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Thank you for downloading HTMLCompiler. This tool will assist you in creating and managing a full blown, multi-file website. The tool provides a gentle ‘programming language’ which is able to substitutes variables with your own HTML commands or predefined pieces of text.

HTMLCompiler supports the entire collection of SGML-extensions. The SGML extensions provide many cross-platform ‘descriptions’ of characters. In Raw mode every character (including tags and whitespace) is converted to SGML. In normal mode HTMLCompiler only converts the ‘special’ characters, like © and ®.
Command line options

-NOSGML


; ignore sgml-statements

-OUT:<type>


; what kind of files HTMLCompiler should produce (default: HTML)

Commands

#define _variable_ <value>

Defines a new variable. The variable will be expanded into your HTML. A variable always begins and ends with a ‘_’. You may define multiple instances of a variable. Each time you define a variable the newest one becomes active. Variables are local for a source file. If the value contains variables, the variables will be expanded before being assigned. Example:

#define _VARIABLE_ this is a value

#define _VARIABLE_ _PAGECOUNT_

#assign _variable_ <value>

Assigns a new value to a variable.

#define _VARIABLE_ this is a value

#assign _VARIABLE_ this is another value
#add _variable_ (<number> or _variable_)

Adds two numbers or variables. Example:

#define _NUMBER_ 1

#define _ADD_ 2

#add _NUMBER_ 3

#add _NUMBER_ _ADD_

## _NUMBER_ now contains 6

#sub _variable_ (<number> or _variable_)

Substracts two numbers or variables. Example:

#define _NUMBER_ 3

#dec _NUMBER_ 1

## _NUMBER_ now contains 2

#mul _variable_ (<number> or _variable_)

Multiplies two numbers or variables. Example:

#define _NUMBER_ 3

#mul _NUMBER_ 5

## _NUMBER_ now contains 15

#div _variable_ (<number> or _variable_)

Divides two numbers or variables. Example:

#define _NUMBER_ 10

#div _NUMBER_ 2

## _NUMBER_ now contains 5

#mod _variable_ (<number> or _variable_)

Calculates the modulus (the remainder when the first operand is divided by the second) of two numbers or variables.

#define _A_ 10

#mod _A_ 3

## _A_ now contains 1

#undefine _variable_

Undefines a variable. If you defined more instances of the variable, the most current one will become active. You can’t undefine a not-defined variable nor can you undefine a constant variable. Example:

#define _VARIABLE_

#undefine _VARIABLE_
#killdefine _variable_

Undefines a variable and all instances of that variable.

#define _VARIABLE_

#define _VARIABLE_

#killdefine _VARIABLE_

#include “<filename>”

Includes a new file at the current position. Example:

#include “include.inc”

#if _variable_ (_variable_ or <value>)
Executes the following block of code when the specified variable has the specified value. The block has to be ended with an #endif. If’s can be unlimitely nested.
#define _variable_ hello

#if _variable_ hello
Hello everybody!
#endif

#ifdef _variable_

Executes the following block of code when the specified variable exist. The block has to be ended with an #endif. If’s can be unlimitely nested.

#ifdef _variable_

_variable_

#endif

#ifndef _variable_

Executes the following block of code when the specified variable does not exist. The block has to be ended with an #endif. If’s can be unlimitely nested.

#ifndef _variable_

#define _variable_

#endif

#ifexists “<filename>”

Executes the following block of code when the specified file exists. The block has to be ended with an #endif. If’s can be unlimitely nested.

#ifexists “include.inc”

#include “include.inc”

#endif

#loop (<number> or _variable_)

Runs the upcoming block of code number times. The block of code is ended with a #endloop. When using the content of a variable as loopcount specifier, the content is stored internally. Changing the variable inside the loop doesn’t effect the amount of times the loop runs.

#loop 4

hello world!

#endloop

#raw

Treats the characters which are normally part of a hyperlink in the upcoming block as special SGML codes. The block is ended with #endraw.

#raw

<a href=”this is not being seen as a hyperlink but as plain text”></a>

#endraw

#rgb _variable_ <r> <g> <b>

Converts three bytes to an HTML-valid RGB value.

#random _variable_

Generates a random number and assigns it to the specified variable.

1) Pre-defined variables
_PAGECOUNT_

; The number of the page generating

_INFILE_


; The name of the currently compiling input file

_OUTFILE_


; The name of the currently compiling output file

_DAYOFWEEK_

; The day of the week (Sunday..Monday)

_YEAR_


; The current year (4 digits)

_MONTH_


; The current month (January..December)

_DAY_



; The current day of the month

_HOUR_


; The current hour

_MINUTE_


; The current minute

Color constants:

_AQUA_


_FIREBRICK_

_ORCHID_

_TEAL_

_AQUAMARINE_

_FUCHSIA_


_PINK_

_THISTLE_

_BLACK_


_GOLD_


_PLUM_

_TURQUOISE_

_BLUE_


_GRAY_


_PURPLE_

_VIOLET_

_BRASS_


_GREEN_


_QUARTZ_

_WHEAT_

_BROWN_


_KHAKI_


_RED_

_WHITE_

_BRONZE_


_LIME_


_SALMON_

_YELLOW_

_CYAN_


_MAROON_


_SIENNA_

_CORAL_


_NAVY_


_SILVER_

_FELDSPAR_


_OLIVE_


_TAN_

Tips

2) You can fake arrays by defining a variable multiple times and undefine them in a loop.

3) Comment is added by typing two #’s at the beginning of a line. (## this is a comment)

4) When you have banners on your homepage, you can generate unique id’s for them using #random and the #mod command. Simply #define a variable, assign a random value to it with #random and #mod the number to the amount of banners you have.

Notice

Although this program is fully funtional, it’s not freeware. It’s shareware. Please register this product if you want to use it for more than 30 days. It will cost you as little as 10 bucks ($10)! Checks can be send to:


Floris van den Berg


Haaksbergerstraat 200-43


7513 ED Enschede


The Netherlands

Legal notice
This program is provided as is. We have checked this program for bugs and virusses and as far as we know this program is bug and virusfree. But as this is a software product made by humans obviously there could be something wrong. We are not responsible for that, though! Run this program at your own risk.
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