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Query Time Seq. # Avatar ID Guild Level Race Class Zone

01/01/06 23:59:39 1 467 1 Orc Warrior Orgrimmar

01/01/06 23:59:39 1 921 19 1 Orc Shaman Orgrimmar

01/02/06 00:03:31 45 1367 8 60 Undead Warrior Arashi Mountain
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1 CPNTools[6]
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• DataFile StdFile

• DataFile ReadDt

Close

• IDs

New id IDs

Old id

• Old id

Guilty

DataFile

STRING

"sample1.dat"

FileId

InData

INTINT

Reading

BOOL

1`true

StdFile

STRING

1`"hyojun.dat"

Standard

PAIRS

IDs

LISTINT

[]

Status

STATUS

Guilty

INT

OpenData

input (fname);
output ();
action
let 
     val infile = TextIO.openIn(fname);
in 
     fh:=infile;
     ()
end handle _  => ();

RdData

input ();
output ();
action
let
   val (m,f) = case TextIO.inputLine(!fh) of
          SOME s => (s, true) |
          NONE => ("",false);
in
   x:=atoii(m);
   flag:=f;
   ()
end handle _ => ();

Close
input ();
output ();
action
  TextIO.closeIn(!fh);

ReadStd

input(fname)
action
let
  val infile=TextIO.openIn(fname);
  val m=PAIRS.input_ms(infile)
in
  hyojun:=m;
  TextIO.closeIn(infile);
  ()
end handle _ => ();

Newbie

[not (mem ids id)]

Oldie

[mem ids id,
g = check lvl0 lvl (tick+1.0) h]

fname

!x

true

!flag

false

fname

!hyojun

ids

id::ids

(id,lvl0)

(id, lvl0, ~1, 0.0, false)

(id,lvl)

ids

ids

(id, lvl0, lvl1, tick, guilty)

(id, lvl0, lvl, tick+1.0, 
guilty orelse g)

h
h

if (g andalso (not guilty)) 
then 1`id else empty
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