
<var name="nHei ght" type="int"/>
<var name="mAN dth" type="int"/>
<var name="nText" type="string"/>
</vari abl es>
<scri pt >
mlext = "Hello Wrld!'";
11 [+4]
mWidth = _text width(mText,
& FONT_SIZE_MEDIUM; ,
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& FONT_STYLE_PLAIN;,
& FONT_FACE_SYSTEM;)
+ 4;
mHeight = _text _height(& FONT_SIZE_MEDIUM;,
& FONT_STYLE_PLAIN;,
&_FONT_FACE_SYSTEM;)
+ 4;
</script>
<di spl ay>
<box>
<width><eval>mWidth</eval></width>
<height><eval>mHeight</eval></height>
<f g>& COLCR_RED; </ f g>
<bg>& COLCR_RED; </ bg>
<l abel >
<t ext ><eval >nTText </ eval ></t ext >
<x>2</ x>
<y>2</y>
</ abel >
</ box>
</ di spl ay>
</ applicati on>
</ujm>

# UIESDK2.0.0.1 dev — uie-p505i

8 Uievolution
boxlabel.ujml <box> <label> <label>
<box>
<box>

_text_width() _text_height()
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<box> <width> <height>

<eval>

<eval>

boxlabel.ujml 2

boxcenter.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<vari abl es>
<var name="ntcr Wdth" type="int"/>
<var name="ntcr Hei ght" type="int"/>
<var name="nPosX' type="int"/>
<var name="nPosY" type="int"/>
</vari abl es>
<scri pt >
/1
mScrWidth = _getIntProperty(& PROPERTY_INT_SCREEN_WIDTH;);
mScrHeight = _getIntProperty(& PROPERTY_INT_SCREEN_HEIGHT;);

I

I

I 50 100
mPosX = (mScrWidth - 50) / 2;
mPosY = (mScrHeight - 100) 7/ 2;

</script>
<di spl ay>
<box>

<x><eval>mPosX</eval></x>
<y><eval>mPosY</eval></y>
<wi dt h>50</wi dt h>
<hei ght >100</ hei ght >
<fg>& COLOR BLUE; </ fg>
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<bg>& COLCR_RED; </ bg>
</ box>
</ di spl ay>
</ appli cati on>
</ujnm >

@ UIESDK2.0.0.1 dev — uie-p505i

J
8 Uievolution

_getIntProperty()

nScrWdth = _getlntProperty(& PROPERTY_I NT_SCREEN W DTH; ) ;

nScr Hei ght = _getlnt Property(& PROPERTY_|I NT_SCREEN HEI GHT; ) ;
50 100

X=(1 I -1 12

Y=(I 1 -1 DI 2

mPosX = (nmcrWdth - 50) / 2;

mPosY

(nScr Hei ght -

100) / 2;
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<box>

<eval>

<eval>

UJML

UJML

_getintProperty()

nScrWdth = _getlntProperty(& PROPERTY_I NT_SCREEN W DTH; ) ;
nScr Hei ght = _getl nt Property(& PROPERTY | NT_SCREEN HEI CHT;) ;

_getintProperty()
_getStringProperty()
_getStringProperty()

_text_width() _text_height()
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W= _text_wi dth(
H = text_height(

& FONT_SIZE_SMALL;

& _FONT_SIZE_MEDIUM;

& FONT_SIZE_LARGE;

& FONT_STYLE_PLAIN;

& FONT_STYLE_BOLD:;

& FONT_STYLE_ITALIC;

& _FONT_STYLE_UNDERLINED;

& FONT_STYLE_OUTLINED;

& FONT_FACE_SYSTEM:;
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START

startbutton.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<IDOCTYPE ujm PUBLIC “-//U EVQLUTION /DTD UJM. 2.1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd” [

<l-- -->

<IENTITY START_MESSAGE "START" >

<l-- -->

<IENTITY SPACI NG "4">

<IENTITY BORDER_SI ZE "2">

<IENTITY BORDER_COLOR "& COLOR BLUE; ">
<IENTITY BACK COLOR "& COLOR_SI LVER; " >
<IENTITY FONT_COLOR " & COLOR _BLACK; ">

1>
<ujm >
<appl i cation>
<vari abl es>
<l-- -->
<var nanme="ntcr Wdth" type="int" />
<var nanme="ntcr Hei ght" type="int" />
<var name="nPosX"' type="int" />
<var nanme="nPosY" type="int" />
<var name="mWdth" type="int"/>
<var name="nHei ght" type="int"/>
<l-- -->
<var nanme="nBoxText" type="string"/>
</vari abl es>
<scri pt >
<l-- -->
nScrWdth = _getlntProperty(& PROPERTY_I NT_SCREEN W DTH; ) ;
nScr Hei ght = _getIntProperty(& PROPERTY_| NT_SCREEN HEI GHT; ) ;

<l-- -->

MW dth = (&PACING * 2) +
_text_width("&START_MESSAGE; ", & FONT_SI ZE MEDI UM ,
& FONT_STYLE BOLD;, & FONT_FACE_SYSTEM ) +
&BORDER_SI ZE; * 2;

<l-- START —->

mHei ght = (&SPACING * 2) +
_text_hei ght (& FONT_SI ZE_ MEDI UM, & FONT_STYLE_| TALI G,
& FONT_FACE SYSTEM ) +
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&BORDER_SI ZE;, * 2;

<I-- X Y
nPosX = (nBcrWdth - mWdth) / 2;
nPosY = (nBcrHeight - nmHeight) / 2;
<l-- -->

mBoxText = "&START_MESSAGE; ",

</script>
<di spl ay>
<box><! - - -->
<x><eval >nPos X</ eval ></ x>
<y><eval >nPosY</ eval ></ y>
<wi dt h><eval >mA dt h</ eval ></ wi dt h>
<hei ght ><eval >nHei ght </ eval ></ hei ght >
<f g>&BORDER _COLCR; </ f g>
<bg>&BORDER COLCR; </ bg>
<box><! - - -->
<x><eval >&BCRDER_SI ZE; </ eval ></ x>
<y><eval >&BCRDER_SI ZE; </ eval ></y>

<wi dt h><eval >mMNW dth - &BORDER Sl ZE; * 2</eval ></wi dt h>

<hei ght ><eval >nHei ght - &BORDER S| ZE
<f g>&BACK _COLOR; </ f g>
<bg>&BACK COLOR; </ bg>
<l abel ><! -- START -->
<t ext ><eval >nBoxText </ eval ></t ext >
<x>&SPACI NG, </ x>
<y>&SPACI NG, </ y>
<f g>&FONT_COLOR; </ f g>
<styl e>& FONT_STYLE BQLD, </ styl e>

</l abel >
</ box>
</ box>
</ di spl ay>
</ application>

</ujm>

* 2</eval ></ hei ght >
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@ UIESDK2.0.0.1 dev — uie-p505i

<script>
ENTITY

ENTITY

Again

startbutton.ujml

startbutton.ujml

Try
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UJML

helloworld.ujml

helloworldevent.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujm PUBLIC “-//U EVQLUTI OV /DTD UJM. 2.1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st ate-vari abl es>
<st ate-var nane="sHel | oWrl d" type="bool ean"/>
</state-variabl es>
<scri pt >
sHel |l oWorl d = true
</script>
<st at es>
<state var="sHel | oWorl d">
<transition val ue="true">
<di spl ay>
<l abel >
<text>Hel |l o World!</text>
<event nane="onSel ect">
<accel erat ors>

<key>FIRE</key>
</ accel erat or s>
<scri pt >
sHelloWorld = false;
</script>
</ event >
</l abel >
</ di spl ay>
</transition>
</state>
</states>
</ application>

</ujm >
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FIRE Helloworld <key>
FIRE <script>
sHelloworld false

<event> <event>

<event name=" ">
<accel erat ors>
<key> </ key>
<key> </ key>
</ accel erat or s>
<scri pt >

</script>
</ event >

onselect
<key>

<script>

FIRE

helloworldevent2.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujm PUBLIC “-//U EVQLUTI OV /DTD UJM. 2.1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st ate-vari abl es>
<st ate-var nane="sHel | oWrl d" type="bool ean"/>
</state-variabl es>
<scri pt >
sHel |l oWorld = true
</script>
<di spl ay>
<box>
<event name="‘onSelect'>
<accelerators>
<key>FIRE</key>
</accelerators>
<script>
sHelloWorld = false;
</script>
</event>
</box>
</ di spl ay>

Copyright (c) 2007 UIE Japan, Inc.




<st at es>
<state var="sHel | oWorl d">
<transition val ue="true">
<di spl ay>
<l abel >
<text>Hel l o World!</text>
</ abel >
</ di spl ay>
</transition>
</state>
</states>
</ application>
</ujm >

helloworldevent2.ujml <label> <event>
<box> <width>

<box>

<box>

<box>

<height>

<box>

<accel erators>
<key>FIRE</ key>
</ accel er at or s>

<key>
LEFT RIGHT

<accel erators>
<key>LEFT</ key>
</ accel er at or s>

<accel erators>
<key>FIRE</ key>
<key>RIGHT</ key>
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<key>LEFT</ key>

</ accel er at or s>

FIRE,RIGHT,LEFT

<key>

UJML

0-9

a-Zz

A-Z

UP, DOWN, LEFT, RIGHT

FIRE

GAME_A, GAME_B,
GAME_C, GAME_D

F1, F2

POUND

STAR

BACKSPACE

CLEAR

<event>

<event>

UJML <fn>
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<display>

buttoninput.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<IDOCTYPE ujm PUBLIC “-//U EVOLUTION /DTD UJM. 2.1//EN~
“http://ww. ui evol ution.comidtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<di spl ay>
<fn>
<text> </text>
<event name="‘onselect''>
<accelerators>
<key>F1l</key>
</accelerators>
<script>
_unload(Q);
</script>
</event>
</fn>
</ di spl ay>
</ application>
</ujm >

<text> <event>

F1,F2 UJML2.1

buttoninput.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<I'DOCTYPE ujm PUBLIC »-//U EVQLUTION /DTD UJM. 2. 1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd” [
<l-- -->
<I'ENTITY PAD_BUTTON_CQUNT "10">
1>
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<ujm >
<appl i cation>
<st at e-vari abl es>
<state-var nane="sButton" type="bool ean" size="&PAD BUTTON COUNT; "/ >
</state-variabl es>
<functions>
<function nane="initButton" type="void">
<comment > </ comment >
<par anet ers>
<var name="vi si bl e" type="bool ean"/>
</ par anet er s>
<vari abl es>
<var name=
</vari abl es>
<scri pt >
for(i=0; _It(i,&PAD BUTTON_COUNT;); i++){
sButton[i] = visible;

i" type="int"/>

}
</script>
</function>
</functions>
<scri pt >
initButton(true)
</script>
<st at es>
<state var="sButton" index="*">
<transition val ue="true">
<conment > box </ coment >
<di spl ay>
<box>
<event nane="onSel ect">
<accel erat ors>
<key><eval >_stat e_i ndex(0) </ eval ></ key>
</ accel erat or s>

<scri pt >
_trace(_state_index(0));
</script>
</ event >
</ box>
</ di spl ay>
</transition>
</state>
</states>
</ application>
</ujm>
sButton 0 9
10 <state-var> size

<st at e-vari abl es>
<st ate-var nane="sButton" type="bool ean" size="&PAD BUTTON_COUNT;"/ >
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</state-variabl es>

sButton <state> index

<st at es>
<state var="sButton" Index="*">
<transition val ue="true">

<st at es>
<state var="sButton" index="0">
<transition value="true">

<conment > box </ conment >

<di spl ay>
<box>
<event nane="onSel ect">
<accel erat ors>
<key><eval >0</ eval ></ key>
</ accel erat or s>
<scri pt >
_trace(0);
</script>
</ event >
</ box>
</ di spl ay>
</transition>
</state>
<state var="sButton" index="1">
<transition val ue="true">

<conment > box </ conment >

<di spl ay>
<box>
<event nane="onSel ect">
<accel erat ors>
<key><eval >1</ eval ></ key>
</ accel erat or s>

<scri pt >
_trace(1);
</script>
</ event >
</ box>
</ di spl ay>
</transition>
</state>
<state var="sButton" index="2">
2 9
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</states>

10 <state> 1

<state> index

_state_index()

index="*"

index="*" <state>

<st at es>
<state var="sButton" index="*">
<transition val ue="true">
<conment > box </ coment >
<di spl ay>
<box>
<event nane="onSel ect">
<accel erat ors>
<key><eval >_stat e_i ndex(0) </ eval ></ key>
</ accel erat or s>

<scri pt >
processinput(_state_index(0));
</script>
processinput()
index="*" <state>
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<transition> <script>

int sStatus

statevariableevent.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<I'DOCTYPE ujm PUBLIC »-//U EVQLUTION /DTD UJM. 2.1//EN~
“http://ww. ui evolution.comdtd/ujm-2.1.dtd” []>
<ujm >
<appl i cation>
<st ate-vari abl es>
<state-var nane="sStatus" type="int"/>
</state-variabl es>
<scri pt >
<l-- -->
sStatus = 0O;
</script>
<di spl ay>
<box>
<event nane="onSel ect">
<accel er at or s><key>F| RE</ key></ accel er at or s>
<scri pt >
sSt at us++;
</script>
</ event >
</ box>
</ di spl ay>
<st at es>
<state var="sStatus">
<transition val ue="0">
<conmment >START </ conment >
<scri pt >
_trace(" START ");
</script>
</transition>
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<transition val ue="1">
<comment >
<scri pt >
_trace("
</script>
</transition>
<transition val ue="2">
<comment >
<scri pt >
_trace("
</script>
</transition>
<transition val ue="3">

</ conment >

10

</ conment >

"),

<coment > </ conment >
<scri pt >
_trace(" ");
</script>
</transition>
</state>
</states>
</ application>
</ujm >
FIRE sStatus _trace()
UJML
4
FIRE
10
1
10 0 9
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sStatus int

sStatus
0
1
2
3
6
sBackGround
sStatus
sTimer
sBox
sButton 10
sEnding
sStatus
sStatus
sBackGround  true
sStatus O
0
FIRE sStatus
1 10
sBox true
sTimer true 10
10 sStatus 2
2
sBox true
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sButton true
sStatus 3
3 sEnding  true
1 sStatus O
sStatus
sBackGround, sTimer, sBox, sButton,
sEnding sStatus
main.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd” [

<l-- -->
<IENTITY START_MESSAGE "START" >

<l-- -->

<IENTITY SPACI NG "4">

<IENTITY BORDER_SI ZE "2">

<IENTITY BORDER_COLOR "& COLOR BLUE; ">
<IENTITY BACK COLOR "& COLOR_SI LVER; " >
<IENTITY FONT_COLOR " & COLOR _BLACK; ">

<l-- -->
<IENTITY SEC LIMT "10"><!-- -->
<IENTITY PAD BUTTON_COUNT "10">

<IENTITY CHAR SI ZE "10" ><!-- -->

1>
<ujm >
<appl i cation>
<st at e-vari abl es>
<st at e-var nane="sBackG ound" type="bool ean"/>
<state-var nane="sStatus" type="int"/>

<state-var nane="sTiner" type="bool ean"/>
<st at e-var nanme="sBox" type="bool ean"/>

<state-var nane="sButton" type="bool ean" size="&PAD BUTTON COUNT; "/ >

<st at e-var nanme="sEndi ng" type="bool ean"/>

</state-variabl es>

<vari abl es>
<var name="ntcr Wdth" type="int" />
<var name="ntcr Hei ght" type="int" />

<var nanme="nPosX' type="int" />
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<var nanme="nPosY" type="int" />

<var name="nttartWdth" type="int"/>
<var name="nHei ght" type="int"/>

<var name="nfinmer" type="int"/>
<var name="nteed" type="int"/>

<var name="m ndex" type="int"/><!-- -->
<var name="nmBoxWdth" type="int"/><!-- -->
<var name="nBoxText" type="string"/><!-- -->

<var name="mAnswer Wdth" type="int"/>

<var name="nPosXAnswer" type="int"/>

<l-- -->

<var name="nlrueAnswer Char" type="string" size="&CHAR SIZE;"/ >

<var nane="nBackCol or" type="int"/>
<var nane="nBadCol or" type="int"/>
<var nane="m\or nal Col or" type="int"/>

<var nane="m nmageReady" type="bool ean"/ >
</vari abl es>
<functions>
<function nane="randRange" type="int">
<comment > </ comment >
<par anet ers>
<var name="seed" type="int"/>
<var name="mn" type="int"/>
<var name="max" type="int"/>
</ par anet er s>
<return>
<eval >
(_srand(seed) % (max - nmn + 1)) + mn
</ eval >
</return>
</function>
<function nane="ini t Nunmber" type="string">
<comment > </ corment >
<vari abl es>
<var name="t npSeed" type="int"/>
<var name="t npNunber" type="string"/>

<var name="i" type="int"/>
</vari abl es>
<scri pt >

tmpSeed = _nsec();

t npNunber = "";

for(i=0; _It(i,&HAR SIZE;); i++){
t npNunber = _strcat (tnpNunber, randRange(tnpSeed, 0,9));
nmlr ueAnswer Char[i] = randRange(tnpSeed, 0, 9);
t npSeed = _srand(tnpSeed);
}
</script>
<return>
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<eval >t npNunber </ eval >
</return>
</function>
<function nane="initButton" type="void">
<comment>0 9 </ conment >
<paraneters>
<var name="vi si bl e" type="bool ean"/>
</ par anet er s>
<vari abl es>
<var name="i
</vari abl es>
<scri pt >
for(i=0; _It(i,&PAD BUTTON_COUNT;); i++){
_clear_state(sButton[i])
sButton[i] = visible;

type="int"/>

}
</script>
</function>
<function nane="processlnput" type="void">
<comment > </ conment >
<paraneters>
<var name="input" type="int"/>
</ par anet er s>
<vari abl es>
<var name="i" type="int" />
<var nane="t npNunber" type="int" />
</vari abl es>
<scri pt >
I
t npNunber = _string_to_int(
mrr ueAnswer Char [ m ndex] ) ;

i f(tnmpNurber == input){
/1
mBoxText = "";
for(i=0; _lte(i,mndex); i++){
nmBoxText = _strcat(
nmBoxText, nilrueAnswerChar[i])

}

I *

for(i=0; _It(i,&HAR SIZE; - mndex -1); i++){
nmBoxText = _strcat (nmBoxText,"*");

}

/1
_cl ear_st at e(sBox);
sBox = true;

if(mndex == & HAR SI ZE; - 1){//
I

initButton(false);

nBeed = nsec();
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sStatus = 3;
}
m ndex++;
}el se{
/1
nBackCol or = nBadCol or;
_cl ear_st at e(sBackGround);
sBackG ound = true;
}

</script>

</function>
</functions>

<scri pt >
nBeed = _nsec();

I
nScrWdth = _getlntProperty(& PROPERTY_I NT_SCREEN W DTH; ) ;
nScr Hei ght = _getIntProperty(& PROPERTY_| NT_SCREEN HEI GHT; ) ;

/1

nStartWdth = (&PACI NG, * 2) +
_text _width("&START_MESSAGE; ", & FONT_SI ZE _MEDI UM ,
& FONT_STYLE BOLD;, & FONT_FACE_SYSTEM ) +
&BORDER_SI ZE; * 2;

/1 i ni t Nunber

mAnswer W dt h= (&SPACI NG * 2) +
_text_width(initNunber(), & FONT_SIZE MEDI UM ,
& FONT_STYLE BOLD;, & FONT_FACE SYSTEM ) +
&BORDER_SI ZE; * 2;

/1 START
mHei ght = (&SPACING * 2) +
_text_hei ght (& FONT_SI ZE_ MEDI UM, & FONT_STYLE_ | TALI G,
& FONT_FACE_SYSTEM ) +
&BORDER_SI ZE; * 2;

I X Y
nPosY = (nBcrHeight - nmHeight) / 2;

I

nBadCol or = & COLOR _RED; ;

nmNor mal Col or = & COLOR _WHI TE; ;
nBackCol or = nNor nal Col or;

/1
sBackG ound = true;

/1

sStatus = 0O;
</script>
<di spl ay>
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<f n>
<t ext > </text>
<event nane="onsel ect">
<accel er at or s><key>F1</ key></ accel er at or s>
<scri pt >
_unload();
</script>
</ event >
</fn>
</ di spl ay>
<st at es>
<state var="sBackG ound">
<transition val ue="true">
<comment > </ comment >
<di spl ay>
<box>
<wi dt h><eval >nScr W dt h</ eval ></ wi dt h>
<hei ght ><eval >ntcr Hei ght </ eval ></ hei ght >
<f g><eval >nBackCol or </ eval ></f g>
<bg><eval >nBackCol or </ eval ></ bg>
</ box>
</ di spl ay>
<del ay>100</ del ay>
<scri pt >
i f(mBackCol or != mNor mal Col or){
nmBackCol or = nNor nal Col or
sBackG ound = fal se;
sBackG ound = true;

}
</script>
</transition>

</state>
<state var="sStatus">
<conment ></ conment >
<transition val ue="0">
<conmment >START </ coment >
<scri pt >
_cl ear_st at e(sBox);

nPosX = (nBcrWdth - nStartWdth) / 2;
nmBoxW dth = nftart Wdt h;
nmBoxText = "&START_MESSACE; ";
sBox = true;
</script>
</transition>
<transition val ue="1">
<comment > </ comment >
<scri pt >
/1
nBoxText = initNunber();
nPosX = (nBcrWdth - mAnswerWdth) / 2;
nmBoxW dt h = mAnswer W dt h;

/1
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_cl ear_st at e(sBox);
sBox = true;

/1
nli ner = &SEC LIMT;;
_clear_state(sTiner);
sTimer = true
</script>
</transition>
<transition val ue="2">
<comment > </ conment >
<vari abl es>
<var name="i
</vari abl es>
<scri pt >
/1 *
mBoxText = "";
for(i=0; _It(i,&HAR SIZE;);i++){
nmBoxText = _strcat (nmBoxText, "*");

type="int"/>

}
/1

_cl ear_st at e(sBox);
sBox = true;

/1
initButton(true)

m ndex = 0;
</script>
</transition>
<transition val ue="3">
<comment > </ comment >
<scri pt >
/1
_cl ear_st at e(sEndi ng) ;
sEnding = true

</script>
</transition>
</state>

<state var="sBox">
<transition val ue="true">
<conmment >START </ coment >
<di spl ay>
<l-- -->
<box>
<x><eval >nPos X</ eval ></ x>
<y><eval >nPosY</ eval ></ y>
<wi dt h><eval >nBoxW dt h</ eval ></w dt h>
<hei ght ><eval >nHei ght </ eval ></ hei ght >
<f g>&BORDER _COLCR; </ f g>
<bg>&BORDER COLCR; </ bg>
<box>
<x><eval >&BCRDER_SI ZE; </ eval ></ x>
<y><eval >&BCRDER_SI| ZE; </ eval ></y>
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<wi dt h>

<eval >nBoxW dt h - &BORDER SI ZE; * 2</eval >
</ wi dt h>
<hei ght >

<eval >ntHei ght - &BORDER_SI ZE;, * 2</eval >
</ hei ght >

<f g>&BACK_COLOR; </ f g>
<bg>&BACK_ COLOR; </ bg>

<event nane="onSel ect">
<accel er at or s><key>F| RE</ key></ accel erat ors>
<scri pt >
/1
sStatus = 1;
</script>
</ event >
<l-- -->
<l abel >
<t ext ><eval >nBoxText </ eval ></ t ext >
<x>&SPAC NG, </ x>
<y>&SPAC NG, </ y>
<f g>&FONT_COLOR, </ f g>
<styl e>& FONT_STYLE BQLD, </ styl e>
</l abel >
</ box>
</ box>
</ di spl ay>
</transition>

</state>
<state var="sTi ner">
<transition val ue="true">
<di spl ay>
<| abel >
<t ext ><eval >_strcat ("
<f g>& COLOR BLACK; </ f g>
<bg>& COLOR WH TE; </ bg>
</ abel >
</ di spl ay>
<del ay>1000</ del ay>
<scri pt >
sTimer = fal se;
niri ner - - ;
if(nmrimer > 0){
sTi mer=true
}el se{
/1
sStatus = 2;
}
</script>
</transition>
</state>
<state var="sButton" index="*">
<conment >
<l--

U, mniomer "

") </ eval ></text >
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<l-- -->
</ coment >
<transition val ue="true">
<conment > box </ coment >
<di spl ay>
<box>
<event nane="onSel ect">
<accel erat ors>
<key><eval >_stat e_i ndex(0) </ eval ></ key>
</ accel erat or s>
<scri pt >
processl nput (_state_i ndex(0));
</script>
</ event >
</ box>
</ di spl ay>
</transition>
</state>
<state var="sEndi ng">
<transition val ue="true">

<conmmrent >1 </ coment >
<di spl ay>
<l abel >
<t ext > </text>

<f g>& COLOR BLACK; </ f g>
<bg>& COLOR WH TE; </ bg>
</l abel >
</ di spl ay>
<del ay>1000</ del ay>
<scri pt >
_cl ear_st at e(sEndi ng) ;
_clear_state(sStatus);
sStatus = 0;
</script>
</transition>
</state>
</states>
</ application>
</ujm>
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UJML <image>

image.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC “-//U EVOLUTI OV /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>

<ujm >
<appl i cation>
<di spl ay>
<i nage>
<ur | ><i mage- url >i mages/ one</i mage- url ></url >
<wi dt h>130</wi dt h>
<hei ght >30</ hei ght >
</i mage>
</ di spl ay>
</ application>
</ujm >
<image>
<width> <height>
<image>
gif,jpeg,png gif

png

<image-url>
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<image-url>

URL

<ur | ><i mage- url >i mages/ one</i mage- ur | ></ url >

images/ome.png

ome.bmp
ome.gif
ome.jpg

ome.png

<image-url>

images/ome.gif

png

images

gif
<image-url>

gif

<ur | >images/ome.gif</url >

image.ujml
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UJML

image.ujml

<image>

UJML



<resource> <resource>

resource.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<IDOCTYPE ujm PUBLIC “-//U EVOLUTION /DTD UJM. 2.1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st ate-vari abl es>
<st at e-var nane="sl nage" type="bool ean"/>
<st ate-var nanme="sLoad" type="bool ean"/>
</state-variabl es>
<scri pt >
/1
sLoad = true;
</script>
<st at es>
<state var="slLoad">
<transition val ue="true">
<resour ces>
<resource>
<url><image-url>images/ome</image-url></url>
<event name="‘onResourceAvailable'>
<script>
//
slmage = true;
</script>
</event>
</resource>
</resources>
</transition>
</state>
<state var="sl mage" >
<transition val ue="true">
<di spl ay>
<i nage>
<ur | ><i mage- url >i mages/ one</i mage-url ></url >
<wi dt h>130</ wi dt h>
<hei ght >30</ hei ght >
</i mage>
</ di spl ay>
</transition>
</state>
</states>
</ application>
</ujm>

resource.ujml sLoad
true

onResourceAvailable
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slmage true

onResourceAvailable

<resource> <transition>

resource.ujml

sLoad

onResourceAvailable

slmage  true

sLoad false

UIEPIlayer

onResourceError

resource.ujml

resource_error.ujml
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resource_error.ujmli

<?xm version="1.0" encodi ng="UTF- 8" ?>
<IDOCTYPE ujm PUBLIC “-//U EVOLUTION /DTD UJM. 2.1//EN~
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd”>
<ujm >
<appl i cation>
<st ate-vari abl es>
<st at e-var nane="sl nage" type="int"/>
<st ate-var nanme="sLoad" type="bool ean"/>
</state-variabl es>
<scri pt >
/1
sLoad = true;
</script>
<st at es>
<state var="slLoad">
<transition val ue="true">
<resour ces>
<resour ce>
<ur | ><i mage- url >i mages/ one</i mage-url ></ url >
<event nane="onResour ceAvail abl e">
<scri pt >
/1
sl mage = 1;
</script>
</ event >
<event nane="onResourceError">
<scri pt >
/1
sl mage = 2;
</script>
</ event >
</resource>
</resources>
</transition>
</state>
<state var="sl mage" >
<transition val ue="1">
<di spl ay>
<i nage>
<ur | ><i mage- url >i mages/ one</i mage-url ></url >
<wi dt h>130</wi dt h>
<hei ght >30</ hei ght >
</i mage>
</ di spl ay>
</transition>
<transition val ue="2">
<di spl ay>
<l abel >
<t ext > </text>
</l abel >
</ di spl ay>
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</transition>

</state>
</states>

</ appli cati on>

</ uj i >
slmage int
slmage 1 slmage

2 slmage 2 <transition>

<image> <label>
o O

<resource>

main_image.ujml

<?xm version="1.0" encodi ng="UTF- 8" ?>
<! DOCTYPE ujnm PUBLIC *-//U EVOLUTI ON /DTD UJM. 2.1// EN”
“http://ww. ui evol ution.comdtd/ujm-2.1.dtd” [

<l-- -->
<IENTITY START_MESSAGE "START" >

<l-- -->

<IENTITY SPACI NG "4">

<IENTI TY BORDER_SI ZE "2">

<IENTITY BORDER_COLCR " & COLOR BLUE; ">
<IENTITY BACK_COLOR "& COLCOR _SI LVER; ">
<IENTITY FONT_COLOR "& COLOR BLACK; ">

<l-- -->
<IENTITY SEC LIMT "10"><!-- -->
<IENTITY PAD BUTTON_COUNT "10">
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<IENTITY CHAR SI ZE "10" ><!-- -->

1>
<ujm >
<appl i cation>
<st at e-vari abl es>
<st at e-var nane="sBackG ound" type="bool ean"/>
<state-var nane="sStatus" type="int"/>

<st ate-var nane="sLoad" type="bool ean"/>

<state-var nane="sTiner" type="bool ean"/>

<st at e-var nanme="sBox" type="bool ean"/>

<state-var nane="sButton" type="bool ean" size="&PAD BUTTON COUNT; "/ >
<st at e-var nane="sEndi ng" type="int"/>

</state-variabl es>

<vari abl es>
<var name="ntcr Wdth" type="int" />
<var name="ntcr Hei ght" type="int" />

<var name="nPosX' type="int" />
<var nanme="nPosY" type="int" />

<var name="nttart Wdth" type="int"/>
<var name="nHei ght" type="int"/>

<var nanme="nfinmer" type="int"/>
<var name="nteed" type="int"/>

<var name="m ndex" type="int"/><!-- -->
<var name="nmBoxWdth" type="int"/><!-- -->
<var name="nBoxText" type="string"/><!-- -->

<var nanme="mAnswer Wdth" type="int"/>
<var name="nPosXAnswer" type="int"/>
<l-- -->

<var name="nmlrueAnswer Char" type="string" size="&CHAR SIZE;"/ >

<var nane="nBackCol or" type="int"/>
<var name="nBadCol or" type="int"/>
<var nane="m\or nal Col or" type="int"/>

<var nane="m nmageReady" type="bool ean"/ >
</vari abl es>
<functions>
<function nane="randRange" type="int">
<comment > </ comment >
<paraneters>
<var nanme="seed" type="int"/>
<var name="mn" type="int"/>
<var name="max" type="int"/>
</ par anet er s>
<return>
<eval >
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(_srand(seed) % (max - nmn + 1)) + mn
</ eval >
</return>
</function>
<function nane="ini t Nunmber" type="string">
<conmment > </ comment >
<vari abl es>
<var name="t npSeed" type="int"/>
<var name="t npNunber" type="string"/>

<var name="i" type="int"/>
</vari abl es>
<scri pt >

tmpSeed = _nsec();

t npNunber = "";

for(i=0; _It(i,&HAR SIZE;); i++){

t npNunber = _strcat (tnpNunber, randRange(tnpSeed, 0,9));

nmlr ueAnswer Char[i] = randRange(tnpSeed, 0, 9);
t npSeed = _srand(tnpSeed);
}
</script>
<return>
<eval >t npNunber </ eval >
</return>
</function>
<function nane="initButton" type="void">
<comment>0 9 </ conment >
<paraneters>
<var name="vi si bl e" type="bool ean"/>
</ par anet er s>
<vari abl es>
<var name="i
</vari abl es>
<scri pt >
for(i=0; _It(i,&PAD BUTTON_COUNT;); i++){
_clear_state(sButton[i])
sButton[i] = visible;

type="int"/>

}
</script>
</function>
<function nane="processlnput" type="void">
<comment > </ conment >
<paraneters>
<var name="input" type="int"/>
</ par anet er s>
<vari abl es>
<var name="i" type="int" />
<var nane="t npNunber" type="int" />
</vari abl es>
<scri pt >
I
t npNunber = _string_to_int(
mrr ueAnswer Char [ m ndex] ) ;

i f(tnpNurmber == input){
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/1
mBoxText = "";
for(i=0; _lte(i,mndex); i++){
nmBoxText = _strcat(
nBoxText, nilrueAnswerChar[i]);

}

I *

for(i=0; _It(i,&HAR SIZE; - mndex -1); i++){
nmBoxText = _strcat (nmBoxText, "*");

}

/1
_cl ear_st at e(sBox);
sBox = true;

if(mndex == & HAR SI ZE; - 1){//
I
initButton(false);

nSeed = _nsec();
sStatus = 3;
}
m ndex++;
}el se{
/1
nBackCol or = nBadCol or;
_cl ear_st at e(sBackGround);
sBackG ound = true;
}

</script>

</function>
</functions>

<scri pt >
nBeed = _nsec();

I
nScrWdth = _getlntProperty(& PROPERTY_I NT_SCREEN W DTH; ) ;
nScr Hei ght = _getIntProperty(& PROPERTY_| NT_SCREEN HEI GHT; ) ;

/1

mStartWdth = (&PACI NG * 2) +
_text_width("&START_MESSAGE; ", & FONT_S| ZE_MEDI UM,
& FONT_STYLE BOLD;, & FONT FACE SYSTEM) +
&BORDER S| ZE; * 2;

/1 i ni t Nunber

mAnswer W dt h= (&SPACI NG * 2) +
_text_width(initNunber(), & FONT_SIZE MEDI UM ,
& FONT_STYLE BOLD;, & FONT_FACE_SYSTEM ) +
&BORDER_SI ZE; * 2;
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/1 START
mHei ght = (&SPACING * 2) +
_text_hei ght (& FONT_SI ZE_ MEDI UM, & FONT_STYLE_| TALI G,
& FONT_FACE_SYSTEM ) +
&BORDER S| ZE; * 2;

I X Y
nPosY = (nBcrHeight - nmHeight) / 2;

I

nmBadCol or = & COLOR _RED; ;
nmNor mal Col or = & COLOR _WHI TE; ;
nmBackCol or = nNor nal Col or

/1
sBackG ound = true;

/1
sLoad = true;

</script>
<di spl ay>
<f n>
<text > </text>
<event nane="onsel ect">
<accel er at or s><key>F1</ key></ accel er at or s>
<scri pt >
_unload();
</script>
</ event >
</fn>
</ di spl ay>
<st at es>
<state var="slLoad">
<transition val ue="true">
<resour ces>
<resour ce>
<ur | ><i mage- url >i mages/ one</i mage-url ></url >
<event nane="onResour ceAvail abl e">
<scri pt >
/1
m mageReady = true
/1
sStatus = 0O;
</script>
</ event >
<event nane="onResourceError">
<scri pt >
/1
m mageReady = fal se
/1
sStatus = 0O;
</script>
</ event >
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</resource>
</resources>
</transition>
</state>
<state var="sBackG ound">
<transition val ue="true">
<conment > </ coment >
<di spl ay>
<box>
<wi dt h><eval >nScr W dt h</ eval ></w dt h>
<hei ght ><eval >ncr Hei ght </ eval ></ hei ght >
<f g><eval >nBackCol or </ eval ></f g>
<bg><eval >nBackCol or </ eval ></ bg>
</ box>
</ di spl ay>
<del ay>100</ del ay>
<scri pt >
i f(mBackCol or != mNor mal Col or){
nmBackCol or = nNor nal Col or
sBackG ound = fal se;
sBackG ound = true;

}
</script>
</transition>

</state>
<state var="sStatus">
<conment ></ conment >
<transition val ue="0">
<conmment >START </ coment >
<scri pt >
_cl ear_st at e(sBox);

nPosX = (nBcrWdth - nStartWdth) / 2;
nmBoxW dt h = nftart Wdt h;
nmBoxText = "&START_MESSACE; ";
sBox = true;
</script>
</transition>
<transition val ue="1">
<conment > </ coment >
<scri pt >
/1
nBoxText = initNunber();
nPosX = (nBcrWdth - mAnswerWdth) / 2;
nmBoxW dt h = mAnswer W dt h;

/1
_cl ear_st at e(sBox);
sBox = true;

I

nli ner = &SEC LIMT;;
_clear_state(sTiner);
sTinmer = true
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</script>
</transition>
<transition val ue="2">
<conment > </ coment >
<vari abl es>
<var name="i
</vari abl es>
<scri pt >
/1 *
mBoxText = "";
for(i=0; _It(i,&HAR SIZE;);i++){
nmBoxText = _strcat (nmBoxText, "*");

type="int"/>

}
/1

_cl ear_st at e(sBox);
sBox = true;

/1
initButton(true)

m ndex = 0;
</script>
</transition>
<transition val ue="3">

<comment > </ comment >
<scri pt >
I
_cl ear_st at e(sEndi ng) ;
I
i f (M nageReady) {
seEnding = 1;
}el se{
sEnding = 2;
}
</script>
</transition>
</state>

<state var="sBox">
<transition val ue="true">
<conmment >START </ coment >
<di spl ay>
<l-- -->
<box>
<x><eval >nPos X</ eval ></ x>
<y><eval >nPosY</ eval ></ y>
<wi dt h><eval >nBoxW dt h</ eval ></w dt h>
<hei ght ><eval >nHei ght </ eval ></ hei ght >
<f g>&BORDER _COLCR; </ f g>
<bg>&BORDER COLCR; </ bg>
<box>
<x><eval >&BCRDER_SI ZE; </ eval ></ x>
<y><eval >&BCRDER_SI ZE; </ eval ></y>
<wi dt h>
<eval >nBoxW dt h - &BORDER SI ZE; * 2</eval >
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</ wi dt h>
<hei ght >
<eval >nHei ght - &BORDER_SI ZE;, * 2</eval >
</ hei ght >
<f g>&BACK_COLOR; </ f g>
<bg>&BACK_ COLOR; </ bg>
<event nane="onSel ect">

<accel er at or s><key>F| RE</ key></ accel erat ors>

<scri pt >
/1
sStatus = 1;
</script>
</ event >
<l-- -->
<l abel >
<t ext ><eval >nBoxText </ eval ></t ext >
<x>&SPAC NG, </ x>
<y>&SPAC NG, </ y>
<f g>&FONT_COLOR, </ f g>
<styl e>& FONT_STYLE BQLD, </ styl e>
</ abel >
</ box>
</ box>
</ di spl ay>
</transition>
</state>
<state var="sTi ner">
<transition val ue="true">
<di spl ay>
<| abel >

<t ext ><eval >_strcat (" JtonMiner," ")</eval ></text>

<f g>& COLOR BLACK; </ f g>
<bg>& COLOR WH TE; </ bg>
</ abel >
</ di spl ay>
<del ay>1000</ del ay>
<scri pt >
sTimer = fal se;
niri ner - - ;
if(nmrimer > 0){
sTi mer=true
}el se{
/1
sStatus = 2;
}
</script>
</transition>
</state>

<state var="sButton" index="*">
<conment >
<l-- -->
<l-- -->
</ coment >
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<transition val ue="true">
<comment > box </ comment >
<di spl ay>
<box>
<event nane="onSel ect">
<accel erat ors>
<key><eval >_stat e_i ndex(0) </ eval ></ key>
</ accel erat or s>
<scri pt >
processl nput (_state_i ndex(0));
</script>
</ event >
</ box>
</ di spl ay>
</transition>
</state>
<state var="sEndi ng">
<transition val ue="1">
<comment >1 </ comment >
<di spl ay>
<i nage>
<ur | ><i mage- url| >i mages/ one</i mage-url ></ url >
<wi dt h>130</wi dt h>
<hei ght >30</ hei ght >
</i mage>
</ di spl ay>
<del ay>1000</ del ay>
<scri pt >
_cl ear_st at e(sEndi ng) ;
_clear_state(sStatus);
sStatus = 0O;
</script>
</transition>
<transition val ue="2">

<conmment >1 </ coment >
<di spl ay>
<| abel >
<t ext > </text>

<f g>& COLOR BLACK; </ f g>
<bg>& COLOR WH TE; </ bg>
</l abel >
</ di spl ay>
<del ay>1000</ del ay>
<scri pt >
_cl ear_st at e(sEndi ng) ;
_clear_state(sStatus);
sStatus = 0;
</script>
</transition>
</state>
</states>
</ application>
</ujm>
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sLoad true
<resource>

onResourceAvailable sStatus

mlmageReady true

onResourceError

mimageReady false sStatus O

sEnding
sEnding  boolean
int

mlmageReady

sEnding

mimageReady | sEnding

true 1
false 2
sEnding 1 <image>
sEnding 2 <label>

<resource>

Loading
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UuJML

XML

UJML <box>
<> <y>

<X>

<y>

<multi-label>

ENTITY

<IENTITY NEWLINE "&#000A;">

&NEWLINE;
a=1+1
2
a=2
ds =60 * 60 :* 24;
86400

UuJML
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string int

int string
_string_to_int()

string int

<resource>
<resource>
<resource> <image>
<resource>
<resource>
main.ujml
main.ujml
<box>
<box>
<box>
<label>
<box> <label>
while,for break/continue
UJML2.1 while,for  break/continue

UJML

<transition>
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UIEDeveloper

XML
UIEDevelopper
XML
xmlbuddy XML
http://xmlbuddy.com
SDK  Windows Mac OS
SDK Windows Mac OS Linux
SDK
SDK SDK UIEPIlayer
SDK Help - Software
Updates - Find and Install
HTML UJML
2 _run()
_link() 2 _run()
_link() _unlink()
_run()
App 1 Appl App?2
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3:

2:

1:App 2

O:App 1

App 1

<script>

_run(App 2);

</script>

App 2 App 1
UIEPlayer
App 1 App 2 App 1

App 2 _unload() App 1

O:App 1

_link()

_link()

App 2
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2:
1:App 2
O:App 1
App 2 Part A
Part A App 2 Part A
_run()
UJML
UJML
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UJML

<component>
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<box>

<interface>



