Going GUI One Window At A Time

By Greg Grisham

ompanies that need GUI, know it. If you're asking yourself whether your company or
=4 your customers' companies really need GUI, there may honestly be no compelling
technical reason. The character-based application works great. The programs are solid.
Maybe only a few executive types are asking for it. So why go to all the time and trouble of
reinventing your solid, character-based app?

Attention and attraction to your application. Winning more "mindshare" in your customer
base. Expanding your customer base. Even if you don't change a single business rule in
your application, the perception to the new interface is that you have a stronger, better,
modern product. Maybe you've even lost some customers in the past to other products that
lacked the functional strength of yours but had a graphical interface. Now, it is your turn to
convert some customers to your application. Like it or not, a graphical interface with a bitmap
overlay is the ultimate fishing lure.

So where do you begin? First of all, it is important to note that Visual PRO/5® can support
your character application and your GUI enhancements in the same operating environment.
This means you can evolve your application gradually, or one module at a time. The idea is
to think in terms of ADDING GUI to your application and not replacing your character
interface.

There are several advantages to this approach. You

e Don't have to completely quit enhancing your application until you are done

e Can develop your GUI style parameters and try them out in one program before you do
the others

o Clearly identify to your customer your commitment to the application and your technical
abilities to stay on top of the industry

 Build the scripts and programs that will facilitate converting the rest of your application

e And probably most important, attract new business with the slicker, more contemporary
application

Since Visual PRO/5 will support both a character and graphical interface within the same
application, you can effectively add the graphical functionality while enhancing the
application itself. You don't have to separate GUI development but can parallel your GUI
development and functionality development within the existing code. You can get immediate
feedback. You aren't developing in a vacuum. Obviously, this has some risk associated with
it, but the critical purpose here is to sustain and enhance the business rules so that you are
not completely reinventing the wheel.

Before you begin, you will need to develop a set of style parameters, much like you

did for your character screens. ResBuilder™ makes this a reasonably painless task.

More importantly, modifying these parameters as you test is much easier than editing
numerous PRINTstatements. As you build more and more standardization in your screens,
you can then store them in a static resource file so that you or any subsequent programmers
working on that same application can cutand paste, eliminating the potential for
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screen incongruity. Just like having screen interface standards in the character environment,
you need to have them in your graphical application. Think GUI continuity.

Depending on the size and structure of your application, converting to a graphical interface
can take some time. In today's business world, you can't afford to be out of touch with your
customer or your vertical industry for an extended period of time. By gradually integrating the
graphical pieces, your customer will recognize your progressive movement. This reinforces
your commitment to your customer and the application. It also gives you the opportunity for
ongoing communication with your customer, firmly fixing you as his or her technical resource
for current and future needs.

There is no silver bullet. Even with well-structured subroutines, character code is linear by
design and GUI code requires an event loop structure. This isn't a bad thing, just different. If
you've been in the Business Basic world for some time, then you've probably gone through
somewhat similar changes in the past; for example, having to modify your input control.
Originally, Business Basic code used an INPUT verb to capture a keyboard response. Later,
utility code was developed to facilitate input control, and the _STDINP program was inserted
in the place of entry control subroutines. Later still, a single verb, INPUTE, was created, and
once again you were back in your code probably "string searching and replacing.” With GUI
migrations, depending on your code structure, you can take certain liberties and develop
scripts and/or code to make finding and modifying your application a little easier. The goal
here is to use and reuse as much as possible. After you have modified your first program,
you can then apply that process more quickly the next time.

It is possible to step into the GUI world slowly and build GUI as you enhance. Itis not as
painful as you may think and the rewards are worthwhile. BASIS Visual PRO/5 has
everything you need to make the transition and build a lasting code infrastructure.
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