
EB GUIDE 

dp: ( ) ev:( ) ( ) f: ( )

dp:x = 100;   // set a datapool item
fi re ev:back(); //   fi re an event
f:trace_string(“hello world”);   // call a funcƟ on

         dp:x = 5;   // wriƟ ng to x
dp:x = dp:y + dp:z;   // reading y and z
length dp:aList; //  read the length of a list datapool item
dp:refX => dp:x;   // redirect link

         
fi re ev:<idenƟ fi er>(<parameter-list>);

cancel_fi re

fi re_delayed <Ɵ meout>, ev:<idenƟ fi er>(<parameter-list>);
cancel_fi re ev:<idenƟ fi er>;

fi re ev:back();
fi re ev:mouseClick(10, 20);

fi re_delayed 3000, ev:back();   //  send the event “back” 
in 3 seconds.

cancel_fi re ev:back;   // cancel the event

         match_event if-then-else
If else

else

match_event v:<idenƟ fi er> = ev:<idenƟ fi er>
in <sequence>
else <sequence>

match_event v:event = ev:back in {
 f:trace_string(“back event received”);
}

v:this.x = match_event v:event = ev:back in 10 else 0;

         match_event in match_event v:event = ev:mouseClick in {
 v:this.x = v:event.x;
 v:this.y = v:event.y;
}

         

v:this

v:this.text = “hello world”;
v:this.x = 10;

         

-> ^

v:this->^->capƟ on.text = “Play”;     //  goto parent, goto 
capƟ on, property text

v:this->^.x -= 1;   // goto parent, property x

         + v:this.text = “current speed: “ + f:int2string(dp:speed) + 
“km/h”;

         == or !=

=Aa=

“name” == “NAME” // false
“name” != “NAME” // true
“name” =Aa= “NAME” // true

         EB GUIDE language

f:language(l:<idenƟ fi er>)

f:language(l:Standard) //  changes language to the standard 
language 

f:language(l:German) //  changes language to  German
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EB GUIDE 

         skin

f:skin(s:<idenƟ fi er>)

f:skin(s:Standard) // changes to the standard skin
f:skin(s:”myskin”) // changes to a user-defi ned skin

         
RGBA

“hello world”   // string constant
Napoleon   // string constant
5    // integer constant
color:0,235,0,255   // EB green

         : + : - : * : / : % : > : 
< : >= : <= : == : != : && : || : !

: = : += : -=

dp:myString = “Hello” + “World”;
dp:count += 1;   // increment one

         if( dp:something )
     dp:x = 5;   // single expression
if( dp:other ) {
     dp:x = 5;   // sequence enclosed
     dp:y = 10;   // in curly braces 
}

         let

let

let v:<idenƟ fi er> = <expression>;
     v:<idenƟ fi er2> = <expression>;
     ...
     in <sequence>

let v:x = 42;
      v:text = “hello world”;
in {
      v:this.x = v:x;
      v:this.text = v:text;
}

         While while

while( <expression> ) <sequence>

dp:i = 0;
while( dp:i <= 10 ) {
     dp:sum += i;
     dp:i += 1;
}

         If-then-else If-then-else 
else

if( <expression> ) <sequence> else <sequence>

if( dp:buƩ onClicked ) {
     v:this.x = dp:x;
}
else {
     v:this.x = 0;
}

v:this.x = if( dp:buƩ onClicked ) dp:x else 0;

         /* this is a C style block comment */
// this is a C++ style line comment

         
unit {} 

dp:x + 2; // returns datapool item x plus 2
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