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Preface

This book describes the ooDialog framework, which is implemented as an external library package,
and is part of the Open Object Rexx distribution on the Windows® platform. It describes the classes
in the framework and how to use the framework to program graphical user interfaces, (commonly
referred to as a GUI,) on Windows

This book is intended for Open Object Rexx programmers who want to design graphical user
interfaces for their applications.

1. How This Book is Structured

This book is primarily a reference that describes the classes and methods in the ooDialog framework
in detail. In general, each chapter describes a single class and its methods. Although, in some cases
similar classes that do not need a lot of documentation are gathered together in a single chapter with a
subsection for each class. For the most part, the documentation for each class will have a table, at the
beginning, that lists the methods of the class, with a link to the detailed documentation for the method
within that chapter or section.

One slight deviation from that pattern is found in the dialog object and dialog control object chapters
at the beginning of the book. These objects are composed of a number of base classes and mixin
classes. These two chapters list the class methods, attributes, and instance methods that are a part of
every dialog, or every dialog control object, respectively, without much distinction as to exactly which
base, or mixin, class the method comes from. The method tables at the beginning of the chapters will
contain links to the detailed documentation, which may be in another chapter.

The Preface and Chapter 1, contain general information that should be read, or re-read, with every
new release. The rest of the book is wholly reference and the reader can navigate to the specific topic
they are interested in. The Preface, (this section) is intended to give the reader a better understanding
of how to use this reference. As the book is revised, how best to use the book may change. Chapter
1, a Brief Overview, contains general information that all users of ooDialog should know. This content
is dynamic. In particular there is a section on the current release that will contain important information
the user should be aware of in the new release. The chapter also contains a section on common
concepts that all ooDialog programmers should be aware of. As new features are added, or new
misconceptions come to light, this information is also likely to change over time.

2. Document Conventions

This manual uses several conventions to highlight certain words and phrases and draw attention to
specific pieces of information.

In PDF and paper editions, this manual uses typefaces drawn from the Liberation Fonts" set. The
Liberation Fonts set is also used in HTML editions if the set is installed on your system. If not,
alternative but equivalent typefaces are displayed. Note: Red Hat Enterprise Linux 5 and later includes
the Liberation Fonts set by default.

2.1. Typographic Conventions

Four typographic conventions are used to call attention to specific words and phrases. These
conventions, and the circumstances they apply to, are as follows.

Mono-spaced Bold

! https://fedorahosted.org/liberation-fonts/
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Used to highlight system input, including shell commands, file names and paths. Also used to highlight
keycaps and key combinations. For example:

To see the contents of the file my_next_bestselling_novel in your current
working directory, enter the cat my_next_bestselling_novel command at the
shell prompt and press Enter to execute the command.

The above includes a file name, a shell command and a keycap, all presented in mono-spaced bold
and all distinguishable thanks to context.

Key combinations can be distinguished from keycaps by the hyphen connecting each part of a key
combination. For example:

Press Enter to execute the command.

Press Ctr1+Alt+F2 to switch to the first virtual terminal. Press Ctr1+Alt+F1 to
return to your X-Windows session.

The first paragraph highlights the particular keycap to press. The second highlights two key
combinations (each a set of three keycaps with each set pressed simultaneously).

If source code is discussed, class names, methods, functions, variable names and returned values
mentioned within a paragraph will be presented as above, in mono-spaced bold. For example:

File-related classes include filesystem for file systems, file for files, and dir for
directories. Each class has its own associated set of permissions.

Proportional Bold

This denotes words or phrases encountered on a system, including application names; dialog box text;
labeled buttons; check-box and radio button labels; menu titles and sub-menu titles. For example:

Choose System - Preferences - Mouse from the main menu bar to launch Mouse
Preferences. In the Buttons tab, click the Left-handed mouse check box and click
Close to switch the primary mouse button from the left to the right (making the mouse
suitable for use in the left hand).

To insert a special character into a gedit file, choose Applications —. Accessories

- Character Map from the main menu bar. Next, choose Search - Find... from
the Character Map menu bar, type the name of the character in the Search field
and click Next. The character you sought will be highlighted in the Character Table.
Double-click this highlighted character to place it in the Text to copy field and then

click the Copy button. Now switch back to your document and choose Edit - Paste
from the gedit menu bar.

The above text includes application names; system-wide menu names and items; application-specific
menu names; and buttons and text found within a GUI interface, all presented in proportional bold and
all distinguishable by context.

Mono-spaced Bold Italic or Proportional Bold Italic

Whether mono-spaced bold or proportional bold, the addition of italics indicates replaceable or
variable text. Italics denotes text you do not input literally or displayed text that changes depending on
circumstance. For example:

To connect to a remote machine using ssh, type ssh username@domain.name at
a shell prompt. If the remote machine is example . com and your username on that
machine is john, type ssh john@example.com.




Pull-quote Conventions

The mount -o remount file-system command remounts the named file
system. For example, to remount the /home file system, the command is mount -o
remount /home.

To see the version of a currently installed package, use the rpm -q package
command. It will return a result as follows: package-version-release.

Note the words in bold italics above — username, domain.name, file-system, package, version and
release. Each word is a placeholder, either for text you enter when issuing a command or for text
displayed by the system.

Aside from standard usage for presenting the title of a work, italics denotes the first use of a new and
important term. For example:

Publican is a DocBook publishing system.

2.2. Pull-quote Conventions
Terminal output and source code listings are set off visually from the surrounding text.

Output sent to a terminal is set in mono-spaced roman and presented thus:

books Desktop  documentation drafts mss photos stuff svn
books_tests Desktopl downloads images notes scripts svgs

Source-code listings are also set in mono-spaced roman but add syntax highlighting as follows:

package org.jboss.book.jca.ex1;
import javax.naming.InitialContext;

public class ExClient

{
public static void main(String args[])
throws Exception
{
InitialContext iniCtx = new InitialContext();
Object ref = iniCtx.lookup("EchoBean");
EchoHome home = (EchoHome) ref;
Echo echo = home.create();
System.out.println("Created Echo");
System.out.println("Echo.echo('Hello') = " + echo.echo("Hello"));
}
}

2.3. Notes and Warnings
Finally, we use three visual styles to draw attention to information that might otherwise be overlooked.

Notes are tips, shortcuts or alternative approaches to the task at hand. Ignoring a note should
have no negative consequences, but you might miss out on a trick that makes your life easier.
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Important boxes detail things that are easily missed: configuration changes that only apply to
the current session, or services that need restarting before an update will apply. Ignoring a box
labeled 'Important’ will not cause data loss but may cause irritation and frustration.

Warnings should not be ignored. Ignoring warnings will most likely cause data loss.

3. How to Read the Syntax Diagrams

Throughout this book, syntax is described using the structure defined below. This is similar to, but
slightly different than, the IBM syntax diagrams used in other ooRexx reference documentation. The
author is calling these diagrams simplified railroad tracks. It primarily strives to limit all diagrams

to 2 lines, and does away with much of the complexity of true IBM railroad tracks. The body of text
following the syntax diagrams, along with this clarifying text, will resolve any ambiguities in the
diagrams.

Note: Not all syntax diagrams may be converted to the simplified railroad tracks at this time.

In this reference, the syntax diagrams being presented are the diagrams of the syntax for method,
attribute, and routine invocations. The diagrams show the method, attribute, or routine name and the
arguments for the invocation. For method or attribute invocations, the section the method or attribute is
included in, and / or the text itself, make it clear as to which class the method belongs to. The following
defines how the syntax diagrams are to be read:

« Each syntax diagram is for a single method, attribute, or routine invocation,
» Read the syntax diagrams from left to right, from top to bottom, following the path of the line.
The >>- - symbol indicates the beginning of an invocation or call.

The - -> symbol indicates that the invocation syntax is continued on the next line. In most cases
continuation is avoided.

The >- - - symbol indicates that a statement is continued from the previous line.
The ->< symbol indicates the end of a statement.

« The method, attribute, or routine name is the first token, (first word,) on the horizontal line (the main
path). Parentheses enclose the arguments, if there are any arguments.

>>--methodName()--------------"------------------ ><

« Methods, attributes, or routines that do not accept arguments, stand alone on the main line.

liv
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>>--attributeName--------------"--~----------- ><

* Required arguments appear on the horizontal line, (the main path,) wihin the parentheses.

>>--methodName(--requiredArgument--)------------- ><

» Optional arguments appear on a line directly below the main path.

>>--methodName(--+-------------------- ) ><
+--optionalArgument--+

* Commas are placed on the same line and immediately before the argument whose position relies on
the comma.

>>--methodName(--argl--+----------- +--,--arg3--+----------- e e ><
Too,; =BT =% +--,--arg4--+

M

In ooRexx, the arguments to methods or functions are enclosed in parenthesis and each
argument is separated by a comma. The arguments are positional and the commas are always
required to properly place an argument in its correct position. Required arguments can not be
omitted. Optional arguments can be omitted, however, any argument that follows an omitted
argument must be in its proper position as delineated by the commas. If there are no arguments
following an omitted argument, there is no need to include any following commas. But, it is not
incorrect to include the following commas.

In the syntax diagrams in this document, arguments are represented by appropriate variable names
and these variable names are then described in the text for the method. When arguments are optional,
the default value and or behavior if the argument is omitted is also described in the text.

In all cases, the text rather than the syntax diagram should be considered definitive.

The following example shows the described syntax:

>>--createFontEx(--fontName--+---------------- R e +--)----- - ><
+--,--pointSize--+ +--,--additional--+
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In the above example, the syntax diagram indicates that the name of the method or routine is
createFontEx. The location of the syntax diagram in the body of this document would clearly indicate
that it is a method of the WindowsExtensions class, that has been inherited by the dialog object. The
diagram indicates that the argument in the first position, fontName is required. The argument in the
second postion, pointSize is optional, and the argument in the third position, additional is also optional.

In addition, the syntax diagram indicates that if the second positional argument is omitted but the third
positional arugment is used, there must be 2 commas preceding the additional argument.

M

Although the reader may prefer to interpret the syntax diagrams in some other way than that just
explained, any other interpretation is not correct.

4. Getting Help and Submitting Feedback

The Open Object Rexx Project has a number of methods to obtain help and submit feedback for
ooRexx and the extension packages that are part of ooRexx. These methods are listed below. For
users of ooDialog, the order listed below is in the order that is most likely to receive prompt help or
support.

4.1. The Open Object Rexx SourceForge Site

The Open Object Rexx Project2 utilizes SourceForge3 to house the ooRexx Projecz‘4 source
repositories, mailing lists, and other project features. Over time it has become apparent to the
ooDialog developers that the mailing lists are better tools for carrying on discussions concerning
ooDialog and that the Forums provided by SourceForge are cumbersome to use. The ooDialog user is
most likely to get timely replies by posting questions or comments to the Users Mailing List.

Here is a list of some of the most useful facilities provided by SourceForge.

The Users Mailing List
You can subscribe to the oorexx-users mailing list at ooRexx Mailing List Subscriptions® page.
This list is for discussing using ooRexx. It also supports a historical archive of past messages.
Users of ooDialog are most likely to get a prompt reply to their questions, suggestions, or
comments on that mailing list.

The Announcements Mailing List
You can subscribe to the oorexx-announce mailing list at ocoRexx Mailing List Subscriptions6
page. This list is only used to announce significant ooRexx project events.

The Developer Mailing List
You can subscribe to the oorexx-devel mailing list at ooRexx Mailing List Subscriptions’
page. This list is for discussing ooRexx project development activities and future interpreter
enhancements. It also supports a historical archive of past messages.

2 http://www.oorexx.org/

8 http://sourceforge.net/

4 http://sourceforge.net/projects/oorexx

® http://sourceforge.net/p/oorexx/mailman/
6 http://sourceforge.net/p/oorexx/mailman/
4 http://sourceforge.net/p/oorexx/mailman/

Ivi


http://www.oorexx.org/
http://sourceforge.net/
http://sourceforge.net/projects/oorexx
http://sourceforge.net/p/oorexx/mailman/
http://sourceforge.net/p/oorexx/mailman/
http://sourceforge.net/p/oorexx/mailman/
http://www.oorexx.org/
http://sourceforge.net/
http://sourceforge.net/projects/oorexx
http://sourceforge.net/p/oorexx/mailman/
http://sourceforge.net/p/oorexx/mailman/
http://sourceforge.net/p/oorexx/mailman/

The Rexx Language Association Mailing List

The Bug Mailing List
You can subscribe to the oorexx-bugs mailing list at ooRexx Mailing List Subscriptions® page.
This list is only used for monitoring changes to the ooRexx bug tracking system.

Bug Reports
You can create a bug report at ooRexx Bug F\’eport9 page. Please try to provide as much
information in the bug report as possible so that the developers can determine the problem as
quickly as possible. Sample programs that can reproduce your problem will make it easier to
debug reported problems.

Documentation Feedback
You can submit feedback for, or report errors in, the documentation at coRexx Documentation
Report10 page. Please try to provide as much information in a documentation report as possible.
In addition to listing the document and section the report concerns, direct quotes of the text
will help the developers locate the text in the source code for the document. (Section numbers
are generated when the document is produced and are not available in the source code itself.)
Suggestions as to how to reword or fix the existing text should also be included.

Request For Enhancement
You can suggest ooRexx features at the ooRexx Feature Requesz‘sll page.

Patch Reports
If you create an enhancement patch for ooRexx please post the patch using the ooRexx Patch
F\’eport12 page. Please provide as much information in the patch report as possible so that the
developers can evaluate the enhancement as quickly as possible.

Please do not post bug fix patches here, instead you should open a bug report and attach the
patch to it.

The ooRexx Forums
The ooRexx project maintains a set of forums that anyone may contribute to or monitor. They are
located on the Open Object Rexx Discussion™ page. There are currently four forums available:
Help, Developers, Open Discussion, and General Discussion. In addition, you can monitor the
forums via email.

4.2. The Rexx Language Association Mailing List

The Rexx Language Association™* maintains a mailing list for its members. This mailing list is only
available to RexxLA members thus you will need to join RexxLA in order to get on the list. The dues
for RexxLA membership are small and are charged on a yearly basis. For details on joining RexxLA
please refer to the RexxLLA Home Page'® or the RexxLA Membership Application™® page.

8 http://sourceforge.net/p/oorexx/mailman/

9 http://sourceforge.net/p/oorexx/bugs/

19 http://sourceforge.net/p/oorexx/documentation/
™ http://sourceforge.net/p/oorexx/feature-requests/
12 http://sourceforge.net/p/oorexx/patches/

13 http://sourceforge.net/p/oorexx/discussion/

™ http:/fwww.rexxla.org/

15 http://rexxla.org/

16 http://www.rexxla.org/rexxla/join.html
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4.3. comp.lang.rexx Newsgroup

The comp./ang.rexx17 newsgroup is a good place to obtain help from many individuals within the Rexx
community. You can obtain help on Open Object Rexx or on any number of other Rexx interpreters
and tools.

5. Related Information

See also: Open Object Rexx: Reference

1 http://groups.google.com/group/comp.lang.rexx/topics?hl=en
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Chapter 1.

Brief Overview

ooDialog is a framework that aids ooRexx programmers in adding graphical elements to their Rexx
programs. The framework provides the base infrastructure, through a number of classes, that the
programmer builds on to quickly produce Windows dialogs. This book is a reference to the ooDialog
classes, methods, and utilities that make up the base infrastructure.

In general, the ooDialog framework simply provides the Rexx programmer with an interface to the
Windows API, and primarily to the part of the API that deals with dialogs and dialog controls. In almost
all cases, the behavior of the dialog and its controls is dictated by the Windows API. ooDialog has
very little control of this. While this document strives to be complete enough that a Rexx programmer,
knowing very little of the Windows API, can effectively write graphical programs in Rexx, it can never
be as comprehensive as the actual Microsoft documentation. Therefore, the Rexx programmer that
needs, or desires, to go beyond the basic dialog and dialog behavior, will benefit greatly by consulting
the MSDN documentation.

1.1. Getting Started

The ooDialog documentation should be divided into two parts - a tutorial and a reference. In the
original documentation accompanying IBM's Object Rexx, the documentation was in two parts.
Unfortunately, the tutorial portion mostly described how to use the IBM Resource Workshop. Because
the tutorial section was primarily directed towards using the Resource Workshop, it does not make
much sense in the current context.

This book is primarily a reference that describes the classes and methods in detail. There is no tutorial
contained within the book. In ooDialog 4.2.0, a new document, the ooDialog User Guide has been
started. It does contain a tutorial section, but at this point it is still a work in progress. The User Guide
is a good starting point for the newcomer and will help to get started using ooDialog. In addition to

the ooDialog User Guide, the sample ooDialog programs that accompany the ooRexx distribution are
probably the best additional source of help for learning how to use ooDialog. However, there are also
numerous snippets of example code in this book. In addition the getting help section of this reference
lists a number of resources for the programmer with questions about ooDialog.

1.2. Definition of Terms

A collection of definitions and explanations for terms used in the ooDialog documentation. These
terms may not be familiar to the average Rexx programmer.

1.2.1. Client /| Nonclient Area

The client area of a window is the part of a window where, normally, the window does its active
drawing. For a top-level window this is usually where an application displays its output. The title bar,
menu bar, window menu, minimize and maximize buttons, sizing border, and scroll bars are referred
to collectively as the window's nonclient area. The operating system manages most aspects of the
nonclient area. The application manages the appearance and behavior of its client area.

Dialogs are top-level windows, and the client area is the area where the dialog draws its controls.
The nonclient area is the border, title bar, etc.. For dialog controls, the client area is where the control
draws itself. The nonclient area would be the border of the control, if it has one.

1.2.2. Color

Windows supports a method of specifying colors by using an index into a color palette, see below.
Palette color indexes are limited in number. The typical palette color indexes are 0 (black), 1 (dark
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red), 2 (dark green), 3 (dark yellow), 4 (dark blue), 5 (purple), 6 (blue grey), 7 (light grey), 8 (pale
green), 9 (light blue), 10 (white), 11 (grey), 12 (dark grey), 13 (red), 14 (light green), 15 (yellow), 16
(blue), 17 (pink), 18 (turquoise).

1.2.3. Color Palette

An array that contains color values identifying the colors that can currently be displayed or drawn on
the output device.

Color palettes are used by devices that can generate many colors but can only display or draw a
subset of them at a time. For such devices, Windows maintains a system palette to track and manage
the current colors of the device.

Applications do not have direct access to this system palette. Instead, Windows associates a default
palette with each device context. Applications can use the colors in the default palette.

The default palette is an array of color values identifying the colors that can be used with a device
context by default. Windows associates the default palette with a context whenever an application
creates a context for a device that supports color palettes. The default palette ensures that colors

are available for use by an application without any further action. The default palette typically has

20 entries (colors), but the exact number of entries can vary from device to device. The colors in the
default palette depend on the device. Display devices, for example, often use the 16 standard colors of
the VGA display and 4 other colors defined by Windows.

1.2.4. COLORREF

Windows uses a type named COLORREF to specify colors as RGB values. The RGB color model
specifies a color by using a number, 0 to 255, to represent each of the three primary colors, red,
green, and blue. A COLORREEF is a single number that Windows will interpret as the 3 values for red,
green, and blue. Many of the Windows APIs use a COLORREF as an argument when working with
colors.

ooDialog provides a number of methods to make it easy for the programmer to create a COLORREF
number by specifying the 3 red, green, and blue values separately. Among these methods are the
colorRef class method of the Image class and the rgb method of the CustomDraw class.

1.2.5. Conventional Hexadecimal Format

There are a number of methods in the ooDialog framework that have an argument that can be in
numeric format, a whole number, or in a conventional hexadecimal format. For the purposes of this
documentation this hexadecimal format is defined to be a Rexx string that begins with "0x" followed by
a maximum of 16 characters, which are only characters that represent hexadecimal numbers. l.e., "0"
through "F". The following is meant to clarify this:

-- Acceptable:
"Oxffff"

"OXFFFF"
"Ox000012aB"
"OXFFFFOO00aaaa9999"
n oxoll

-- Incorrect:
" OxFfff" -- leading space
"OXFZFF" -- Z is not a hexadecimal symbol
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"000012ab" -- second character must be x
"Ox0123456789ABCDEF1" -- 17 characters
"OOx0" -- second character must be x, not 0

1.2.6. #define Statement

Define statements are often used in the C and C++ languages to define symbolic names for numerical
values. Because of this, it is common in Windows programs with dialogs to define symbolic names

for resource IDs. Most Windows resource editors use symbolic IDs, (some to a limited degree, others
exclusively.) Often the define statements are put in a header file so they are available both to the
resource compiler and to the program code. The defines take the form of: #define symbolicName
numericValue as in this example:

#define ID_PUSHBUTTON1 413
#define ID_EDIT1 511
#define ID_LISTBOX1 602

1.2.7. Device Context

A device context is associated with all windows that appear on the screen, such as a dialog or a dialog
control. It is a drawing area managed by a window. A device context stores information about the
graphic objects that are displayed, such as bitmaps, lines, and pixels, and the tools used to display
them, such as pens, brushes, and fonts. A device context can be acquired for a dialog or a dialog
control. It must be explicitly freed when the text or graphic operations are completed.

1.2.8. Dialog Icon

The term dialog icon is used in this documentation to refer to the icon that is displayed in the left hand
corner of the title bar of a dialog. In Windows this is often called the application icon. The dialog icon is
also used for the Task Bar display and in the AltTab task switcher application.

The dialog icon for a specific dialog can be set when the dialog is run using one of the execute
methods. See the execute or popup methods for example. ooDialog provides four icon images for use
in dialogs. Other, custom, icons can be used by including the icon in a binary (compiled) resource,

a resource script, or by using the add/iconResource method of the UserDialog. The following table
shows the pre-defined symbolic IDs of the icon images provided by ooDialog. The symbolic ID should
always be used in case the numeric value is changed in the future. In addition, the programmer should
avoid using any of the pre-defined symbolic IDs reserved by ooDialog. The IDI_DLG_DEFAULT is a
fifth symbolic ID that represents the default dialog icon. This ID can always be used where a dialog
icon ID is needed.

Table 1.1. ooDialog Supplied Icons

Description Symbolic ID

The default, the letters OOD IDI_DLG_OODIALOG
Dialog box image IDI_DLG_APPICON
Fancier dialog box image IDI_DLG_APPICON2
The ooRexx image IDI_DLG_OOREXX
IDI_DLG_DEFAULT IDI_DLG_DEFAULT




Chapter 1. Brief Overview

1.2.9. Dialog Unit

Dialog box templates contain measurements that define the size and position of the dialog box and its
controls. These measurements are device independent. This allows a single template to be used to
create the same dialog box for all types of display devices. Using device independent measurements
allows a dialog box to have the same proportions and appearance on all screens despite differing
resolutions and aspect ratios between screens.

These measurements are called dialog template units, often shortened to just dialog units in this
documentation.

The following paragraph in italics, which has been the sole documentation of dialog units in the
ooDialog documentation prior to version 4.0.0, is unfortunately incorrect. The value of a dialog unit is
dependent on the font actually used in the dialog, not on the system font. The statements below were
probably true in very early versions of Windows when every dialog used system 8 pt font. Today it

is highly unusual for a dialog to use system 8 pt font. The factorX and factorY values are calculated
incorrectly. These values are only correct if the dialog is using system 8 pt font and are incorrect for a
dialog using any other font.

There is a horizontal and a vertical dialog base unit to convert width and height of dialog boxes and
controls from dialog units to pixels and vice versa. The value of these base units depend on the screen
resolution and the active system font; they are stored in attributes of the UserDialog class.

XPixels = xDialogUnits * self~FactorX

Note that in the above line of code xPixels will be inaccurate.

1.2.10. Handle

A unique reference to a Windows object assigned by the system. It can be a reference to a dialog,

a particular dialog control, a window, or a graphic object (pen, brush, font). Handles are required for
certain methods. A handle is an opaque type, the Rexx programmer need not be aware of the specific
format of a handle. The ooDialog framework provides methods that return handles and methods for
retrieving handles from the operating system. When a method requires a handle as an argument, the
Rexx programmer needs to obtain the handle from one of those provided methods.

1.2.11. Header File

A common practice when programming applications in Windows that use dialogs and dialog resources
is to place symbolic defines in a separate file. These files often have a .h extension and are usually
called header files. Windows resource editors often manage a header file for the symbolic IDs
automatically. (For instance Microsoft's dialog editor creates, writes, and reads the resource ID header
file completely on its own. The user does not need to take any action other than including the file in her
program.)

1.2.12. Modal and Modeless Dialogs

Dialogs are executed in two basic ways. A modal dialog blocks keyboard and mouse input to all other
windows started by the program. The user can not switch to another window in the program without
closing the modal dialog. In ooDialog this is often all other dialogs started by the program. A modeless
dialog operates independently of the other dialogs in the program. The user can switch away from a
modeless dialog and work with any of the other dialogs in the program.

4
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Be aware that the original developers of ooDialog choose to not implement true modal dialogs. Rather,
they implemented a strategy where all dialogs are created as modeless dialog and the ooDialog
framework keeps track of the last dialog executed. This last executed dialog is then manually disabled
to mimic the behaviour of true modal dialogs. While this strategy is usually sufficient, it will sometimes
cause the wrong dialog to be disabled.

In the ooDialog framework use the execute method to create modal dialogs and the popup or
popupAsChild methods to create modeless dialogs.

1.2.13. Pixel

Individual addressable point on the monitor (screen or display.) Pixels are whole numbers. Ancient
VGA screens supported 640 by 480 pixels, SVGA screens supported higher resolutions, such as

800 by 600, 1024 by 768, and up. Modern displays support much higher resolutions. 1600 by 1200

is common and displays with 2560x1600 are available. Pixel values start at the top left corner of the
main display, with that corner being (0,0). Prior to dual monitor capabilities, pixel values were always
non-negative. On a dual monitor system that is no longer true, depending on the virtual position of the
secondary monitor. If it is to the left or above the primary monitor negative pixel values are possible.

1.2.14. Resource Editor

Resource editors are visual tools used to create a dialog template in a text file. Visual resource
editors provide a WYSIWYG (what you see is what you get) environment to design dialogs. The editor
manages the size and positioning of a dialog and its controls. The user can drag and drop controls
where they are wanted and use the mouse to size the dialog and controls. Resource editors simplify
the process of designing the look of a dialog and reduce the amount of trial and error design inherent
in using the UserDialog class.

1.2.15. Resource ID

A resource ID is the identification number of a dialog resource. There are several different types

of dialog resources, menus, dialog controls, and bitmaps, to name a few. You assign IDs when
you create the resource definition for your dialog. An ID can be either numerical (for example, 1) or
symbolic (for example, "IDOK").

IDs must be unique for each resource of the same type. Although two resources of different types may
have the same ID, when using symbolic IDs within the ooDialog framework it is advisable to give all
resources unique numerical IDs.

1.2.16. Resource Script

Resource script files are plain text files usually produced by a resource editor. The files generally
have a file extension of ".rc", but an extension of ".dlg" is used by some resource editors. The text of
a resource script defines a dialog template. The format of the text is defined by Microsoft and public
knowledge. The format is easily parsable by computer software and is used by resource compilers
to produce a compiled (binary) file containing the dialog template(s) defined in the script file. The
ooDialog framework can parse a resource script file and dynamically produce a dialog template in
memory. This is the basis of how a RcDialog works.

1.2.17. Screen | Client Coordinates

Points on the screen are described as x and y coordinate pairs (x,y). The x coordinates increase to the
right, y coordinates increase towards the bottom. Screen and client coordinates are used to distinguish
the origin (0,0) of the coordinate. For a screen coordinate, the origin is the upper left corner of the
primary display device, typically a monitor, and usually called the screen. Client coordinates on the
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other hand have an origin of the upper left corner of the client area of the window. Both screen and
client coordinates are always given in the device unit of the display, which for all practical purposes is
a pixel.

1.2.18. Symbolic ID

A symbolic name is a constant symbol that uniquely identifies a specific entity in a program. Defining
a symbolic name for each numeric resource ID is often done in programs that work with resource IDs.
The symbolic name is then used where ever a numeric resource ID is needed. Symbolic names are
easier to remember than numeric IDs and can make the code easier to understand.

Symbolic names are most often used in compiled programs, where a preprocessor replaces each
occurrence of the symbolic name in the code with its numeric value before the code is compiled.
Symbolic names are less often used in interpreted languages because there is no preprocessor step
where substitutions can be made. However, ooDialog provides a robust and useful mechanism for
using symbolic IDs in ooDialog programs. Programmers wishing to use symbolic resource IDs in their
programs should be familiar with this mechanism.

1.2.19. SystemColor

The Windows operating system maintains a table of system colors for each display element. Display
elements are the parts of a window and the display that appear on the system display screen. The
user can customize the color of each display element, so each element is assigned a unique numeric
and symbolic ID. Referring to one of the system colors by its ID allows the programmer to use the
correct color of a display element without having to know if the user has customized the color for that
element or not.

The following table lists the numeric and symbolic keyword for each display element. In the ooDialog
framework, for methods that work with the system colors, like setSysColor or setControlSysColor,

the system color can be specified using either its numeric ID or its keyword. Note that the operating
system symbol for each keyword actually is prefaced by COLOR _. l.e., the actual symbol for
3DDKSHADOW is COLOR_3DDKSHADOW, for 3DFACE the symbol is COLOR_3DFACE, etc.. This
table lists the ooDialog keyword.

Table 1.2. System Color Elements

ID Symbol Element

21 3DDKSHADOW Dark shadow for three-dimensional display
elements.

15 3DFACE Face color for three-dimensional display
elements and for dialog box backgrounds.

20 3DHIGHLIGHT Highlight color for three-dimensional display
elements (for edges facing the light source.)

20 3DHILIGHT Highlight color for three-dimensional display
elements (for edges facing the light source.)

22 3DLIGHT Light color for three-dimensional display
elements (for edges facing the light source.)

16 3DSHADOW Shadow color for three-dimensional display

elements (for edges facing away from the
light source).

10 ACTIVEBORDER Active window border.

2 ACTIVECAPTION Active window title bar. Specifies the left
side color in the color gradient of an active
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ID Symbol Element

window's title bar if the gradient effect is

enabled.
12 APPWORKSPACE Background color of multiple document
interface (MDI) applications.
1 BACKGROUND Desktop.
15 BTNFACE Face color for three-dimensional display
elements and for dialog box backgrounds.
20 BTNHIGHLIGHT Highlight color for three-dimensional display
elements (for edges facing the light source.)
20 BTNHILIGHT Highlight color for three-dimensional display
elements (for edges facing the light source.)
16 BTNSHADOW Shadow color for three-dimensional display

elements (for edges facing away from the
light source).

18 BTNTEXT Text on push buttons.

9 CAPTIONTEXT Text in caption, size box, and scroll bar
arrow box.

1 DESKTOP Desktop.

27 GRADIENTACTIVECAPTION Right side color in the color gradient of an

active window's title bar if the gradient effect
is enabled. ACTIVECAPTION specifies the
left side color.

28 GRADIENTINACTIVECAPTION Right side color in the color gradient

of an inactive window's title bar.
INACTIVECAPTION specifies the left side
color.

17 GRAYTEXT Grayed (disabled) text. This color is set to O
if the current display driver does not support
a solid gray color.

13 HIGHLIGHT Item(s) selected in a control.

14 HIGHLIGHTTEXT Text of item(s) selected in a control.

26 HOTLIGHT Color for a hyperlink or hot-tracked item.
11 INACTIVEBORDER Inactive window border.

3 INACTIVECAPTION Inactive window caption. Specifies the left

side color in the color gradient of an inactive
window's title bar if the gradient effect is

enabled.
19 INACTIVECAPTIONTEXT Color of text in an inactive caption.
24 INFOBK Background color for tooltip controls.
23 INFOTEXT Text color for tooltip controls.
4 MENU Menu background.
29 MENUHILIGHT The color used to highlight menu items

when the menu appears as a flat menu.
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ID Symbol Element
The highlighted menu item is outlined with
HIGHLIGHT.

30 MENUBAR The background color for the menu bar when

menus appear as flat menus. However,
MENU continues to specify the background
color of the menu popup.

7 MENUTEXT Text in menus.

0 SCROLLBAR Scroll bar gray area.
5 WINDOW Window background.
6 WINDOWFRAME Window frame.

8 WINDOWTEXT Text in windows.

1.2.20. System Error Code

The term system error code refers to an error code set by the Windows operating system when an
API fails. ooDialog provides an interface to the Windows APIs and when an error is detected many of
the ooDialog methods have some means of conveying the system error code to the programmer. The
ooDialog programmer can look up the meaning of a system error code in the MSDN documentation to
understand better the cause of a failure.

ooDialog provides the .systemErrorCode environment entry as a means for the Rexx programmer
to determine the value of the system error code after a method has executed. Note that not all of
the Windows APIs set the system error code. And, likewise, not all of the ooDialog methods set the
.systemErrorCode.

1.2.21. Windows Documentation

The term Windows documentation is used throughout the ooDialog reference to refer to the Windows
Operating System documentation provided by Microsoft. The documentation is called the MSDN
Library. The library is provided online for anyone to access. In addition, since May 2006, Microsoft
has also provided free of charge the ISO images of the library installation program. Anyone can
download the ISOs, burn them to a CD and install the library locally on their system.

It is not necessary for the ooDialog programmer to know or understand the underlying Windows API
that ooDialog is built on. However, as programmers write more sophisticated ooDialog applications, it
may prove helpful to look up certain details in the MSDN Library. The information below is provided to
help the ooDialog programmer locate the MSDN Library, if they would like to. All things on the Internet
change. The URLs listed here are accurate at the time of this writing.

The online MSDN Library is currently located at:
http://msdn2.microsoft.com/en-us/library/default.aspx.

Directions to the downloadable 1SO images of the MSDN Library have been posted on this blog entry:

http://blogs.msdn.com/robcaron/archive/2006/07/26/678897.aspx

A Google search using: "Rob Caron" General Downloads MSDN Library should also turn up
the blog entry.
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1.2.22. Windows Platform SDK

The Windows Platform SDK is provided free of charge by Microsoft. The SDK is not needed to write
ooDialog programs. However, combining the use of the documentation in the MSDN Library with the
SDK allows very sophisticated ooDialog programs to be written. In general, the ooDialog framework
takes care of the low-level details needed to work with the Windows API. However, there are a few
generic ooDialog methods that provide direct access to the Windows API.

As an example, the addUserMsg method allows the programmer to connect any Windows message
sent to a dialog to a method in his ooDialog class. To use this method, the programmer would go to
the MSDN library to look up details on the message and message parameters he is interested in.
He would then use the Platform SDK to determine the numeric value of the Windows message and
possibly the numeric values of its parameters.

This link provides some good information on the Platform SDK in general and also points the reader to
where to get a SDK.

http://en.wikipedia.org/wiki/Platform_SDK

Again, note that it is not at all necessary to obtain, or understand details concerning, the Platform
SDK. This information is provided for those programmers that have reached the point where they think
a method like addUserMessage might help them and need some direction as to how to go about
using it.

1.3. Common Concepts

Many concepts and behaviors in ooDialog, and statements about ooDialog are general in nature.

This section gathers up this information in one place. Rather than repeating this information in every
method or class description to which it applies, the author will assume that the reader understands that
the information is always applicable unless specifically stated otherwise.

1.3.1. Deprecated
PROVIDE TEXT

1.3.2. Dialog Template

The underlying dialog seen by the user is created by the operating system from a dialog template

in memory. The template describes the size and position of the dialog and all of its controls. The
template also contains modifiers that control the style, behavior, and attributes of the dialog and its
controls. To make designing dialogs easier, Windows supports the concept of a textual representation
of the dialog template. The textual representation can then be translated by software tools to the
binary form of the template needed by the operating system.

ooDialog uses three basic constructs that allow the Rexx programmer to supply the dialog template.
The programmer can use a binary resource, a resource script, or create the template dynamically

in the program code. A binary (compiled) dialog template is stored in a DLL, (usually a .dll file.) The
programmer subclasses a ResDialog to use a binary resource. Resource scripts, (usually a .rc file)
supply the dialog template in a text file. The programmer subclasses a RcDialog to create a dialog
from a resource script. To create a dialog template dynamically in the program code, the programmer
subclasses a UserDialog and then uses the create... methods of that class to create the dialog
template. The UserDialog object translates the program statements into the in-memory dialog
template required by the operating system. The RcDialog object parses the resource script and
converts the resource script statements into an in-memory dialog template by invoking the proper
methods of its superclass, the UserDialog.
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1.3.3. Events

The ooDialog framework facilitates the use of a type of programming often called event driven
programming. In event driven programming, the program usually does some initial set up and then

sits in some type of loop waiting to be signaled that an event just happened. The Windows graphical
windowing system is designed to be programmed this way. The Windows operating system uses
messages to notify each window in the system of events specific to that window. Typically events are
generated by the user. For instance, clicking a button, typing a key, moving the mouse, all generate
events. The operating system notifies the window with the input focus of those events by sending
messages to the window. Note that some events are generated by the operating system itself. For
instance, when the user moves a window that uncovers a portion of a window beneath it, the operating
system will send a message to the underlying window notifying it that it needs to redraw the uncovered
portion.

Once the basic set up for an ooDialog program is done, the dialog object basically sits there waiting
for an event of interest to happen. When the event happens, the program responds by taking some
action. The programmer decides what events are of interest and uses methods provided by the
ooDialog framework to connect a method in the dialog object to the event notification. The majority
of the event connection methods are part of the EventNotification class. The connected methods are
often called event handlers because the code in the method handles the event.

Directly Reply
Event notification messages in Windows fall into two groups, messages where the reply is ignored
and messages where the reply is significant. Prior to the introduction of the C++ native APIs,
there was nho way in ooDialog to directly reply to the notification message. This placed a severe
restriction on ooDialog programs. Many of the features of the operating system could not be used
with this restriction. For instance, when a user selects a new tab in a Tab control, the operating
system sends a SELCHANGING event notification before the selected tab is changed. The
programmer can allow or prevent the change by replying true or false to the notification message.

Without the ability to reply directly to the notification, the ooDialog programmer could not take
advantage of the SELCHANGING notification. The introduction of the C++ native APIs in ooRexx
4.0.0 removed this restriction. Beginning in ooDialog 4.2.0, the event handling methods in the
Rexx dialog object can be directly invoked from the Windows message processing loop. This
allows the Rexx dialog object to reply directly to the notification message.

In addition, the underlying Windows message processing loop provides a form of synchronization
in Windows applications. Within the loop, a Windows application receives a message, processes
it, then receives the next message, processes it, and so on. In older ooDialog programs this
syncronization was lost because ooDialog put the recieved message on a queue, recieved the
next message, put it on the queue, and continued. This meant that many messages could be
recieved in the processing loop before a single message was process by the ooDialog program.
This loss of synchronization caused ooDialog applications to perform poorly.

The ability to directly reply to event notifications greatly extends the power of the ooDialog
framework. However, it also changes how the ooDialog programmer must write his event
handlers. In particular, the event handler must return in a timely manner. This is discussed more
fully in the EventNotification class documentation.

1.3.4. factorX | factorY

The factorX and factorY attributes of the dialog object were intended to provide a way to convert
between pixels and dialog units, and vice versa. Although their values may have been correct when
ooDialog was originally designed, in almost all cases the values are now incorrect. The method used
to calculate the ratio between dialog units and pixels is not correct.
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Unfortunately, many of the methods in the ooDialog framework use factorX and factorY to convert
between pixels and dialog units. This in turn makes all of those methods inaccurate. These methods
are all marked as being inaccurate. There is almost always no reason to convert back to dialog units
from pixels. Once the underlying dialog has been created, pixels should be used. Each inaccurate
method in the framework has a corresponding method that uses pixels instead of dialog units.

1.3.5. IBM Resource Workshop

The IBM Resource Workshop was a visual resource editor included with IBM Object Rexx. The
Resource Workshop could not be contributed to the open source community and is therefore not a
part of the Open Object Rexx project.

Note, there is no loss of functionality in ooDialog because of the absence of the Resource Workshop.
The Windows resource format is well understood and there are any number of free or inexpensive
resource editors that do a better job of designing dialogs than the Resource Workshop did. (The
Resource Workshop was a 16-bit application with limited capacity for the newer features in the
Windows user interface.) ooDialog works fine with dialogs designed by any modern resource editor.

1.3.6. Numbers in ooDialog:

Numbers in ooDialog are always whole numbers, unless specifically stated otherwise. Except in
very rare cases, the Windows API that ooDialog provides access to, only deals with whole numbers.
Pixels, positions, sizes of fonts, coordinates on the screen, etc., are all expressed as whole numbers
only. Numerical arguments to methods in ooDialog must always be whole numbers, unless the
documentation specifically notes that the method accepts fractional numbers for the argument.

1.3.7. Predefined Symbolic IDs

The symbolic IDs in the following table are pre-defined by ooDialog and always available to the
programmer. They are placed in the either the constDir attribute when an instance of a dialog class
is created, or in the global .constdir. Where they are placed is dependent on the useGlobalConstDir
of the . constDir. All symbolic names after IDC_STATIC in the table refer to resources bound to
oodialog.dll for general use by the ooDialog programmer.

To allow for future expansion, the ooDialog programmer should consider the resource IDs of 1 through
50 as reserved for ooDialog. Programmers can avoid conflicts by using IDs greater than 50 for
resource IDs they assign in their programs.

Table 1.3. Symbolic IDs Predefined by ooDialog
Symbolic ID Numeric ID or Symbol ResourceType

IDOK 1 ID for button controls
IDCANCEL 2 ID for button controls
IDABORT 3 ID for button controls
IDRETRY 4 ID for button controls
IDIGNORE 5 ID for button controls
IDYES 6 ID for button controls
IDNO 7 ID for button controls
IDCLOSE 8 ID for button controls
IDHELP 9 ID for button controls
IDTRYAGAIN 10 ID for button controls

11
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Symbolic ID Numeric ID or Symbol ResourceType
IDCONTINUE 11 ID for button controls
IDC_STATIC -1 ID for static controls
IDI_DLG_OODIALOG IDI_DLG_OODIALOG Icon image
IDI_DLG_APPICON IDI_DLG_APPICON Icon image
IDI_DLG_APPICONZ2 IDI_DLG_APPICONZ2 Icon image
IDI_DLG_OOREXX IDI_DLG_OOREXX Icon image
IDI_DLG_DEFAULT IDI_DLG_DEFAULT Icon image

The symbolic IDs in the table following IDC_STATIC are the IDs of some generic resources that are
bound to the oodialog.dll file. They can be used in any ooDialog program and are accessed using the
Resourcelmage class. Programmers should always use their symbolic ID rather than their numeric ID
in case the numeric value changes in future versions of ooDialog.

1.3.8. Required Common Control Library (Comctl32) Version

The dialog control windows used in dialogs, List-Views, Edit, Tree-Views, etc., are supplied by
Microsoft in the common controls library. This is a DLL with the name comctl32.dll. Every version of
Windows is supplied with a common controls library. However, Microsoft has updated the library a
number of times to provide enhanced functionality and improved features

Each new version of the library is backwards compatible with previous versions, but, it will contain
features not available in older versions. For instance, some of the List-View extended styles are only
available with a 6.0, or later, version of the common controls library. ooDialog can only provide the
features available in the version of the common controls library on the system ooDialog is running on.

Therefore, an ooDialog program running on a Windows 2000 machine will not have available some

of the features that are available when ooDialog is running on a XP service pack two system. The
DlgUltil class provides a method, comCt/32Version that allows the programmer to determine the exact
version of the common controls library that ooDialog is using. In the documentation for the ooDialog
dialog control classes, features that are not available in all versions of the common control library are
noted. The minimum version of the library that is needed is listed. In general, at this time, all features
of ooDialog are available on Windows XP or later. This may change in the future as Vista has common
control features not available on XP.

1.3.9. Rectangle Coordinates

The ooDialog framework, and Windows itself, often use a Rect object to specify coordinates of a
window, or a portion of a window. However, there are two different ways the rectangle is used. For
purposes of this documentation, the two types of rectangle are defined as a bounding rectangle and a
point/size rectangle.

Bounding Rectangle:
In a bounding rectangle, the members of the Rect object define the upper left point of the
rectangle and the lower right point of the rectangle. That is, the left and top attributes of the Rect
object are the (x,y) coordinates of the upper left corner of the rectangle and the right and bottom
attributes are the (x1,y1) coordinates of the bottom right corner of the rectangle.

In this usage, the width of the rectangle is derived by subtracting the left attribute from the right
attribute and the height of the rectangle is derived by subtracting the top attribute from the bottom
attribute.

12
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Point | Size Rectangle:
In a point / size rectangle, the members of the Rect object define the upper left point of the
rectangle and the size of the rectangle. That is, the left and top attributes of the Rect object are
the (x,y) coordinates of the upper left corner of the rectangle. The right attribute of the Rect object
is the width of the rectangle. The bottom attribute is the height of the rectangle

In this usage, the x coordinate of lower right corner of the rectangle is derived by adding the left
and right attributes. The y coordinate of the lower corner of the rectangle is derived by adding the
top and bottom attributes.

1.3.10. Required Windows Version

The required Windows version is similar to the required Common Control Library library version. Later
versions of the Windows operating system have dialog and dialog control features not available in
earlier versions of the operating system.

For instance, the MonthCalendar class has a number of methods that are only available on Vista or
later. ooDialog can only use the features available on the system on which it is executing. If a method
is invoked that is not available on the current operating system, a syntax conditions is raised. Any
method not available on all the Windows versions which ooRexx supports, have the minimum required
Windows version noted in their documentation.

The OS class supplies methods that allow the programmer to determine exactly which operating
system version the program is currently executing on. For programs that need to run on all versions
of Windows, the programmer must either avoid using methods not available on all versions, or

test for the current version and provide an alternative code path dependent on that version. The
isAtLeastVista method of the OS class provides an example of this.

1.3.11. Underlying Dialog Creation

The dialog and dialog control objects in ooDialog represent the dialogs and controls users see on their
screens. This documentation often refers to the underlying dialog or the underlying control. These
statements refer to the dialog or control created by the operating system, the objects the user sees

on the screen. The operating system controls what these underlying objects can, and can not, do.
One thing that it is sometimes difficult for the Rexx programmer to grasp is that ooDialog can not

alter the behavior or appearance of these objects in ways not allowed by the operating system. The
Windows API provides a broad number of ways to customize the appearance and behavior of dialogs
and controls. But, ooDialog and the Rexx programmer are restricted to those customizations provided
by the operating system.

Another concept that is often hard to grasp is that many of the methods of the ooDialog dialog and
control objects can only be used after the underlying Windows dialog has been created. In general
this means in the initDialog method or later in the life cycle of the dialog. In particular, the defineDialog
method of the UserDialog class executes before the underlying dialog is created. Therefore, any
method that requires the underlying dialog to have been created can not work in the defineDialog
method. In earlier versions of ooDialog, in general, if the programmer invoked a method requiring that
the underlying dialog was created, the error was simply ignored. But, the method had no effect.

From the 4.0.0 release of ooRexx and on, the goal in ooDialog is to raise a syntax condition when a
method requiring the underlying dialog is invoked and the underlying dialog does not exist. This goal is
being implemented over time and may not yet be completed.

1.3.12. Undocumented Items

00Rexx is open source and anyone can peruse the source to see all functions, classes, and methods
of the ooDialog framework. Any of these items that are undocumented should not be used by the Rexx
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programmer. If the programmer does use any undocumented features in the framework, he does so
at his own risk. The framework strives to be backwards compatible, but only for documented features.
Undocumented features in the framework are intended for internal use only and are subject to change,
or even removal from the framework.

In addition, previous versions of the ooDialog documentation, documented some features, but
added some form of the caveat: for internal use. The prudent programmer would not use any feature
documented for internal use. These features are also subject to change.

1.3.13. Using Symbolic IDs in ooDialog:

ooDialog allows programmers to use symbolic resource IDs in their programs. The symbolic ID can be
used for any argument in any method that requires a resource ID. Although this is mostly transparent
to the programmer, if the programmer is going to use symbolic IDs, he should understand the basics
of the mechanism allowing the use of symbolic IDs.

Resolving Symbolic IDs:
ooDialog uses a .Directory object that consists of indexes that are symbolic names. The
value for the item at each index is the numeric value of the symbolic name. This gave rise to the
object name of constDir, which probably refers to a directory of constants (symbols.) When an
argument in a method is a resource ID, ooDialog first checks to see if the argument is a whole
number. If so, it simply uses the number. When the argument is not a number, ooDialog uses the
argument to do a look up in the constant directory object. If the argument matches an index in the
object, the value of the index is used as the numeric value of the resource ID. When the argument
does not match an index in the constDir, the method fails.

constDir Attribute:
Originally the constDir was implemented as an constDir of the dialog object. Each dialog object
then has its own constDir, which was used to resolve symbolic IDs where needed in the methods
of the dialog. Each dialog control has a reference to its owner dialog, allowing the dialog object's
constDir to be used to resolve symbolic IDs for the methods of the control. This mechanism exists
unchanged in the current ooDialog framework.

However, as enhancements to ooDialog started to be made in version 4.0.0 and later, it became
apparent that the constDir attribute was not adequate. Classes such as the Menu classes and
Resourcelmage class also used resource 1Ds, but objects of these classes are independent of
any dialog object. Without access to a dialog object, there was no way in those classes to use
symbolic IDs. To fix this problem, ooDialog 4.2.0 added the global .constDir to the mechanism
for using symbolic IDs.

Global .constDir object:
The global .constdir works in the same way as the dialog object's constDir attribute. When a
symbolic ID needs to be resolved, it can be looked up in the global .constDir. The integration
of the global .constDir into the mechanism for resolving symbolic IDs is done by allowing
the programmer to specify how, or even if, the .constDir should be used. The four choices
are only, first, last, or never. The programmer specifies which of these strategies is to be used
through one of the methods of the .application. (The .application object is an instance of the
ApplicationManager class.)

Global .constDir Usage Strategies:
The four strategies work this way.
Only:
With this strategy, symbolic IDs are only placed in the .constDir and only looked up
through that object. When a new dialog object is instantiated, rather than assign a newly
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instantiated .Directory object to its constDir attribute, the global .constDir is assigned to
the attribute. This is by far the most efficient way to use symbolic IDs in an ooDialog program.

First:
When the ooDialog framework needs to resolve a symbolic ID, it will first try to resolve it using
the .constDir. If that fails, it will then try to resolve it using the constDir attribute. If that then
fails, the method will fail.

Last:
This is the reverse of the use first strategy. The ooDialog framework first tries to resolve a
symbolic ID in the constDir attribute. If that fails, the . constDir is tried.

Never:
The .constDir is never used in the program. To preserve backwards compatibility, this is
the default.

Adding Symbols:
A few symbolic IDs are pre-defined by ooDialog and are always present in the constant directory.
These symbolic IDs can be used in any ooDialog program. Other than the pre-defined IDs, the
programmer must add symbolic IDs in order to use them in a program.

The easiest way to add symbols is to have the ooDialog framework add the symbols itself from a
file. Whenever ooDialog parses a resource script or a header file, it automatically adds any symbol
definitionss it finds to a constant directory. Which constant directory is dependent on the global
.constDir usage strategy in effect.

Resource scripts are parsed whenever a RcDialog, or subclass, is instantiated. In addition, all the
ooDialog dialog classes accept a header file as an optional parameter when a new instance of a
dialog object is created. (See for example the new method in the new object or the new class.) If
the programmer supplies the optional header file argument, the ooDialog framework automatically
parses the file and adds all defined symbols it finds in the file to a constant directory. Again, to

be clear, which constant directory the symbol is placed in is dependent on which .constDir
strategy the programmer has elected to use.

In practice, most resource scripts are written by resource editors and place the symbol definitions
in a separate header file. Therefore having the ooDialog framework read and parse a header file
is the most practical way to add symbols to a constant directory. In addition to using the optional
header file argument in the new method of a dialog, the ooDialog framework provides some
additional methods for reading a file and adding the symbol definitions to a constant directory.
The dialog object has the parselncludeFile method. The ApplicationManager class has several
methods, which are accessed through the .application. These are: the useGlobalConstDir,
addToConstDir, setDefaults, and parselncludeFile methods.

Of course, symbolic IDs can also be added directly in the program as the following code snippet
shows:

::method init
forward class (super) continue

self~constDir[IDC_GB] = 101
self~constDir [IDC_CB_REGINA] = 107
self~constDir [IDC_CB_REGINALD] = 111
self~constDir [IDC_CB_OOREXX] = 115
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::method defineDialog

self~createGroupBox(IDC_GB, 10, 20, 150, 90, "BORDER", "Pick an interpreter")

self~createCheckBox(IDC_CB_REGINA, 30, 40, , , "GROUP", "Regina")

self~createCheckBox(IDC_CB_REGINALD, 30, 60, , , , "Reginald")

self~createCheckBox(IDC_CB_OOREXX, 30, 80, , , , "ooRexx")
::method ok

oorexxCB = self~newCheckBox(ID_CB_OOREXX)
if oorexxCB~checked then
say "You picked the right interpreter."

Classes Requiring the Global .constDir for Symbolic IDs:

As explained previously, the dialog object's constDir attribute allows programmers to use symbolic
IDs for arguments requiring resource IDs in the methods of the dialog object and the dialog
control object. However, the ooDialog framework contains other classes with methods requiring
resource IDs. The Menu classes and the Resourcelmage class are examples of these classes.

If the programmer wishes to use symbolic IDs in classes other than the dialog and dialog control
classes, then the global .constDir must be used.

Programmers that do not want to use the .constDir, must use numeric resource IDs for any
argument requiring a resource ID in any of the classes other than the dialog and dialog control
classes.

Global .constDir Pros:

Using the global .constDir is by far the most efficient way to use symbolic IDs in ooDialog
programs.

Using the global .constDir allows large applications with many dialogs to read the symbol file
one time only. When using the dialog object's constDir attribute, the symbol file would need to
be constantly re-read, once for each dialog.

Using the global . constDir allows the programmer to use symbolic IDs for any method in any
object that requires a resource ID.

Global .constDir Cons:

The .constDir does have some restrictions. These restrictions may be a reason for some
programmers to prefer to not use the .constDir. Depending on one's point of view, many of the
cons could be viewed as pluses.

The indexes in the .constDir are case sensitive. However, this allows symbol resolution to

be more efficient and faster. Case sensitivity is not a problem if a distinctive naming scheme is
used for symbolic IDs where the symbol names would never be used for variable names, and the
symbol names are never quoted.

If a symbolic name can not be resolved, a syntax condition is raised. However, the only reason a
symbol would not be resolved is if the programmer used an incorrect symbol. The raised syntax
condition would alert the programmer to an error in the program early in the development cycle.

Since all symbolic IDs are in one constant directory, duplicate symbol nhames can not be used

in different dialogs, unless the duplicate symbol names are assigned a single numeric value. (In
which case they are not actually duplicates.) For example, take a program that has two different
dialogs in it, each with an edit control in the dialog. If the programmer’s habit is to use a symbol
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of IDC_EDIT for edit controls, there could be a conflict if the edit control in the first dialog, had a
define like this: #define IDC_EDIT 100 and the edit control in the second dialog had a define
like this: #define IDC_EDIT 200. The solution to this is too either use two different symbols for
the two edit controls, or use the same resource ID number for both edit controls.

1.3.14. Window Messages

In the Windows operating system, not surprisingly, most everything is a window. In a nutshell, the
Windows operating system works by routing and sending messages to these windows. Each window
has a message processing loop where the window waits for a message to arrive, processes it, and
then waits for the next message. Each window message has an unique whole number ID that gives
meaning to the message. When a message is sent to a window, it is sent with two arguments. The
first argument is of a type called WPARAM and the second is a type called LPARAM. These types are
opaqgue and the value of each is dependent on the specific message. Either or both of the arguments
may have no meaning for the specific message. The window always returns a value, another opaque
type called LRESULT, which again may have no meaning for the particular message.

In general, most of what ooDialog does is done by sending window messages to the operating system
windows. This is designed to allow the Rexx programmer to use dialogs without understanding any of
the details of window messages. However, the ooDialog framework provides a few generic methods
that send window messages to the underlying operating system windows. These methods, in contrast
to most methods, can not be used by the Rexx programmer without some knowledge of the window
message being sent. The methods are clearly marked. The programmer would need to consult the
Windows documentation to understand what both the WPARAM and LPARAM arguments must be,
and to understand what the LRESULT return, if any, means. In addition, the programmer would need
to determine the numeric value of the window message ID. This could be done using a Windows
platform SDK, or perhaps through a Google search.

These generic send messages methods allow Rexx programmers to send any message to any of the
underlying windows in their programs. The caveat is that the programmers will have to research the
meaning of the messages, their arguments, and their return values themselves.

1.4. History

ooDialog is a Windows only extension to Open Object Rexx and appeared in the first version of IBM's
Object Rexx for Windows. This section attempts to give a rough over-view of the history of ooDialog
and continues with notes pertaining to the sequential releases of ooDialog past ooDialog 4.1.2

1.4.1. Prehistory Timeline

Object REXX for Windows NT & 95 Interpreter Edition V1.0 was announced very early in 1997. It
included ooDialog and could run on Windows 95 and Windows NT 3.5. However, comments within the
code and sections of code itself in ooDialog, indicate that at one point ooDialog could run on Windows
3.0and 3.1.

IBM announced and released several successive versions of Object Rexx for Windows over the
following years. For instance, Object REXX for Windows V2R1 was announced March 2001. In May
2004, IBM announced its intention to contribute the source code for Object Rexx to RexxLA, and the
0o0Rexx project was born. It took the best part of a year to work out the details and for the ooRexx
developers to get the first version of ooRexx built and released. ooRexx 3.0, the first ooRexx release,
took place on March 25th 2005.

From that point, the ooRexx team began regularly releasing new versions of ooRexx, up through
the release of ooRexx 3.2.0 on November 5, 2007. After the release of 3.2.0, the ooRexx team
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concentrated on refactoring the interpreter and on adding a new set of native APIs used to write
extensions to the ooRexx interpreter. The new APIs allowed the passing ooRexx objects to the
routines and methods used in extensions. Previously, only strings could be passed to external
libraries. The refactored ooRexx interpreter and the new native APIs were introduced in ooRexx 4.0.0,
released in August 2009.

Up until that release in the middle of 2009, ooDialog remained virtually unchanged. The evolution of
the Windows operating system had passed it by. ooDialog was designed for Windows 3.1, or at the
latest Windows 95. It still referred to dialog controls such as the list-view as "new" controls. Despite
the fact that the list-view control had been in use for over a decade. Some controls were considered
"advanced" in ooDialog, while in Windows itself they were considered old news.

Much of the design of ooDialog was based on constraints that existed in Windows 3.1 and Windows
95 that no longer existed in modern operating systems. For instance, the reason for having three
separate ooDialog class files, OODPLAIN.CLS, OODIALOG.CLS, and OODWIN32.CLS, and for
providing the simpler PlainUserDialog class was to have a smaller package that required less
system resources for ordinary user interfaces like the standard dialogs. That reason is not as valid

in modern times as it was when ooDialog was being developed to run on Windows 3.1. Many of the
programming techniques in the ooDialog implementation were also outdated. The conversion of dialog
units to pixels and vice versa in ooDialog is a good example. While the technique must have worked in
very early versions of Windows, it is completely wrong in Windows XP and later.

The release of the new C++ native APIs in ooRexx 4.0.0 allowed much richer extensions to the
Rexx interpreter to be written. Extensions could be implemented that had access to the actual
objects instantiated within the interpreter. During the release of ooRexx 4.0.0, the internal work was
started to convert ooDialog to use the C++ APIs. This work lead to the complete refactoring of the
ooDialog code, and the effort to bring ooDialog up to the level of Windows Vista and Windows 7
got started. New dialog controls were added along with new dialog objects and methods. However,
this work was done in the internal development source tree and was not ready for the 4.0.0, 4.0.1,
and 4.1.0 releases of ooRexx. Although ooDialog in those releases had some improvements and
enhancements, they were minor.

ooRexx 4.1.0 was released in December 2010. At that time, the internal work to convert ooDialog

to the C++ APIs and the refactoring of the ooDialog source code was complete, but the refactored
ooDialog was not ready for release, primarily because the documentation was not complete. The
ooDialog distributed with ooRexx 4.1.0 was essentially the same as the ooDialog distributed with
ooRexx 4.0.0, with bug fixes and some small enhancements. A small bug fix version of ooRexx 4.1.1
was released in March 2012. The ooDialog distributed in 4.1.1 is identical to the 4.1.0 ooDialog.

When the work of getting ooRexx 4.1.0 out the door was finished, some observations about ooDialog
were made. One was that previously no real versioning of ooDialog was done. The second was that
each of the ooDialogs shipped with ooRexx 4.0.0, 4.0.1, and 4.1.0 only required an ooRexx 4.0.0
interpreter to work, while the refactored ooDialog in the internal development source tree required an
ooRexx 4.1.0 interpreter. The third observation was that, since ooDialog is an extension to the Rexx
interpreter, there is no reason why it could not be distributed independently of the ooRexx interpreter.
Finally, it had been observed from some comments made in bugs opened up against ooDialog, that
there were a few people who seemed to prefer to remain with an ooDialog that was designed for
Windows 95, in essence an ooDialog unchanged from the ooDialog shipped with ooRexx 3.2.0.

This lead to the decision to define a more formal versioning scheme for ooDialog and also to
implement a means to distribute ooDialog independently of the ooRexx distribution. The version string
of ooDialog had already been defined to be the version string of the ooRexx interpreter ooDialog was
built under. A second part of the ooDialog version was to be the ooDialog level. This is similar to the
language level of the Rexx interpreter. The initial ooDialog levels are listed in this table:
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Table 1.4. ooDialog Levels

Level Required Description
Interpreter

4.0.0 4.0.0 ooDialog implementation using Rexx classic external routines and the 3.2.0
ooDialog code.

41.0 4.0.0 ooDialog as shipped with ooRexx 4.0.0 with all bug fixes through ooRexx
4.1.2.

4.2.0 4.1.0 Refactored ooDialog completely implemented with the C++ native API.

Level 4.0.0

The ooDialog code at level 4.0.0 is frozen. Since the implementing code uses the classic external
routines and the code itself is unchanged from the ooDialog shipped with ooRexx 3.2.0, ooDialog
programs should behave exactly as they did under the ooDialog shipped with coRexx 3.2.0. The
only difference is that the ooDialog code at the 4.0.0 level can be compiled for a 64-bit cooRexx
installation. No fixes, enhancements, or changes will be made to the code.

ooDialog 4.0.0 is available as a separate download from SourceForge for users who would

like to replace their installed ooDialog with a 4.0.0 level ooDialog. It requires that the installed
ooRexx is 4.0.0 or later. Although the code is frozen, if a user can demonstrate an ooDialog
program behaves differently using a 4.0.0 level ooDialog than it did under an actual ooRexx 3.2.0
installation, a fix will be considered.

Level 4.1.0
ooDialog at level 4.1.0 is the ooDialog that shipped with ooRexx 4.0.0, plus all bug fixes and
changes up through ooRexx 4.1.2. It is also provided as a separate download on SourceForge
and also requires the installed ooRexx be 4.0.0 or later. This code is frozen, no changes will be
made to the code. Bugs found in this code will be fixed in upcoming releases of ooDialog.

It allows users that have not upgraded their ooRexx from 4.0.0 or 4.0.1 to pick up the bug fixes
in ooDialog included in the ooRexx distributions up through ooRexx 4.1.1. However, its primary
purpose is for users who may be unhappy with the future direction of ooDialog. It will provide a
way for users to upgrade to future versions of ooRexx and yet retain an unchanged ooDialog.

Level 4.2.0
This is the actively maintained ooDialog level. The level will be incremented in the future as
circumstances dictate. It requires an installed ooRexx of 4.1.0 or later. New versions of ooDialog
at the 4.2.0 level will be released as they become ready. It is available as a separate download
from SourceForge and will also be the ooDialog level shipped with future versions of coRexx,
(versions past ooRexx 4.1.2.)

Note that as of July 2012, all versions of ooDialog from level 4.0.0 on are available as independent
installations and are available for download from SourceForge. Any version of ooDialog can be
installed independently to an ooRexx installation, provided the ooRexx installation meets the minimum
required for the ooDialog version.

1.4.2. ooDialog Release 4.2.0

ooDialog 4.2.0 was relased in late August of 2012. It was the first major enhancement of ooDialog in
over a decade. This ooDialog has a lot of new and different things in it. In addition to the new dialog
classes, new dialog control classes, new methods on existing classes, it includes design changes
intended to simplify areas of ooDialog that seem to have been confusing in the past. Enhancements
have been made that fix areas of ooDialog that have always been broken. All ooDialog users should
take a close look at these changes.
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The over-all number of changes, enhancements, and new methods and classes are too numerous to
list in minute detail. The following lists the major areas of change.

Unification of Method and Class Names

The Windows operating system provides an extremely large number of APIs to program GUI
applications. To take advantage of this, ooDialog needs to provide a large number of classes and
methods in those classes. Over time, and probably due to a number of different programmers
working on ooDialog, this lead to a large number of similar, but confusing method and class
names.

In ooDialog 4.2.0 an effort has been made to unify the naming of methods and classes. To begin
with, each dialog control is named the same as it is in the Microsoft documentation. An example
of this is the edit control. The name of the control is edit. Rather than call an edit control an entry
line, it is called an edit control. In addition, all dialog controls are controls. Adding control to the
control's name is redundant, and confusing when it is done in some cases and not in other cases.
A list-view is no longer called a ListControl, but rather it is called a ListView, a tree-view is no
longer called a TreeControl, it is called a TreeView.

Prior to 4.2.0, there were a large number of method names with the word connect in them, with
no rhyme or reason to the entire method name. To overcome this, a unified haming scheme
has been carried out. All methods with the name of a dialog control in them use the same name
as Microsoft's documentation. Method names with connect in them use a similar name for all
methods that connect similar things. Methods that connect a data attribute will have data in the
name. Methods that connect an event notification will have event in the name, etc..

The old names of these methods are now deprecated, but still work. In order to avoid conflicts
with old, deprecated method names, certain groups of methods use a new verb in the name. All
methods that return an instantiated dialog control object begin with new and contain the control
name. l.e., newTreeView, newkdit, or newTrackBar. All methods that create a dialog control in
the dialog template of a UserDialog now begin with the word create and include the control
name when a single control is being created. For example, createListView, createUpDown,
createMonthCalendar. Similar naming changes are in methods connecting data attributes, in
methods connecting event notifications, etc..

The primary areas that should be looked at for this unification are the create... methods of the
UserDialog, methods concerned with connecting data attributes, methods returning an instantiated
dialog control object, and methods that connect notifications.

Simplification of Requires Statements

Prior to ooDialog 4.2.0 there were three different ooDialog class files: oodPlain.c1ls,
ooDialog.cls, and oodWin32.cls. An ooDialog program would need to require (using a

: :requires directive) one or more of these class files, depending on what parts of the ooDialog
framework were going to be used. It was often confusing to users as to which files needed to be
required. Breaking the ooDialog framework into three peieces served no real purpose. In 4.2.0, the
three files have been combined into a single file. All ooDialog programs only need to require the
ooDialog.cls file.

Simplification of Inherited Classes

Previously certain dialog controls were deemed advanced and to use those controls, or

even to use some features common to all controls, the programmer needed to inherit the
AdvancedControls class. This was often confusing, and again there was no real reason for it.
The advanced controls were only advanced in the previous millenium. To simplify this, the need to
inherit the AdvancedControls class has been eliminated. The methods to work with all controls
are part of the base dialog object. The AdvancedControls class is deprecated.
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In 4.2.0 the MessageExtensions class is also deprecated. Connecting event notifications to a
method in the Rexx dialog is such a fundamental part of using a dialog that the programmer
should not need to do anything special. The methods to connect events are now all methods of the
base classes where they are needed. The methods to connect dialog events are part of the base
dialog, methods to connect menu events are part of the Menu class, methods to connect mouse
events are part of the Mouse class, etc..

ooDialog 4.2.0 no longer makes a distinction between a plain dialog and a dialog. The
PlainUserDialog is deprecated and no longer needed.

True Call Backs from the Windows Message Loop
This is probably the most significant change in ooDialog 4.2.0. Prior to 4.2.0, window message
event notifications were put into a queue to be dispatched at some later point to the connected
method in the Rexx dialog. But, the operating system expects a reply to its event messages, and
the reply allows the programmer to customize the behavior of the dialog. Because the programmer
could not reply in any way to the operating system, ooDialog was severely restricted in what it
could support, compared to a normal Windows application.

ooDialog 4.2.0 has been completely rewritten to use the C++ native APIs introduced in ooRexx
4.0.0. A primary benefit of this is that now the ooDialog framework can directly invoke the
connected event handling method in the Rexx dialog and the programmer can directly reply to the
operating system message. Further discussion on the benefits of this is included in the section on
coding event handling methods.

Correct Conversion of Dialog Units to Pixels
The ooDialog framework has always provided the factorX and factorY attributes, whose intent
was to convert between dialog units and pixels. Unfortunately, the two attributes are based on a
fallacy and are inaccurate. To compound the problem, many ooDialog methods internally use the
attributes to convert between dialog units and pixels, when no conversion is heeded.

To fix this problem new methods, such as dlgUnit2pixel, pixel2dlgUnit, etc., have been added
that accurately convert between pixels and dialog units. Methods that are inaccurate have had,
matching, accurate, methods added to the ooDialog framework. The accurate getRealPos is
added to match the inaccurate getPos method. The accurate columnWidthPX is added to match
the inaccurate columnWidth. The accurate moveTo is added to match the inaccurate move
method, and so on.

New Dialog Classes
New dialog classes have been added that implement true Windows property sheets, wizards,
and dialogs that function as controls. These classes replace the deprecated CategoryDialog and
PropertySheet classes. The new dialogs are easier to use and easier to understand because
the pages of the dialogs are dialog objects that are programmed and behave using the same
paradigm as any other dialog.

These new dialog classes are available in ooDialog 4.2.0:

ControlDialog: Control dialogs work well as a dialog within a top-level dialog. In essence, a
ControlDialog functions as a dialog control within the top-level dialog.

RcControlDialog: A ControlbDialog based on the RcDialog.
* ResControlDialog: A ControlDialog based on the ResDialog dialog.

e UserControlDialog: A ControlDialog based on the UserDialog dialog.
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» PropertySheetDialog: The PropertySheetDialog is an implementation of the Windows
property sheet and the Windows wizard. Unlike most ooDialog dialogs, the operating system
does most of the management of these dialogs.

* PropertySheetPage: PropertySheetPage dialogs are used as the pages of property sheets
and wizards.

* RcPSPDialog: A PropertySheetPage based on the RcDialog dialog.
* ResPSPDialog: A PropertySheetPage based on the ResDialog dialog.

» UserPSPDialog: A PropertySheetPage based on the UserDialog dialog.

New Dialog Control Classes

Three new dialog control classes are available in ooDialog 4.2.0:
» DateTimePicker: A control that provides a simple interface with which to exchange date and
time information with the user.

» MonthCalendar: A control that provides an easy to use interface which allows users to select or
enter dates. The control has the appearance of a typical calendar.

« UpDown: A control that consists of a pair of arrow buttons that the user can click to increment or
decrement a value, such as a scroll position or a number displayed in a companion control.

The new control classes are fully implemented so that all the functionality of the control, up
through Windows 7, is available to the ooDialog programmer.

Menu Classes

In ooDialog 4.2.0 menus are elevated to class objects. The menu classes more fully implement the

functionality of Windows menus, rather than just a small subset of the functionality as was done in

ooDialog prior to 4.2.0. They also make it easier for the programmer to create the menus needed

for an application. These menu classes have been added:

e BinaryMenuBar: A MenuBar created from a binary resource, or by the programmer with the
easy to use menu class methods.

e Menu: The Menu class implements the large number of methods that are the same for all
menus.

e MenuBar: A menu bar is often called the top-level menu. It is the bar positioned just below the
title bar of an application window or a dialog. The MenuBar class implements the methods that
are common to all menu bars.

» PopupMenu: A menu bar contains submenus, and submenus can also contain submenus.
Submenus go by various names, including drop down menus, popup menus, context menus,
and shortcut menus. The PopupMenu class is an implementation of submenus, no matter which
name it goes by. Popup menus can be inserted into menu bars, or other submenus. They are
also used as context menus. The PopupMenu class implements the functionality of submenus,
including the functionality of true Windows context menus.

» ScriptMenuBar: A MenuBar whose menu template is created by parsing a resource script,
(usually a .rc file.) Similar to a RcDialog.

« SystemMenu: The SystemMenu class represents the Windows system menu, which is also
known as the window menu or the control menu.

» UserMenuBar: A MenuBar whose menu template is created by the programmer using the
methods defined by the class. Similar to a UserDialog.
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Other New Classes
There are a number of new utility and helper classes available in ooDialog 4.2.0:

ApplicationManager: Used to set application wide defaults and to perform tasks that effect the
entire ooDialog application.

DayState: Represents the state of each day in a month. A helper class for the MonthCalendar
control.

DayStates: A sequential collection of DayState objects. A helper class for the MonthCalendar
control.

Mouse: Provides all the methods to work with and manipulate the mouse and the mouse cursor.

OS: Provides methods for extracting information about the operating system the program is
currently executing on.

SM: The attributes of this class reflect the system metrics or configuration settings of the
computer the Rexx program is running on.

SPI: The attributes of this class reflect the system-wide parameters of the computer the Rexx
program is running on

VK: The VK class allows the programmer to use symbolic names in a program instead of the
numeric value of the virtual key codes. Unlike the VirtualKeyCodes class in winsystm.cls
the VK class has constants for every virtual key code. Another advantage of the VK class is that
the programmer does not need to require winsystm. cls in his programs.

Window: The Window class allows the invocation of methods common to every window.

New Methods on Existing Classes
Many, many new methods have been added to both the dialog and the dialog control classes.
Too many to list individually. The documentation for each class has been expanded to include a
complete method table for the class at the start of the class documentation. The reader can glance
through the method table to see which methods the class has, which will give her an idea of the
new methods available to that class.

New Utility Objects
ooDialog 4.2.0 includes three new utility objects.

.application: The .application object is an instance of the ApplicationManager class that
is present in all ooDialog programs. It is used by the programmer to manage application wide
settings, behaviour, and constants.

.constdir) object: Part of the mechanism allowing the use of symbolic IDs in ooDialog programs.
The .constDir is the most efficient way to use symbolic IDs.

.systemErrorCode object: Can be used, at times, to obtain additional information when the
invocation of a method generates an operating system error.

Use of Objects as Arguments and Return Values
Prior to ooRexx 4.0.0, all arguments to and returns from external functions had to be strings.
Although stems could also be used, working with them was difficult and inflexible within the
external function implementation. With the advent of ooRexx 4.0.0, it became very easy to use any
ooRexx object as an argument to, or return from, the ooDialog external library implementation. In
addition, instance methods can be implemented directly in the external library.
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In the ooDialog released with ooRexx 4.0.0 through ooRexx 4.1.1, a very limited use of passing
and returning objects was begun. In ooDialog 4.2.0 extensive use of passing objects is present in
the new classes and methods.

Raising of Syntax Conditions

Up through ooDialog 3.2.0 there was very little error checking and reporting in the ooDialog
framework. Because of this many things appeared to the user to simply not work. In many cases,
the programmer was using incorrect arguments to methods, or using the method incorrectly. In
addition, detectable errors reported by the operating system were simply ignored.

In ooDialog 4.2.0 syntax conditions are raised when incorrect usage is detected. There is also the
new .systemErrorCode object which is set when the operating system reports an error. This is of
great benefit to the programmer, especially when writing new programs. Incorrect usage, pointed
out by syntax conditions raised the first time the programmer tests his code, allow the programmer
to quickly fix mistakes she is making in her code.

Completely New Example Programs

There are many completely new example programs in ooDialog 4.2.0. Many of the new programs
demonstrate the new features in ooDialog 4.2.0. The intent with the new examples is to have a

range of programs from the simple to the more complex, giving help to newcomers and providing
examples of how to move on to more complex real-world applications. The ooDialog programmer
should be sure to look through the many programs under the samples\oodialog directory tree.

Updating of Existing Example Programs

Almost every existing ooDialog example program has been updated. Deprecate methods and
classes have been removed. An attempt to better comment the examples has been made. Some
examples used internal use only methods and this has been corrected. In other examples, the
use of questionable techniques has been removed. Even experienced ooDialog programmers
can probably gain insight from looking through the existing examples they have seen in previous
ooDialog releases.

Revision of the Documentation

The ooDialog reference, this book, has been almost completely rewritten. The old reference was
often incomplete, misleading, and in many cases simply wrong. A large effort has been made to
expand incomplete areas and to correct misleading or wrong information. That effort is not 100%
complete and will need to be finished in future releases. However, the documentation is very much
improved. If there were areas in the previous documentation not well understood, the ooDialog
programmer is encouraged to reread those sections in this document.

Deprecated Classes and Methods

ooDialog 4.2.0 has introduced the concept of deprecated methods and classes. All deprecated
classes and methods are listed in Appendix A. The deprecated classes and methods are no
longer documented. When writing new code, the programmer should not use anything deprecated.
Wherever possible in existing code, deprecated classes and methods should be replaced.

Backwards Compatibility

The ooDialog implementation has been largely rewritten and refactored. Every effort has been
made to maintain backwards compatibility. If a case is found where backwards compatibility
is broken, it is likely that it was not intentional, and the case should be brought up with the
developers. The Getting Help and Submitting Feedback section of this book contains a list of
numerous venues through which feedback can be submitted, or questions raised.

There may be a very few areas where maintaining backwards compatibility is not consistent with
the intent to move ooDialog past Windows 3.1 and on to Windows 7. If such an area is discovered,
the ooDialog developers welcome any reasoned discussion concerning how to deal with that area.
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Ultimately, the individual programmer may have to decide if the benefits of moving ooDialog into
the 21st century outweigh any effort to change existing code.

1.4.3. ooDialog Release 4.2.1

ooDialog 4.2.1 was released in January 2013. It is a 4.2.0 level ooDialog, which means it can be
installed to any ooRexx installation that is at least version 4.1.0. The following is a brief summary of
the changes in ooDialog 4.2.1 from ooDialog 4.2.0.

Bug Fixes in ooDialog 4.2.1:
The following bugs were fixed in this release. The bug fix numbers can be used to look up details
concerning the bug on SourceForge

* #1116 Debug print outs left in ooDialog 4.2.0

e * #1117 Method handler passed wrong argument for TreeView EXPANDING event
e * #1121 ooDialog appcrash running forward class(super) continue

* * #1124 ooDialog - failed to locate .h file message incorrect

* * #1126 ooDialog - args sent to the HELP event handler incorrect

» * #1128 ooDialog UtilityClasses.cls: typo

e * #1138 MessageDialog: Failure in system service

e * #1141 ooDialog - connecting system menu command events can fall

» * #1145 TimedMessage dialog remains on screen after ok() method is invoked

» * #1146 Return code from ListView::deleteColumn() not as documented

* * #1147 SingleSelection class

* #1149 Potential crash in ooDialog connectKeyPress() method

Feature Requests Added to ooDialog 4.2.1:
The following Request for Feature Ehancements were implemented in the release. Details
concerning the enhancements can be looked up on SourceForge using the listed tracker item
numbers.

» *#42 OODialog List Control Class (report) format individual lines

» *#130 OODialog List Control Class Activate sort headers

e *#419 Add Tooltip control

* *#420 Would like to have an AddButtonStem method.

e *#478 ooDialog - List-view could use a way to work with a complete row

» *#483 ooDialog setColor and dialog background improvements

» * #484 ooDialog setColor methods should not be restricted to the 19 palette indexes
* * #485 Treeview itemData

» *#486 ooDialog - the TreeView Expanding event should allow a veto
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» *#487 ooDialog - It would be nice if the TreeView class had a way to do custom sorting
« *#488 ooDialog - TreeView class needs a itemText method

« *#489 ooDialog - TreeView class should support info tips

« *#490 ooDialog - ListView class should support info tips

« *#493 ooDialog - TreeView begin / end label editing could be improved

* * #494 ooDialog - ListView begin / end label editing could be improved

« *#495 ooDialog TreeView control has missing styles

* *#496 ooDialog TreeView methods to determine area occupied by an item

« *#499 ooDialog connectTreeViewEvent CHANGING veto

e *#501 The ListView class should have an easy way to switch views

New Functionality in ooDialog 4.2.1:
An implementation that allows acces to the Custom Draw facility in Microsoft's Common Control
library has been added.

Custom Draw allows, for example, the programmer to specify the text and ackground colors for
individual rows in a ListView, even for individual columns in the row. The programmer can specify
the font of the text for individual list-view items. Etc., etc..

The CustomDraw class has been added to ooDialog and is the means to access the Custom Draw
facilities.

New ListView support classes in ooDialog 4.2.1:
Lvitem class: Represents a single list-view item. The attributes of the Lvitem are the attributes of
the underlying Windows list-view item.

LvSubltem class: Represents a single list-view subitem. The attributes of the LvSubltem are the
attributes of the underlying Windows list-view subitem.

LvFullRow class: List-view items can contain subitems. This is most apparent in the row view of
a list-view where the subitems are displayed in columns next to the item. However, the subitems,
once added to an item, are always present, even if the list-view is in another view, such as icon
view.

The LvFullRow class represents the list-view item and all its subitems. LvFullRow objects can be
used to insert an item and all data associated with the item into a list-view at one time.

LvCustomDrawSimple class: The LvCustomDrawSimple class is used in conjuction with the
custom draw facility for ListView controls.

New dialog classes in ooDialog 4.2.1:
CustomDraw class: The CustomDraw class is a new mixin class. Dialogs in ooDialog can inherit
this class, which then gives the dialog the ability to access the custom draw facility.

The ListView and TreeView controls can register for custom draw.

New dialog control classes in ooDialog 4.2.1:
ToolTip class: Tooltip controls are pop-up windows that display text. Typically the text describes a
tool. A tool is either a window or an application defined area within a window.
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New utility classes in ooDialog 4.2.1:
TvCustomDrawSimple class: The TvCustomDrawSimple class is used in conjuction with the
custom draw facility for TreeView controls.

New Methods in ooDialog 4.2.1:
In the PlainBaseDialog class:
getTextSizeTitleBar

In the DialogControl class:
useVersion.

usingVersion.

In the ListView class:
addFullRow

insertFullRow
prependFullRow

In the TreeView class:
find

getitemData
itemText
removeltemData

setltemData

New Attributes in ooDialog 4.2.1:
In the SM (system metrics) class:
cxSize

cxSmlicon.
cyMenu.

Enhanced Methods in ooDialog 4.2.1:
In the DialogControl class:
setColor

setSysColor

In the DialogExtensions class:
setControlColor.

setControlSysColor.

In the TreeView class:
insert

iteminfo
modify

In the EventNotification class:
connectListViewEvent
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» the KEYDOWNEX event is added.
» the BEGINEDIT event is enhanced
» the ENDEDIT event is enhanced
connectTreeViewEvent

» the KEYDOWNEX event is added.
» the BEGINEDIT event is enhanced
» the ENDEDIT event is enhanced

New samples in ooDialog 4.2.1:
oodialog\controls\ListView\customDrawListView.rex: The customDrawListView
example demonstrates how to change the text, text color, and background color of individual rows
in a list-view.

oodialog\controls\ListView\columnIcons.rex: The columnicons.rex example
demonstrates how to use the new LvFullRow class and how to use icons in the columns of list-
view items in report view.

oodialog\controls\ToolTip\toolTip.rex: The toolTip.rex example demonstrates the
basics of using ToolTips in ooDialog. It includes the usage of a number of the ToolTip methods.

oodialog\controls\ToolTip\customPositionToolTip.rex: The
customPositionToolTip.rex example shows how to use the ToolTip class to do custom positioning
of the info tips provided by the tree-view.

oodialog\controls\ToolTip\manageControlTool.rex: The manageControlTool.rex
example shows how to use some advanced features of the ToolTip class to provide completely
customized ToolTips for a dialog control. This example uses a tree-view control, but the
techniques could be applied to any dialog control.

Enhanced samples in ooDialog 4.2.1:
oodialog\controls\TreeView\treeViewCustomDraw.rex: The oodtree.rex example has
been renamed to the treeViewCustomDraw.rex and enhanced. The example has been more fully
commented, uses custom draw for the tree-view control, and has a number of small bugs fixed.

Documentation changes in ooDialog 4.2.1:
The ListView Control chapter in the ooDialog Reference Manual has been partially reviewed and
corrected for accuracy. Parts of the chapter have been updated to match the format and style that
was introduced in the rework of the manual done for ooDialog 4.2.0

The TreeView Control chapter in the ooDialog Reference Manual has been partially reviewed and
corrected for accuracy. Parts of the chapter have been updated to match the format and style that
was introduced in the rework of the manual done for ooDialog 4.2.0

The documentation for the connectListViewEvent and connectTreeViewEvent methods have been
enhanced.

1.4.4. ooDialog Release 4.2.2

ooDialog 4.2.2 was released in March 2013. Itis a 4.2.0 level ooDialog, which means it can be
installed to any ooRexx installation that is at least version 4.1.0. The following is a brief summary of
the changes in ooDialog 4.2.2 from 4.2.1.
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Bug Fixes in ooDialog 4.2.2:
The following bugs were fixed in this release. The bug fix numbers can be used to look up details
concerning the bug on SourceForge

» * #1153 Deprecated CategoryDialog dialogs do not work in ooDialog 4.2.1
* * #1154 setColor() method produces incorrect results
* * #1166 Naming a DIgAreaU object 'b' causes the object to fail

Documentation Bug Fixes in ooDialog 4.2.2:
The following documentation bugs were fixed in this release. The bug fix numbers can be used to
look up details concerning the bug on SourceForge

* *#196 ooDialog - mapWindowPoints() was never documented

Feature Requests Added to ooDialog 4.2.2:
The following Request for Feature Ehancements were implemented in the release. Details
concerning the enhancements can be looked up on SourceForge using the listed tracker item
numbers.

» *#249 Add support for generalized resizable dialogs

» *#352 Fix document Statelndicator / Progressindicator

» *#370 Replace ooDialog WinTimer with a waitable time

» *#417 ooDialog public routines and icon resource

» *#504 It would be nice to be able to store a user value as part of the LvFullRow object

« *#505 Would like a way to prevent Enter from closing dialog when in single-line edit control
» *#506 Allow modifying a list-view item and all its subitems at once

» *#507 ooDialog - Modify the text of a list-view item and all its subitems at one time

* *#512 Add setWindowStyleRaw to match WindowBase getWindowStyleRaw

» *#513 Need access to the ListView_GetltemRect ListView_GetindexltemRect

* *#514 It would be interesting to temporarily change the parent window of a dialog control
» *#515 Would like to connect list-view begin and end scroll events

» *#517 Add a way to access the child controls of a combo box

» *#518 Need to work with an edit control that is not a direct child of the dialog

* *#519 Would like the ListView hitTestInfo to return the subitem index

» *#520 folder selection dialog

o *#521 It would be useful to create a LvFullRow from an array of text values

o *#522 Add item to list-view using array to specify the text of the item / subitem(s)

» *#524 Standard dialogs should work no matter what the application wide setting of auto detect
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* #525 The TreeView find() should allow some options

* *#526 Get the message text associated with Windows error codes

» *#528 Get the list box item under a point

o *#529 Add methods to determine type of combo box from Rexx code

« *#530 Want to be be able to calculate the rectangle occupied by a combo box item
* *#531 Combo box methods to set the minimum number of items shown in list

» * #532 Set the cue banner text for a combo box

o *#534 Key status

« *#535 Treeview expand/collapse button replacement

e *#536 popupAsChild support for PropertySheets

New Funtionality in ooDialog 4.2.2:
Methods have been added to various classes that allow the embedding of either an edit control
or a combo box control in the subitem fields of a list-view. This functionality allows the in-place
editing of the subitems in a list-view item.

Work has been done that allows any type of ooDialog dialog to be made resizable.

New Dialog Classes in ooDialog 4.2.2:
ResizingAdmin class: The ResizingAdmin class is a new mixin class. Dialogs that inherit this
class are automatically made resizable. Any ooDialog dialog class can intherit the mixin class.
By default, all controls in the dialog are sized in proportion to the change in size of the dialog.
Methods of the ResizingAdmin class allow the programmer to customize how the controls in the
dialog are sized.

New Utility Classes in ooDialog 4.2.2:
BrowseForFolder class: The ooDialog BrowseForFolder class provides access to the Windows
BrowseForFolder COM object. It gives the Rexx programmer the ability to put up a standard
dialog that allows the user to select a folder. It is somewhat similar the the fileNameDialog()
routine, except it is possible to select a folder. Something that has not been possible in ooDialog
previously. The programmer has access to the full set of customizations in the COM object.

SimpleFolderBrowse class: The SimpleFolderBrowse class also provides access to the Windows
BrowseForFolder COM object, however it is designed to be very simple to use. Only the most
common customization features are provided.

Keyboard class: The Keyboard class addresses the receiving and processing of keyboard input.

ProgressDialog class: A ProgressDialog object is used to show a dialog containing a ProgressBar,
an optional message, an optional status line, and an optional Cancel button. The dialog shows the
progress a lengthy task is making to the user.

New Public Routines in ooDialog 4.2.2:
SimpleFolderBrowse routine: This routine provides a shortcut access to the SimpleFolderBrowse
dialog class.

New Methods in ooDialog 4.2.2:
In the ApplicationManager class:
defaulticon
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In the ComboBox class:
getCue

getCombBoxInfo
getEditControl
getFirstVisible
getltemHeight
getMinVisible
isDropDown
isDropDownList
isGrandchild
isSimple
setCue
setitemHeight
setMinVisible

In the DialogControl class:
setParent

setWindowTheme

In the DIgUtil class:
errMsg

In the Edit class:
isGrandchild

wantReturn

In the ListBox class:
hitTestInfo

In the ListView class:
addRowFromArray.

getlitemRect.
getSubitemRect.
modifyFullRow.
setFullRowText.

In the LvFullRow class:
fromArray

In the PropertySheetDialog class:
popupAsChild
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In the Rect class:
copy

In the WindowBase class:
setStyleRaw

New Attributes in ooDialog 4.2.2:
In the LvFullRow class:
userData

In the PlainBaseDialog class:
digiD

Enhanced Methods in ooDialog 4.2.2:
In the Button class:

getldealSize: A new optional parameter, wantWidth, is added. If this argument is specified,
the operating system will calculate the ideal height of the button with the specified width. This
functionality is not available in the operating system until Vista or later.

In the EventNotification class:
connectListViewEvent: New events added.

« The BEGINSCROLL event is added.
« The ENDSCROLL event is added.

In the ListView class:
hitTestInfo: Enhanced to return the subitem index, instead of 0.

In the TreeView class:

find: Enhanced to allow starting the search from any parent tree-view item. Enhanced to allow
searching for an abbreviation of the tree-view item label.

Enhanced Public Routines in ooDialog 4.2.2:

WinTimer: The WinTimer() public routine was originally implemented in a way that caused it
consume 100% of the CPU in a busy loop. The routine has been re-implmented in a way that
keeps the behaviour of the routine the same, without the high CPU use. The CPU use while
waiting on the timer is now 0%.

Deprecated Methods in ooDialog 4.2.2:
In the Treeview class:
hitTest: This method is deprecated. Use thehitTestInfo method instead.

New Samples in ooDialog 4.2.2:

These 3 examples demonstrate how to embed a control in a list-view when it is in report view and
use the control to do in-place subitem editing.

» ooDialog\controls\ListView\subitem.editing\dropDownComboBox.rex
- ooDialog\controls\ListView\subitem.editing\dropDownListComboBox.rex
» ooDialog\controls\ListView\subitem.editing\editControl.rex

These 3 examples demonstrate inheriting the ResizingAdmin class.

+ oodialog\resizableDialogs\ResizingAdmin\augmentedResize.rex
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* oodialog\resizableDialogs\ResizingAdmin\basicResize.rex
* oodialog\resizableDialogs\ResizingAdmin\gbStationary.rex
This example shows how to use the new ProgressDialog class.

» oodialog\examples\addManyRows.rex

This example demonstrates the BrowseForFolder class.

» oodialog\examples\browsePrinters.rex

This example demonstrates the SimpleBrowseForFolder class.

» oodialog\examples\simpleFolderBrowse.rex

This example demonstrates general ooDialog programming techniques by putting up a stop watch
dialog.

» oodialog\examples\stopWatch.rex

Enhanced Samples in ooDialog 4.2.2:
This example is an enhanced version of the old oostddlg.rex. It has a completely graphical
interface and no longer uses 'say' statements. It also uses the defaulticon() method to set the
default icon for the program.

» oodialog\oodStandardDialogs.rex

This example is an enhanced version of the old oostdfct.rex. It has a completely graphical
interface and no longer uses 'say' statements. It also uses the defaulticon() method to set the
default icon for the program.

» oodialog\oodStandardRoutines.rex

These 2 examples are copied from the oodialog\propertySheet.tabControls
\PropertySheetDemo.rex and oodialog\propertySheet.tabControls\TabDemo. rex
examples and enhanced to be resizable. The old and new examples can be compared to see both
how to make a dialog resizable and how the appearance of the old and new versions contrast.

» oodialog\resizableDialogs\ResizingAdmin\PropertySheetDemo.rex
» oodialog\resizableDialogs\ResizingAdmin\TabDemo.rex

Documentation Changes in ooDialog 4.2.2:
All new methods, new classes, new functionality, etc., are fully documented. Other than that there
are no major changes to the documentation.

1.5. Current Release

The current release of ooDialog is 4.2.3. It is a 4.2.0 level ooDialog, which means it can be installed to
any ooRexx installation that is at least version 4.1.0. The following is a brief summary of the changes
in ooDialog 4.2.3 from 4.2.2.

Bug Fixes in ooDialog 4.2.3:
The following bugs were fixed in this release. The bug fix numbers can be used to look up details
concerning the bug on SourceForge

* * #1175 Incorrect super class initialization can bypass DynamicDialog init
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* * #1176 ooDialog - the SingleSelection class has the potential of not executing
e * #1198 ooDialog installer aborts if oodialog.pdf does not exist
« * #1204 When parsing a .rc file ooDialog does not recognize some control statements

Documentation Bug Fixes in ooDialog 4.2.3:

The following documentation bugs were fixed in this release. The bug fix numbers can be used to
look up details concerning the bug on SourceForge

« *#201 getTextAlign(), getTextExtent(), setTextAlign() not documented
« *#202 ooDialog Reference 4.2.3 - Text errors in Section 8.1 Method Table

Feature Requests Added to ooDialog 4.2.3:
The following Request for Feature Ehancements were implemented in the release. Details
concerning the enhancements can be looked up on SourceForge using the listed tracker item
numbers.

» *#508 ooDialog - index for tree-view state images

« *#537 Add Flle Open Dialog to allow more options than available with the FileNameDialog
« *#540 Add a stand alone ooDialog program launcher

« *#549 The setColor() method does not work well with comboboxes

« *#554 Enhance stand alone ooDialog installer to use components

» * #555 .OpenFileDialog set the 'CANCEL' button label

« *#556 Would like access to the Win32 UpdateWindow() API

* #559 ooDialog - add a convenience function to help locate resource files

Miscellaneous Fixes in ooDialog 4.2.3:
Fixed a problem detecting some controls in the .rc files produced by some resource editors.
Combo box, edit, list box, and scroll bar.

New Funtionality in ooDialog 4.2.3:
The stand alone ooDialog installer now allows the user to choose to skip the installation of the
documentation and / or the example programs. This matches the ooRexx installation where the
documentation and sample programs do not have to be installed.

An ooDialog executable, ooDialog.exe, has been added to the distribution. The executable will
run ooDialog programs in a manner similar to rexxhide, provides command line information on the
version of ooDialog installed, and can be used to set up file types and associations for ooDialog
programs.

New Dialog Classes in ooDialog 4.2.3:
CommonltemDialog

OpenFileDialog

SaveFileDialog

New Utility Classes in ooDialog 4.2.3:
ComConstants
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CommonDialogEvents
CommonDialogCustomizations

ShellltemFilter

New Public Routines in ooDialog 4.2.3:
Locate

New Methods in ooDialog 4.2.3:
In the ApplicationManager class:
requiredOS

In the ComboBox class:
removeFullColor

setFullColor

In the D1gUtil class:
getGUID

In the TreeView class:
getStatelmage

setStatelmage

In the WindowBase class:
updateWindow

New Attributes in ooDialog 4.2.3:
In the ApplicationManager class:
srcDir

Enhanced Methods in ooDialog 4.2.3:
In the TreeView class:
getimagelList

setlmageList

Enhanced Public Routines in ooDialog 4.2.3:
None.

Deprecated Methods in ooDialog 4.2.3:
None.

New Samples in ooDialog 4.2.3:
Demonstrates what the 3 types of combo boxes look like. Shows how to use the
removeFullColor() and setFullColor() methods of the ComboBox class.

* oodialog\controls\ComboBox\comboBoxTypes.rex

Shows how to implement an incremental search feature for the items in a list box and over-ride the
list box control's internal incremental search.

* oodialog\controls\ListBox\incrementalSearch.rex

An example showing how to use the .DIgUtil's genGUID() method. Also provides a simple
application that can be used to generate GUIDs for any use.
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» oodialog\examples\genGUID.rex

An example showing a number of different uses of both the Open File Dialog and the Save File
Dialog. Demonstrates the most common usage patterns.

» oodialog\examples\openSaveFileDemo.rex

An example showing how to use the Common Item Dialog in file save mode. This example shows
2 things. 1.) How to use a filter with the dialog. This is done with the .ShellltemFilter class. 2.) How
to connect event notifications. This is done with the .CommonDialogEvents class.

- oodialog\examples\saveFileWithFilter.rex

An example showing how to embed contorls in a list view to allow in-place subitem editing. The
example also demonstrates the ResizingAdmin and BrowseForFolder classes.

» oodialog\controls\ListView\subitem.editing\importList.rex

Enhanced Samples in ooDialog 4.2.3:

All of the samples have been enhanced so the they can locate any needed resource files no
matter which directory they are executed from. This allows them to run correctly if, for example,
they are dragged and dropped on ooDialog.exe.

Documentation Changes in ooDialog 4.2.3:

All changes in ooDialog 4.2.3 have been fully documented. Other than that, only small progress
has been made in reviewing older sections of the reference manual for accuracy.

1.6. Future

The current future direction of ooDialog is to update ooDialog to take full advantage of the Windows
7 functionality for graphical interfaces, related to dialogs. This includes adding more of the missing
dialog controls, such as tool bars, status bars, ip address controls, etc.. It also includes updating
existing dialog controls to the full functionality available to them in Windows 7.

There are a number of new classes introduced in ooDialog 4.0.0 through 4.2.0 that are intended to be
enhanced in furture releases. The Image and ImageList classes to hame just a few. Work will continue
on extending those types of classes. In addition work will be done on implementing features requested
by ooDialog programmers.

Work will continue on improving the ooDialog reference manual. Sections that were not reviewed for
this release will be reviewed and corrected. It is intended that the ooDialog User Guide will continue to
be improved.

The users of ooDialog can take part in directing the future of ooDialog through discussion on the Users
Mailing List and by opening requests for enhancements at the SourceForge ooRexx project. Users can
subscribe to the oorexx-users mailing list on the ooRexx Mailing List Suloscriptions1 page. Requests
for ooDialog features can be made on the ooRexx Feature F?equests2 page.

! http://sourceforge.net/mail/?group_id=119701
2 http://sourceforge.net/tracker/?group_id=119701&atid=684733
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ooDialog Class Reference

1.7. ooDialog Class Reference

The classes provided by ooDialog form a hierarchy as shown in The Hierarchy of ooDialog Classes.
Unfortunately this section is very out of date. It will be updated in a future version of the ooDialog

reference.
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PlainBaseDialog| +—| WindowBase
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Figure 1.1. The Hierarchy of ooDialog Classes

The classes are:
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PlainBaseDialog, BaseDialog
Base methods regardless of whether the dialog is implemented as a binary resource, a script, or
dynamically. PlainBaseDialog provides limited functionality.

DynamicDialog, DialogExtensions, WindowBase, WindowExtensions
Internal mixin classes used to extend PlainBaseDialog, PlainUserDialog, BaseDialog, UserDialog,
and DialogControl. The methods provided by these classes are not listed separately but are listed
in BaseDialog or UserDialog.

UserDialog
Subclass of BaseDialog used to create a dialog with all its control elements, such as push buttons,
check boxes, radio buttons, entry lines, and list boxes.

ResDialog
Subclass of BaseDialog for dialogs within a binary (compiled) resource file (.DLL).

TimedMessage
Class to show a message window for a defined duration.

InputBox
Class to dynamically define a dialog with a message, one entry line, and two push buttons (OK,
Cancel).

PasswordBox
Similar to InputBox, but keystrokes in the entry line are shown as asterisks (*).

IntegerBox
Similar to InputBox, but only numeric data can be entered in the entry line.

MultilnputBox
Similar to InputBox, but with multiple entry lines.

ListChoice
Class to dynamically define a dialog with a list box, where one line can be selected and returned to
the caller.

MultiListChoice
Similar to ListChoice, but more than one line can be selected and returned to the caller.

CheckList
Class to dynamically define a dialog with a group of check boxes, which can be selected and
returned to the caller.

SingleSelection
Class to dynamically define a dialog with a group of radio buttons, where one can be selected and
returned.

Dialog
Subclass of UserDialog for simple dialogs. You can change the default dialog style from
UserDialog to ResDialog.

AnimatedButton
Class to implement an animated button within a dialog.

DialogControl
Class to implement methods that are common to all dialogs and dialog controls.

38



ooDialog Class Reference

TreeView
Class to implement a tree to display the list of items in a dialog in a hierarchy.

ListView
Class to implement a list-view to display the items in a dialog as a collection.

ProgressBar
Class to implement a progress indicator within a dialog.

Trackbar
Class to implement a slider or trackbar within a dialog.

Tab

Class to implement tabs, which can be compared to dividers in a notebook or labels in a file
cabinet.

Static

Class to query and modify static controls, such as static text, group boxes, and frames.
Edit

Class to query and modify edit controls, which are also called entry lines.

Button
Class to implement push buttons within a dialog.

RadioButton
Class to implement radio buttons within a dialog.

CheckBox
Class to implement check boxes within a dialog.

ListBox
Class to implement list boxes within a dialog.

ComboBox
Class to implement a combo box, which combines a list box with an edit control.

ScrollBar
Class to implement a scroll bar within a dialog.
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The ooDialog Exeutable

The distribution of ooDialog includes an executable file, named: ooDialog.exe. This executable
file is located in the same directory as the oodialog.d1l1l and ooDialog. cls files. In the typical
installation of ooRexx or ooDialog, this diretory will be in the PATH which allows ooDialog.exe to be
accessed from anywhere on the computer.

2.1. OverView

The ooDialog executable provides a number of enhancements and services to use along with the
ooDialog framework. These range from the simplistic to the relatively complex. There is no need, or
requirement, to ever run the executable if the ooDialog user is not interested in any of the features
provided by ooDialog.exe. Thatis, currently, there are no dependencies on ooDialog.exe in the
ooDialog framework.

The following briefly lists and describes the functionality provided by the ooDialog executable:

Displays information about the installed ooDialog:
ooDialog.exe can be used to display simple version information for the installed ooDialog
framework. It also will display more detailed information for the ooDialog installation such as the
build date, 32 or 64 bit, debug or release, version of ooRexx that is in use, etc..

Executes ooRexx programs without a console window:
ooDialog.exe can be used as a replacement for rexxhide.exe to executate ooRexx programs
without a secondary console window popping up. ooDialog.exe has a few enhancements that may
make it more suitable to use than rexxhide.exe.

Serves as a drop target for drag and dropping ooRexx programs:

ooRexx programs can be dragged and dropped on ooDialog.exe, or a short cut to ooDialog.exe, to
execute them.

Configures file associations for ooDialog and the PATHEXT
For users not familiar with setting up file types and associations, ooDialog.exe can present a
graphical user interface to configure file types and associate them with the executable.

2.2. ooDialog.Exe Command Line Options

One of the simplest features ooDialog.exe provides is to display information about the current
installation of ooDialog. Since the installation of ooDialog has been decoupled from the installation

of ooRexx, the version of ooRexx no longer has any relation to the installed version of ooDialog.
ooDialog.exe can be executed from a command prompt, using the -v option, to quickly determine the
version of the installed ooDialog:

C:\Rexx>oodialog -v
ooDialog 4.2.4.9574

C:\Rexx>

If ooDialog.exe is executed from a command prompt with no options, or if it is double-clicked in
Explorer, it opens an informational window that displays the ooDialog version and other details
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concerning the executable and its purpose. Executing ooDialog.exe from a command prompt with the
- h option displays the syntax for ooDialog.exe. For example:

C:\Rexx>oodialog -h
Syntax:

ooDialog [option flags] [programName] [argl arg2 ... argN]

option flags:

-h Show this, the short help text.

/? Same as -h.

-H Show the long help text.

--help If from a console window, show the long help.
-s Display the ooDialog Setup dialog.

-v Print the short version string.

-V Print the long version string.

--version If from a console window, print the long version string.

programName:
The first argument that does not begin with '-' is taken as the name
of a Rexxx program to be executed.

argl ... argN:
Arguments 1 through N are passed on to programName.

C:\Rexx>

Executing ooDialog.exe from a command prompt with the - -version option displays more detailed
information concerning the ooDialog version, along with the version of ooRexx that ooDialog is running
under. For example:

C:\Rexx>oodialog --version

ooDialog: ooDialog Version 4.2.4.9574 (64 bit) - Internal Test Version
Built Nov 27 2013 07:38:21
Copyright (c) IBM Corporation 1995, 2004.
Copyright (c) RexxLA 2005-2013.
All Rights Reserved.

Rexx: Open Object Rexx Version 4.2.0

C:\Rexx>

2.3. ooDialog.Exe as a Program Launcher

A primary use of ooDialog.exe is to execute ooDialog programs without displaying a secondary
console window. This is very much like the rexxhide.exe program that comes with the Windows
ooRexx distribution. The ooRexx interpreter (rexx.exe) is built as a console application. This is what
gives the interpreter access to the standard input and output streams. Which in turn allows the say
instruction to write text to the console and the pull instruction to retrieve text the user has typed.
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Because it is a console application, whenever rexx.exe starts, the operating system creates a console
window if it is not already being executed from a console window. For a purely graphical application,
as most ooDialog programs are, this secondary console window can be an annoyance. The ooDialog
executable, (and rexxhide.exe,) are built as a windowed applicattion and internally use the ooRexx
naive API to start an instance of the interpreter to execute the Rexx program. Because they are built
as a windowed application, no console window is created by the operating system.

One drawback that rexxhide.exe has, is that since it is built as a windowed application with no console
window, all text normally writen to the console is lost. This includes the error condition text written
when a condition is raised. Because of this Rexx programs run under rexxhide.exe just silently end

if a problem in the program raises a condition. This can be frustrating because the program will just
terminate and there is no way to know why.

The ooDialog executable has been enhanced to help with this situation. If a condition is raised and the
Rex program is terminated, oodialg.exe traps the condition text and then displays it in a window when
the interpreter terminates.

This discussion on using ooDialgo.exe as a program launcher mostly refers to launching
ooDialog programs. However, ooDialog.exe will execute any ooRexx program. It is not restricted
to launching only ooDialog programs.

There are a number of ways to launch ooDialog programs using ooDialog.exe:

direct invocation:
From a command prompt simply use ooDialog.exe instead of rexx.exe:

/* Instead of this: */
C:\Rexx>rexx.exe 00RexX\0ORexxTry.rex
/* Use this: */

C:\Rexx>ooDialog.exe ooRexx\ooRexxTry.rex

within a shortcut or Start menu item:
Typically, people create a short cut to an ooDialog program using rexxhide.exe. Then, double-
clicking the short cut in Explorer launches the ooDialog program with no console Window. The
ooRexx installer has set up these types of short cuts for ooDialog example programs for years. In
the short cut, ooDialog.exe can be used instead of rexxhide.exe:

/* The ooRexx installer has set up a Start menu item to the ooDialog sample.rex programe
like this: */

Target type: Application
Target location: ooRexx
Target: C:\Rexx\ooRexx\rexxhide.exe "C:\Rexx\ooRexx\samples\oodialog

\sample.rex"
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Start in: C:\Rexx\ooRexx\samples\oodialog\

/* Use this for the short cut instead: */

Target type: Application

Target location: o0oORexx

Target: C:\Rexx\ooRexx\ooDialog.exe "C:\Rexx\ooRexx\samples\oodialog
\sample.rex"

Start in: C:\Rexx\ooRexx\samples\oodialog\

with drag and drop:
The ooDialog exectuable is drag and drop enabled. That is, ooDialog.exe can serve as a drop
target. In Explorer when an ooDialog program file is dragged and dropped on the ooDialog.exe
icon, the ooDialog program will execute without a secondary console window. A common use
of this ability would be to create a short cut to ooDialog.exe on the desktop and drag and drop
ooDialog programs on the short cut.

This snapshot of a portion of a user's Desktop shows a short cut icon to ooDialog.exe. ooDialog
programs such as columnIcons.rex can be dragged from Explorer and dropped on the short
cut, which launches the ooDialog program.

i‘ * | . Computer » Win7 (C) » Rexx » ocoRex » samples » oodi

File Edit View Tools Help

Organize - Include in library - Share with = Burn Mew folder

-
b e ole a Marme

4 || oodialog

: o rc
£ : . bm
Google Drive . . .. subitem.editing
4 | controls P
@8 columnClickListView.rex
.. ComboBox El
) &4 columnlcons.rex
‘ .. ListBox e
e 4 customDrawListview.rex
i 4 | ListView o
[ I. B || ReadMe.txt
-::n::DiaII::g : 5 s
. subitern.editin
>\ TeoolBar
. TeolTip

0 TreeView

£

RealVWarld -

) examples

Figure 2.1. Drag and Drop Scenario
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using file types and associations:

Probably one of the best ways to use ooDialog.exe to execute ooDialog programs is through
the use of file type associations. Once a file type has been created for ooDialog.exe, and an
extension associated with that file type, double-clicking on any file with the extension will execute

the ooDialog program.

The figure below shows a user's system where a file type has been created for ooDialog.exe and
the extension .ood is associated with that file type. Double-clicking on columnIcons.ood has

executed that ooDialog program.

Mame

i
subitern.editing

o columnClickListView.ood

@ columnlcons.ood

| W customDrawListview.ood
|

Date modified

11/27/2013 11:57 ...
11/27/2013 11:57 ...
9/18/2013 11:31 AM
11/19/2013 7:32 AM
11/19/2013 7:34 AM

@8 Views of the List-view Control P
415 ot Ll
L, \d!
Business Lawyer MNurse
manager
- Hll ’
Software Doctor Drywall
Developer Finisher
a5 Y
g W @
Mechanical Clerk Biochemist
Engineer
View
() Report View @) Icon View
() List View () Small Icon View

Figure 2.2. .0od Extension Associated with ooDialog.exe

Type

File folder

File folder
ooDialog Program
ocDialog Program
ooDialog Program

Text Document

Size

5KB
9KB
11 KB
SKB

Although it is not discernible from the figure itself, the created file type on the user's system is
ooRexx.ooDialog.1. File types and associations are relatively easy to create and manage from
the command prompt, or through Explorer. People familar will file type associations will recognize
that the following displays the file type and association from the system in the figure above:

C:\Rexx>ftype ooRexx.ooDialog.1

ooRexx.ooDialog.1="C:\Rexx\ooRexx\ooDialog.exe" "%1" %*

C:\Rexx>assoc .ood
.00d=00Rexx.o0oDialog.1

C:\Rexx>

45



Chapter 2. The ooDialog Exeutable

For people not familar with creating file types and associations, ooDialog.exe can be used
to configure file associations for the system through a graphical user interface. This use of
ooDialgo.exe is explained in the next section

2.4. ooDialog.Exe Configure File Associations

Windows has promoted a scheme to identify the type of a file through the file name extension of

the file. (The extension part of a file name is everything following the last dot in the file name.)
Different types of files are then associated with the program that uses the file. When a file type and its
association are made known to the operating system, when the user interacts with a known file type,
the operarting system will start the program that uses the file directly. For instance, text files can be
associated with the user's favorite editor. Double-clicking on a text file will then start the editor will the
file ready to edit.

The Configure ooDialog Services dialog is used to start the process of configuring file associations for
ooDialog.exe:

Configure

") For All Users

Process Execution Status:
User is in admin group:  True
Process is run as admin: True

Process is elevated: True

Integrity Lewvel: High

Figure 2.3. Configure Services Dialog

Future versions of ooDialog may have the ability to configure more services than just file associations,
in which case this dialog will be expanded to allow that configuration. Currently, only file associations
are configured through this dialog.
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The configure services dialog can be brought up in two ways. From a command prompt, the -s option
will immediately start the dialog:

C:\Rexx>oodialog -s

C:\Rexx>

Starting ooDialog.exe with no arguments, either from the command prompt or by double-clicking
ooDialog.exe, brings up the information display window:

%] hostermu.dll 11/26/2013 6:38 AM  Application exte... 231 KB

L mime.cls 3/14/2012 7:20 AM SlickEdit 12 KB

|| ooDialeg.cls 11/27/201311:57 ... SlickEdit 395 KB

- CE| coDialog.com 11/27/201311:57 ...  MS5-DOS Applica... 194 KB
T %/ codialog.dll 11/27/201311:57 .. Application exte... 1,308 KB
ooDialog.exe 11/27/201311:57 ...  Application 608 KB

|| oodPlain.cls 11/27/201311:57 ...  SlickEdit 3KB

oocDialag Execute Program: Syntax Information E‘Elﬂ

ooDialog version 4.2.4.9574

The ocoDialog executable is a stand alone interface to run ocoDialog -
programs, or to opticonally provide other ocoDialog services and
information.

Syntax:

ooDialog [option flags] [programName] [argl arg2 ... argN] —

If no arguments are given, this help is shown. All option flags start
with the '-' character. The first argument that does not start with
the '-' character is taken to be the name of an ocoRexx program to be
executed. All arguments following programName are passed as arguments
to programName. When programMame is executed, it is executed with no
console window. This is similar to rexxHide.

[ configure other oaDialog services

%) meregexp.dll 11/26/2013 6:38 AM  Application exte... 191 KB
Figure 2.4. ooDialog Information Window

Check the Configure other ooDialog services check box. The Close button's label will change to
Continue and clicking the button starts the configure services dialog.

The configure services dialog can be used to configure file type associations and the PATHEXT
environment variable for either the current user, or for all users. Any user can configure file
associations or environment variables for herself or himself. With the heightened security procedures
introduced in Windows Vista and later, users can no longer set configurations of all users, unless they
do so from an elevated process. By default the configure services dialog will be set to configure for
the current user. If this is changed to all users, and the current process is not elevated, the UAC shield
icon will be placed on the Configure button to indicate that the task requires administrator credentials.
If Configure is clicked, the Credential Ul will be displayed to obtain the credentials.
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This is shown below. Note that the lower left quadrant of the dialog displays the security status of
the running process. In this case the process is shown as not elevatd. Changing the All Users file
associations would required that the process be elevated.

| %' Configure coDialog S

Configure File Assodations

~J) For Current User

# Configure

Process Execution Status:
Lizer is in admin group: False
Process is run as admin: False

Process is elevated: False

Integrity Level: Medium

Figure 2.5. Elevation Required

When the For All Users radio button was selectd, the UAC shield icon was added to the Configure
button. If the user of the dialog changes the selected radio button to the For Current User button,
the shield icon would be removed. At this point, if the dialog user clicks the Configure button, the
Credential Ul will be displayed. If the user enters the proper password for an Administrator, the
Configure File Associations is displayed. Otherwise, it is not displayed.

Once the scope (the current user or all users) of the task is selected using the radio buttons, the user
of the dialog proceeds by clicking the Configure button. As hinted at, the user of the dialog can only
work with one scope at a time. However, when the selected scope is configured, the user will be
returned to the configure user services dialog, and could then select to configure the other scope if
desired.
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This figure shows the dialog that is used to configure file associations for ooDialog.exe and the use of
the dialog is explained in the following text:

]
¥ x
Configuring File Assodations and the PATHEXT for: the Current User

File Type: ooDialog Program Running As Administrator: True i
Scope: Current User Process is Elevated: True

|
File Type is Registered:  True

|l
Registered For All Users? Yes Registered For Current User? Yes
Un-eqister ooDialog File Type For the Current User ] Configure PATHEXT for: the Current User

PATHEXT Extension:

File Assodation Extension: Add Add |4
Suggested Currenty Currently in PATHEXT "
Extensions Agsodated . CoM N 3

i -rxd Lok _ood v W _EXE
- - .ooDlg ek BAT
- - .rxoollg Add —= Add —= « % _CMD A
<-- Remave il M5C
B BEX
* + _REXHGE “
* — _WBS
¥ — _VBE "
PATHEXT is only changed when Update is checked
Registry Values View Mode: and Done is dided.
_ [ Update the PATHEXT when done
(7 Single Column View @ Double Column View
Done I I Help

Figure 2.6. Drag and Drop Scenario

To better explain how to use the dialog to configure the file associations, and or the PATHEXT, each
part of the dialog will be discussed in turn. Note: it is important to keep in mind that file associations
for all users and the current user are merged together by the operating system. Therefore the file
associations in effect for any user are those registered for all users and those registered just for
herself or himself. However, the operating system does not merge the PATHEXT. If there is a
PATHEXT defined for the current user, the operating system replaces the all users PATHEXT with the
PATHEXT defined by the current user.

Upper Third Portion:

The upper third of the dialog is an informational display only. It shows the scope of the current
task, the process execution status, if ooDialog.exe is, or is not, registered as a file type, etc..

The Register Button:
The large register button is used to register, or un-register, the ooDialog program file type.
The label of the button changes to reflect the current status of the registration. If the file type is
currently registered, the button is used to un-register it. If the file type is not registered, the button
is used to register the file type.
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The registration or un-registration takes place immediately when the button is clicked. If the
ooDialog program type is un-registered, all extensions associated with the file type, for the current
scope, are un-associated at the same time. File extensions associated in the other scope can not
be changed, the dialog can only work with one scope at a time.

File Association Extension / Add:

This edit box and push button are used to add a file extension to the currently associated
types. Type the extension in the edit box and click the Add button. The association takes place
immediately. The extension can be entered with or without the dot (.) character.

File Association List Boxes:

There are two list boxes used to display file association file extensions. The Currently Associated
list box shows all file extensions associated with the ooDialog Program file type. The Suggested
Extensions list box is initially filled with a few suggested extensions. This is provided as a
convenience for the user of the dialog, there is no requirement that suggested extensions be used.

The list boxes can be in either dual column or single column mode. Recall that the operating
system merges the file associations for all users and the current user. Because of this, if the
ooDialog program file type is registered in either scope, (all users or the current user,) any
associated file extension will work, no matter what scope it is associated in. This is reflected in the
dual column mode. Every file extension in the currently associated list box is in effect for the user
of the dialog. Each item in the list box has two columns. The first column shows the status for All
Users, the second column shows the status for the Current User.

The + character is used to show that the extension is associated in that scope. The - character is
used to show that the extension is not registered in that scope.

The dual column figure shows how to interpret the information displayed in the dialog. The Scope
field shows that the task is currently configuring for All Users. The File Type is Registered field
shows that the ooDialog Program file type is registered. The following fields show the file type

is not registered for all users, but is registered for the current user. That is, the file type is not
registered for the current scope of the task.
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The items in the currently associated list box show the ood extension is not associated for
all users / is associated for the current user, (- * .ood). The rxd extension is the inverse,

associated for all users, not associated for the current user (* - .rxd).
Cuerent Liser Process is Elevated: True I L§ L
r
It Configure coDialog.exe File Associations &
[ |
Configuring File Assodations and the PATHEXT for: All Users
a File Type: ooDialog Program Running As Administrator: True
g Scope: All Users Process is Elevated: True
File Type is Registered:  True
Registered For All Users? Mo Registered For Current User? Yes
4
Register ooDialog File Type For All Users I Configure PATHEXT for: All Users
PATHEXT Extension:
File Assodation Extension:
| Suggested Currenty Currently in PATHEXT
Extensions Assodated TR "
b - % _pod — % _onod * % COM
- - _ooDlg = -rxd * % _EXE
2 « % _cMp |
P
: by U
': - _J8 k
. # — _JSE
& * - _WSF
* - _WSH i
PATHEXT is only changed when Update is chedked
" Registry Values View Mode: and Done iz dicked.
1 ) [7] Update the PATHEXT when done
1 (1 Single Calumn View @ Double Column View
:i Done l [ Help

L

T T
Figure 2.7. Dual Column Example

The Add and Remove buttons between the two list boxes are used to move the selected extension
in one list box to the other. If an extension is selected in the Suggested Extensions list box and the
add button clicked, the extension is immediately associated, in the current scope.

Likewise, if an extension is selected in the Currently Associated list box and the Remove button is
clicked then the extension is imediately un-associated. The Remove button is the only way to un-
associate an extension using the dialog.

Bear in mind that actions taken in the dialog are always only in relation to the current scope. For
example in the figure, if the .0ood extension in the currently associated list box is selected and the
remove button is clicked, nothing will happen. The .ood extension is not associated in the current
scope, so it can not be un-associated. The .ood extension is associated for the current user, but
the dialog is not working on that scope, so again that can not be changed.

Single / Double Column View:
These two radio buttons are used to switch between dual column view, explained above, and
single column view. In single column view the current registery values are shown only as they
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relate to the current scope. If the dual column figure were to be switched to single column view, it
would appear like this:

L Y 1 L A -L L A L L L P s | Ll

Configure coDialog.exe File Associations ﬁ

Configuring File Assodations and the PATHEXT for; All Users
File Type: ooDialog Program Running As Administrator: True
Scope: All Users Process is Elevated: True
File Type is Registered:  True

Registered For All Users? Mo Registered For Current User? Yes

I Register ooDialog File Type For All Users I Configure PATHEXT for: All Users

PATHEXT Extension:
File Assodation Extension:
t
Suggested Currenty Currently in PATHEXT
Extensions Assodated ==y
= - ﬁ
1| -ood _rxd CoM —
-coDlg -EXE

m

_CHMD [

s
t -J5

-JSE
i JHSF
-W5H &Y
PATHEXT is only changed when Update is chedked
Registry Values View Mode: and Done is dicked.

] _ [T Update the PATHEXT when done
@) Single Column View () Double Column Yiew

Done ] [ Help

L.

Figure 2.8. Single Column Example

Note that the .0od extension is not associated for all users, so it does not appear in the currently
associated list box. In some ways the single column view may be less confusing. But, for file
associations, it does not present a true picture. The .0od extension is listed in the suggested
extensions list box, but there is no real reason to associate it. Since .0od is associated for the
current user, when the operating system merges the file associations for all users and the current
user, it becomes associated in effect. Switching betweed the two views may be the best way to
understand the current associations.

PATHEXT related dialog controls:

The PATHEXT related dialog controls allow the user of the dialog to add or remove extensions
from the PATHEXT environment variable, and / or to re-order the extensions in PATHEXT. The
operating system uses this environment variable to determine if a file is an executable file from its
name. If a file's name has an extension in the PATHEXT, then the operating system treats the file
as an executable program rather than a data file. Files whose extension is in the PATHEXT are
also executed by typing their file name, without the extension, on the command prompt.

This functionality of editing the PATHEXT variable is added as a convenience for the dialog
user. The behavior of this functionality is similar to the functionality of configuring the file type
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associations for ooDialog.exe, but also has some differences. Keep the following points in mind
when working with the PATHEXT in the dialog:

* The purpose of editing PATHEXT in the dialog is to allow the dialog user to easily add an
associated extension to the PATHEXT. For instance if the extension . ood is associated with the
ooDialog file type, then adding that extension to the PATHEXT will allow any ooDialog programs
with the extension to be executed by ooDialog.exe automatically if the file name, with or without
the extension, is typed on the command line.

» Unlike file association changes which take place immediately, no changes to the PATHEXT are
saved until the Done button is clicked. In addition, the Update the PATHEXT when done check
box must be checked at the time the button is clicked. This is done to ensure the dialog user
really intends for the changes to be made.

» Unlike file associations, the operating system does not merge the All Users PATHEXT and the
Curren User's PATHEXT values. If the current user sets a PATHEXT value, it replaces the All
Users PATHEXT for that user.

* A poorly formed PATHEXT value can cause the system to behave erractically. For instance
if PATHEXT did not contain the . EXE extension, programs might not be able to be executed.
For this reason, the dialolg will not remove the .exe, .cmd, .com, and .bat extensions from
PATHEXT. The only exception to this is if the scope is the Current User, the dialog will allow the
user to completely delete the PATHEXT variable for the Current User. The All Users PATHEXT
can not be deleted through the dialog.

« Like the file associations list boxes, the PATHEXT list box can be displayed in dual or single
column view. The description for the File Association List Boxes explains how the two views
work and how to interpret the list box items. However, since the operating system does not
merge the All Users and Current Users PATHEXT values, the single column view may be easier
to use when editing the PATHEXT.

PATHEXT Extension | Add:
The PATHEXT edit box and Add button are similar in use to the File Association Extension edit
box and Add button. The dialog user types the extension in the edit box and clicks the Add button
to add a file extension to the PATHEXE list box for the current scope. The dot character may or
may not be used. If the extension entered in the edit box does not start with a dot character, one
is added. The extension is also upper-cased. Other than that, no attempt is made to validate the
entry typed by the dialog user.

PATHEXT List Box:
The PATHEXT list box is initially filled with information that depicts the current PATHEXT for All
Users and the PATHEXT for the Current User. The Current User PATHEXT may not exist, in fact
that is relatively common. The dialog user can make changes to the PATHEXT in the current
scope by interacting with the PATHEXT list box and its related buttons. The list box will always
reflect how the PATHEXT will be saved, if the Update the PATHEXT when done check box is
checked and the Done button is pressed. The description for the File Association List Boxes
describes how to interpret the list box items. For the PATHEXT, it is probably easier to interpret
what the PATHEXT value will be saved as in single column view.

PATHEXT List Box Buttons:

This figure shows the buttons surrounding the PATHEXT list box that are used to edit the
PATHEXT

53



Chapter 2. The ooDialog Exeutable

Configure PATHEXT for: the Current User
PATHEXT Extension:

Currently in PATHEXT

:
&3

:
| %] |

PATHEXT is only changed when Update is checked
and Done is dicked.

|| update the PATHEXT when done
Figure 2.9. PATHEXT Editing Buttons

The figure shows that the current scope of the dialog is the Current User. The PATHEXT list box is
in single column view, so the list box items reflect exactly which extensions, and their order, will be
written to the PATHEXT for the Current User, if the user were to save the PAThEXT.

The upper Add button has already been described. If the user has typed an extension in the edit
box, the Add button will add that extension to the list box. The Add --> button on the left serves a
similar function. If an item in the Currently Registerd list box is selected, clicking the Add --> will
add it to the list box.

The Up and Down arrow buttons are used to re-order the extensions. If an item in the list box is
selected, clicking the Up arrow button will move the item up one position. Clicking the Down arrow
button moves the item down one position. Clicking the X button deletes the currently selected item
from the PATHEXT.

The Hammer and Cresent Wrench button is only present when the scope is the Current User.
Clicking this button deletes the Current Users PATHEXT completely.

Update the PATHEXT when done Check Box:
As mentioned above, the PATHEXT is not changed, not updated, until the dialog is closed with the
Done button. If and only if the Update the PATHEXT when done check box is checked, the new
PATHEXT value, as defined by the dialog user while interacting with the dialog, is written to the
registry.

Done Button:
Clicking the Done button closes the dialog. Since all file association changes are written to the
registry as the dialog user makes them, clicking the Done button and using the Esc key to close
the dialog are essentially the same. The only time using the Done button is of importance is if the
dialog user wants changes to the PATHEXT to be saved. In this case, the Update the PATHEXT
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when done check box must be checked and the Done button must be used to close the dialog. If
the check box is checked, but the user closes the dialog with the Esc key, any PATHEXT changes
are discarded.

When the Done button is clicked, before the new PATHEXT is actually written, a message box will
display exactly how the PATHEXT will saved. This message box gives the user of the dialog one
last chance to confirm that she wants the PATHEXT to be changed.

Clicking Yes writes the new PATHEXT value to the registry. Clicking No discards any changes
and closes the dialog. Clicking Cancel returns to the configure file associations dialog allowing the
dialog user to retry making changes to PATHEXT.

—— e e N el 1 L HL 1

Configure PATHEXT S

.00D:.COM: .EXE: . BAT:.CMD:.REX:.REXG:.MSC.

Continue and write this value?

Yes | | Mo | [ Cancel ]

Figure 2.10. Change PATHEXT Confirmation
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Chapter 3.

The Dialog Object

All instantiated Rexx dialog objects have a broad base of methods in common. These methods are the
same for all dialogs regardless of the class of the dialog or how the dialog template is created.

The dialog object here is an abstract concept, used to make it simpler to understand the basic

concepts. To instantiate a dialog object you create a subclass of one of the concrete dialog classes
provided by the ooDialog framework, such as the UserDialog UserDialog, ResDialog ResDialog, or
RcDialog RcDialog. This chapter provides the reference for the constants, attributes, and methods that
are common to all dialog objects. See the specific dialog subclass for methods that are unique to the

subclass.

3.1. Method Table

The following table lists the constant methods, class methods, attribute methods, and instance
methods that all dialogs have in common:

Table 3.1. Dialog Object Method Reference

Dialog Method Description

Constant Methods

The dialog object provides a number of constant values through the
: :constantdirective.

Class Methods

Class Methods

new Instantiates a new dialog object.

getFontName Returns the default font for all dialogs.
getFontSize Returns the default font size for all dialogs.
setDefaultFont Sets the default font name and size for all dialogs.

Attribute Methods

Attribute Methods

autoDetect If automatic data field detection is on or off.

constDir A directory object that maps symbolic resource IDS to their numeric IDs

digHandle The window handle of the dialog.

digiD The dlgID attribute reflects a whole number value that can be used to
identify this dialog.

factorX The horizontal size of one dialog unit in pixels. (Inaccurate.)

factorY The vertical size of one dialog unit in pixels. (Inaccurate.)

fontName Name of the dialog's font.

fontSize Point size of the dialog's font.

hwnd The window handle of the dialog.

initCode Reflects if the object initialization was successful.

ownerDialog

The owner dialog of the dialog, if there is one.

pixelCX The width of the dialog in pixels.
pixelCY The height of the dialog in pixels.
sizeX The width of the dialog in dialog units. (Inaccurate.)
sizeY The height of the dialog in dialog units. (Inaccurate.)

Instance Methods

Instance Methods
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Dialog Method Description

addAutoStartMethod Adds a method and its arguments to be started automatically and run
concurrently when the dialog is executed.

addComboEntry Adds a string to the list of a combo box.

addListEntry Adds a string to the specified list box.

addNewAttribute Adds a new attribute (a method) to this dialog.

addNewMethod Adds a new method to this dialog.

addUserMsg Connects an operating system window message with a method in the
Rexx dialog object.

autoDetection Turns automatic data field detection on

backgroundBitmap Sets a bitmap as the dialog's background picture.

backgroundColor Sets the background color of a dialog.

backgroundSysColor Sets the background color of a dialog using one of the system colors.

cancel A default event handler, provided by the ooDialog framework , for the
cancel event.

createBrush Creates a logical brush that has the specified style, color, and pattern.

center Moves the dialog to the screen center.

changeBitmapButton

Changes the bitmaps for an already installed bitmap button and
optionally immediately redraws the button.

changeComboEntry changeComboEntry

changeListEntry changeListEntry

childWindowFromPoint Determines which, if any, of the child windows belonging to this dialog
contains the specified point.

clear Clears the client area of the dialog by painting it with the background
brush.

clearControlRect Clears the client area of the specified dialog control by redrawing the
area with the background brush set to the default background color of a
dialog.

clearRect Clears the specified rectangular within the client area of a window.

clearWindowRect Erases the client area of the given window.

client2screen Converts a point, or points, in client-area coordinates of the dialog to its
screen coordinates.

clientRect Returns a Rect object containing the dimensions of the dialog's client
area in pixels.

clientToScreen Converts client-area coordinates of the dialog to its screen coordinates.

comboAddDirectory Adds all or selected file names in the given directory to the combo box.

comboDrop Deletes all items from the list of the given combo box.

connectActivate Connects the window activation event to a method in the Rexx dialog.

connectAlISBEvents Connects all event natifications from a scroll bar control to a single
method in the Rexx dialog.

connectButtonEvent Connect an event notification from a button control to a method in the

Rexx Dialog
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Dialog Method Description

connectCheckBox Creates a data attribute in the Rexx dialog object and connects it to a
check box control in the underlying dialog.

connectComboBox Creates a data attribute in the Rexx dialog object and connects it to a
combo box control in the underlying dialog.

connectComboBoxEvent | Connects an event notification from a combo box to a method in the

Rexx dialog.

connectCommandEvents

Connects a command event naotification from a dialog control to a
method in the Rexx dialog.

connectDateTimePicker

Creates a data attribute in the Rexx dialog object and connects it to a
date time picker control in the underlying dialog.

connectDateTimePickerEv

e@onnects an event notification form a date time picker to a method in the
Rexx dialog.

connectDraw Connects the draw item event notification to a method in the Rexx
dialog.

connectEachSBEvent Connects each specified event notification from a scroll bar to a separate
method in the Rexx dialog.

connectEdit Creates a data attribute in the Rexx dialog object and connects it to a
edit control in the underlying dialog.

connectEditEvent Connects an event notification from an edit control to a method in the
Rexx dialog.

connectFKeyPress Connects a F Key key press (a F key is typed) with a method in the Rexx
dialog.

connectHelp Connects the Windows Help event to a method in the Rexx dialog.

connectKeyPress Connects a key press (a key is typed) with a method in the Rexx dialog.

connectListBox Creates a data attribute in the Rexx dialog object and connects it to a list

box control in the underlying dialog.

connectListBoxEvent

Connects an event notification from a list box control to a method in the
Rexx dialog.

connectListView

Creates a data attribute in the Rexx dialog object and connects it to a list
view control in the underlying dialog.

connectListViewEvent

Connects an event notification from a list-view control to a method in the
Rexx dialog.

connectMonthCalendar

Creates a data attribute in the Rexx dialog object and connects it to a
month calendar control in the underlying dialog.

connectMonthCalendarEve

pi@onnects an event notification from a month calendar to a method in the
Rexx dialog.

connectMove Connects the move event notification to a method in the Rexx dialog.

connectNotifyEvent Connects a generic event notification from a dialog control to a method
in the Rexx dialog.

connectPosChanged Connects the position has changed event notification to a method in the
Rexx dialog.

connectRadioButton Creates a data attribute in the Rexx dialog object and connects it to a
radio button control in the underlying dialog.

connectResize Connects the size event notification to a method in the Rexx dialog
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Dialog Method Description

connectResizing

Connects the sizing event notification to a method in the Rexx dialog

connectScrollBarEvent

Connects an event notification from a scroll bar control to a method in
the Rexx dialog.

connectSizeMoveEnded | Connects the size / move ended event notification to a method in the
Rexx dialog object.

connectStaticEvent Connects an event notification from a static control to a method in the
Rexx dialog.

connectTab Creates a data attribute in the Rexx dialog object and connects it to a tab
control in the underlying dialog.

connectTabEvent Connects an event naotification from a tab control to a method in the
Rexx dialog.

connectToolTipEvent Connects an event naotification from a tool tip control to a method in the
Rexx dialog.

connectTrackBar Creates a data attribute in the Rexx dialog object and connects it to a
track bar control in the underlying dialog.

connectTrackBarEvent Connects an event notification from a track bar control to a method in the
Rexx dialog.

connectTreeView Creates a data attribute in the Rexx dialog object and connects it to a
tree view control in the underlying dialog.

connectTreeViewEvent Connects an event notification from a tree view control to a method in
the Rexx dialog.

connectUpDown Creates a data attribute in the Rexx dialog object and connects it to a
up-down control in the underlying dialog.

connectUpDownEvent Connects an event natification from an up-down control to a method in
the Rexx dialog.

createBrush Creates a logical brush that has the specified style, color, and pattern.

createFont Returns a handle to a logical font, the implementation is incorrect.

createFontEx Retrieves a handle to a logical font from the system font manager

createPen Creates a logical pen that has the specified style, width, and color.

createToolTip Creates the underlying Windows ToolTip control and returns an
instantiated Rexx ToolTip object.

defListDragHandler Default implementation of a drag and drop handler for a list-view control.

defTreeDragHandler Default implementation of a drag and drop handler for a tree view
control.

deleteComboEntry Deletes a string from the combo box.

deleteFont Deletes a font returned from createFontEx or createFont.

deleteListEntry Deletes an item from a list box.

deleteObject Deletes a graphic object,

determineSBPosition

Calculates and sets the new scroll bar position based on the position
data retrieved from the scroll bar and the step information.

dimBitmap

Draws a bitmap step by step.

disable

Disables the dialog.
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Dialog Method Description

disableControl Disables the dialog control with the specified ID.

disconnectKeyPress Disconnects a method that was previously connected to key press event.

displaceBitmap Sets the position of the bitmap within the client area of a bitmap button.

display Shows or hides the dialog.

digUnit2pixel Takes a dimension expressed in dialog units of this dialog and tranforms
it to a dimension expressed in pixels.

draw Redraws the entire client area of the dialog immediately.

drawAngleArc Draws a partial circle (arc) and a line connecting the start drawing point
with the start of the arc.

drawArc Draws a circle or ellipse withi the given device context using the active
pen.

drawBitmap Draws all, or part of, the bitmap for a bitmap button at the specified
position.

drawButton Draws the specified button.

drawlLine Draws a line within the device context using the active pen.

drawPie Draws and fills a pie of a circle or ellipse within the given device context
using the active brush and pen.

drawPixel Draws a pixel within the device context.

enable Enables the dialog.

enableControl Enables the control with the specified resource id.

endAsyncExecution Used to end the asynchronous execution of a dialog started using the
executedAsync method.

ensureVisible Causes the dialog to reposition itself so that it is entirely on the visible
screen.

execute Creates the underlying dialog, shows it, starts the automatic methods, if
any, and destroys the underlying dialog when the user closes it.

executeAsync Creates the underlying Windows dialog, starts it executing, shows it in
the same way as the execute method does, and returns immediately.

fillDrawing Fills in an outline figure within the device context using the active brush.

findComboEntry Returns the index corresponding to a given text string in the combo box.

findListEntry Returns the index of the specified string within the list box with the
specified ID.

focusControl Sets the input focus to the specified dialog control.

fontColor Sets the font color for a device context.

fontToDC Loads a font into a device context and returns the handle of the previous
font.

foregroundWindow Returns the handle of the window in the foreground.

freeDC Releases a device context.

freeControlDC Releases the device context of a control.

freeWindowDC Releases the device context of a window.

get Returns the window handle of the Windows dialog associated with the
top Rexx dialog instance.
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Dialog Method Description

getArcDirection

Returns the current drawing direction.

getBitmapPosition

Gets the position, as a Point object, of the bitmap in a bitmap button.

getBitmapSizeX

Gets the width in pixels of the bitmap assigned to a bitmap button.

getBitmapSizeY

Gets the height in pixels of the bitmap assigned to a bitmap button.

getBmpDisplacement

Gets the position, as a String object, of the bitmap in a bitmap button.

getCheckBoxData Sets the value of the connected data attribute in the Rexx dialog object
to match the state of the specified check box in the underlying dialog.

getClientRect Returns the dimensions of the dialog's client area.

getComboBoxData Sets the value of the connected data attribute in the Rexx dialog object
to match the state of the specified combo box in the underlying dialog.

getComboEntry Returns the string at the specified index of the combo box.

getComboltems Returns the number of items in the combo box.

getControlData Sets the value of the connected data attribute in the Rexx dialog object
to match the state of the specified dialog control in the underlying dialog.

getControlDC Returns the device context of a dialog control.

getControlHandle Retrieves the window handle of the specified dialog control.

getControllD Returns the numeric resource ID of the control with the specified window
handle.

getControlRect Returns the size and position rectangle of the specified dialog control.

getControlText Gets the text of the specified dialog control

getCurrentCombolndex Returns the index of the currently selected item in the comb box.

getCurrentListindex

Returns the index of the currently selected list box item, or O if no item is
selected.

getData Sets all the Rexx dialog data attribute values to the state of the
underlying, connected, Windows dialog controls.

getDataAttribute Sets a data attribute of the Rexx dialog using the data from a connected
Windows dialog control.

getDataStem Sets the values of the indexes of the specified stem to the state of the
underlying, connected, Windows dialog controls.

getDC Returns the handle to the display device context of a dialog

getEditData Sets the value of the connected data attribute in the Rexx dialog object
to match the state of the specified edit control in the underlying dialog.

getExStyleRaw Retrieves the numeric value of the dialog's extended style flags.

getFocus Returns the window handle of the dialog control that currently has the
input focus.

getFont Returns the font used by the dialog.

getiD Retrieves the identification number of the dialog.

getListBoxData Sets the value of the connected data attribute in the Rexx dialog object
to match the state of the specified list box in the underlying dialog.

getListEntry Returns the string at the specified index of the list box.

getListlitemHeight Returns the height of the items in a list box in dialog units. (Inaccurate)
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getlListltemHeightPx Returns the height of the items in a list box in pixels.

getListitems Returns the number of items in the list box.

getListWidth Returns the scrollable width of a list box in dialog units. (Inaccurate)

getListWidthPx Returns the scrollable width of a list box in pixels.

getMenuBar Returns the menu object attached to the dialog, or .nil if there is no menu
attached.

getPixel Returns the color number of a pixel within the device context.

getPos Returns the position of the dialog in dialog units (nhot accurate.)

getRadioButtonData Sets the value of the connected data attribute in the Rexx dialog object
to match the state of the specified radio button in the underlying dialog.

getRealPos Returns the position of the dialog in pixels as a Point object.

getRealSize Returns the size of the dialog in pixels as a Size object.

getRect Returns the dimesions of the dialog.

getSBPos Returns the current position of a scroll bar control.

getSBRange Returns the range of a scroll bar control.

getSelf Returns the window handle of the dialog.

getSize Returns the size of the dialog in dialog units (not accurate.)

getStyleRaw Retrieves the numeric value of the dialog's style flags.

getText Gets the text of the dialog.

getTextAlign Gets the text alignment setting for the specified device context.

getTextExtent Gets the bounding rectangle, as a Size object for the specified text, if it
were to be drawn in the specified device context.

getTextSizeDIlg Calculates the size needed to display a string in dialog units.

getTextSizeDu Calculates the size needed to display a string in dialog units (preferred
method.)

getTextSizePx Calculates the size needed for a string in pixels (preferred method.)

getTextSizeScreen Calculates the size needed for a string in pixels.

getTextSizeTitleBar Gets the size, width and height, of a string used in the caption bar for the
title.

getWindowDC Returns the device context of a window.

getWindowText Gets the text of the specified window.

hasKeyPressConnection | Queries if a connection to a key press event already exists.

hasMenuBar Tests if the dialog has a menu bar attached.

help A default implementation of the help event handler method provided by
the ooDialog framework.

hide Hides the dialog by marking it invisible and immediately redrawing the
area it occupies.

hideFast Marks the dialog as invisible, no redrawing is done.

hideControl Hides the specified control by marking it invisible and immediately
redrawing the area it occupies.

hideControlFast Marks the specified control as invisible without any redrawing.
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Dialog Method Description

hideWindow Hides a whole dialog window or a dialog control window and forces the
window to repaint.

hideWindowFast Hides a whole dialog window or a dialog control window, but does not
force the window to redraw.

hScrollPos Returns the position of the horizontal scroll bar in the dialog.

initAutoDetection Switches automatic data field detection on or off.

initDialog A method automatically invoked by the ooDialog framework when the
underlying dialog is first created.

installAnimatedButton Installs an animated button and runs it concurrently with the main
activity.

installBitmapButton Connects bitmap(s) and a method with a push button.

insertComboEntry Inserts a string into the list of a combo box.

insertListEntry Inserts a string into the specified list box.

isDialogActive Returns true if the underlying Windows dialog still exists.

isEnabled Tests if the dialog is enabled.

isMaximized Checks if a dialog is currently maximized.

isMinimized Checks if a dialog is currently minimized.

isVisible Tests if the dialog is visible.

leaving A method automatically invoked by the ooDialog framework when the
underlying dialog is being closed.

listAddDirectory Adds all or selected file names of a given directory to the list box.

listDrop Removes all items from the list box.

loadBitmap Loads a bitmap from a file into memory and returns the handle to the
bitmap.

mapWindowPoints Converts, or maps, a set of points from the coordinate space relative to
this dialog to a coordinate space relative to the specified window.

maximize Maximizes the dialog on the screen.

minimize Minimizes the dialog to the taskbar.

move Moves the dialog to the position specified in dialog units (not accurate.)

moveControl Moves a dialog control to another position within the dialog window.

moveTo Moves the dialog to the position specified in pixels.

moveWindow Changes the position, visibility, and Z order of the dialog.

newCheckBox Returns an object of the CheckBox class for the check box control with
the specified resource ID.

newComboBox Returns an object of the ComboBox class for the combo box control with
the specified resource ID.

newDateTimePicker Returns an object of the DateTimePicker class for the date time
picker control with the specified resource ID.

newEdit Returns an object of the Edit class for the edit control with the specified
resource ID.

newGroupBox Returns an object of the GroupBox class for the group box control with
the specified resource ID.
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newListBox Returns an object of the ListBox class for the list box control with the
specified resource ID.

newlListView Returns an object of the ListView class for the list-view control with the
specified resource ID.

newMonthCalendar Returns an object of the MonthCalendar class for the month calendar
control with the specified resource ID.

newProgressBar Returns an object of the ProgressBar class for the progress bar
control with the specified resource ID.

newPushButton Returns an object of the Button class for the push button control with
the specified resource ID.

newRadioButton Returns an object of the RadioButton class for the radio button control
with the specified resource ID.

newScrollBar Returns an object of the ScrollBar class for the scroll bar control with
the specified resource ID.

newsStatic Returns an object of the Static class for the static control with the
specified resource ID.

newTab Returns an object of the Tab class for the tab control with the specified
resource ID.

newToolTip Returns an object of the ToolTip class for the tool tip control with the
specified resource ID.

newTrackBar Returns an object of the TrackBar class for the track bar control with
the specified resource ID.

newTreeView Returns an object of the TreeView class for the tree-view control with
the specified resource ID.

newUpDown Returns an object of the UpDown class for the up-down control with the
specified resource ID.

noAutoDetection Turns automatic data field detection off

objectToDC Loads a graphic object into a device context.

ok A default event handler, provided by the ooDialog framework, for the
cancel event.

opaqueText Sets the text drawing mode in a device context to opaque, (background
is redrawn with the current brush.)

parselncludefile Reads a file and adds any symbol definitions found to the proper
constant directory.

pixel2digUnit Takes a dimension expressed in pixels and transforms it to a dimension
expressed in dialog units of this dialog.

popup Starts a modeless dialog executing and returns immediately.

popupAsChild Assigns a parent dialog, starts a modeless dialog executing, and returns
immediately. The dialog is closed automatically when the parent dialog
ends.

resizeControl Changes the size of a dialog control.

rectangle Draws a rectangle within the given device context.

redraw Redraws the entire dialog window and all its child windows immediately.
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Dialog Method Description

redrawClient Redraws the entire client area of the dialog immediately.

redrawControl Redraws the specified dialog control.

redrawRect Redraws a rectangle within the client area of this dialog, or optionally the
client area of a specified window.

redrawWindow Redraws the specified window.

redrawWindowRect Forces this dialog to completely redraw its client area, or optionally the

client area of a specified window.

removeBitmap

Frees an in-memory bitmap that was loaded through the loadBitmap
method.

resize Resizes the dialog to the size specified in dialog units (not accurate.)

resizeTo Resizes the dialog to the size specified in pixels.

resolveNumericlD Resolves a numeric ID to a symbolic ID, if the symbol exists.

resolveSymboliclD Resolves a, possibly, symbolic ID to its numeric value.

restore Restores a minimized or maximized dialog to its original position.

screenZ2client Converts a point or points in screen coordinates to the client-area
coordinates of the dialog.

screenToClient Converts screen coordinates to the client-area coordinates of the dialog.

scroll Scrolls the contents of the dialog's client area by the amount specified.

scrollBitmapFromTo Scrolls the bitmap within the bitmap button from one position to another.

scrollButton Moves a rectangle within the button and redraws the uncovered area
with the button background color.

scrollinControl Scrolls text in a dialog control using the specified font.

scrollText Scrolls text in the specified window using the specified font.

sendMessage Sends a Windows message to the underlying dialog and returns its
response as a whole number.

sendMessageHandle Sends a Windows message to the underlying dialog and returns its
response as a handle.

sendMessageToControl | Sends a Windows message to a dialog control and returns its response

as a whole number.

sendMessageToControlH

Sends a Windows message to a dialog control and returns its response
as a handle.

sendMessage ToWindow

Sends a Windows message to a window and returns its response as a
whole number.

sendMessage ToWindowH

Sends a Windows message to a window and returns its response as a
handle.

setArcDirection Sets the current drawing direction.

setBitmapPosition Sets the position of the upper left corner of a bitmap within the bitmap
button.

setCheckBoxData Sets the data of a check box control.

setComboBoxData Sets the data of a combo box control.

setControlColor Sets the background color, and optionally the text color, for the specified

dialog control.
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setControlData Sets the data of a dialog control.

setControlFont Changes the font for specified dialog control.

setControlSysColor Sets the background color, and optionally the text color, for the specified
dialog control using the system colors.

setControlText Sets the text for the specified dialog control

setCurrentCombolndex Selects the item with the specified index within the combo box list. If

called without an index, all items in the combo box list are deselected.

setCurrentListindex

Selects the item with the specified index in the list box. If called without
an index, all items in the list box are deselected.

setData Sets the state of all underlying, connected, dialog controls to the values
of the matching dialog object data attributes.

setDataAttribute Sets the state of a dialog control using the value of a data attribute of the
Rexx dialog.

setDataStem Sets the data, (the state,) of a number of Windows dialog controls to the
values specified by a stem.

setDlgFont Sets the font that to be used for the underlying Windows dialog, when it
is created.

setEditData Sets the data of an edit control.

setFocus sets the input focus to a dialog control specified by hwnd and returns the
window handle of the control that previously had the focus.

setFocusToWindow Moves the input focus to another top-level window or dialog.

setFont Sets a new font to be used by the dialog.

setForegroundWindow Brings the specified window to the foregrouond.

setGroup Adds or removes the group style for the control specified.

setHScrollPos Sets the thumb position of the horizontal scroll bar contained in the

dialog.

setListBoxData

Sets the data of the underlying list box to the value specified.

setListColumnWidth Sets the width of all columns in a list box in dialog units. (Inaccurate)
setListColumnWidthPx Sets the width of all columns in a list box in pixels.

setListitemHeight Sets the height for all items in a list box in dialog units. (Inaccurate)
setListitemHeightPx Sets the height for all items in a list box in dialog units.

setListWidth Sets the scrollable width of a list box in dialog units. (Inaccurate)
setListWidthPx Sets the scrollable width of a list box in pixels.

setListTabulators

Sets the tabulators for a list box.

setRadioButtonData Sets the data of a radio button control.

setRect Moves and / or resizes the dialog.

setSBPos Sets the current position of a scroll bar control.

setSBRange Sets the range of a scroll bar control.

setStyleRaw Sets the value of the dialog's style flags using the numeric value
specified.

setTabStop Add or remove the tab stop style for the specified control.
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Dialog Method Description

setText Sets the text, the caption, of the dialog.

setTextAlign Sets the text alignment option for the specified device context.

setTitle Sets the text of the dialog.

setVScrollPos Sets the thumb position of the vertical scroll bar contained in the dialog.

setWindowPos Changes the size, position, visibility, and Z order of the dialog.

setWindowRect Sets new coordinates for the specified window.

setWindowText Sets the text for the specified window.

show Sets the dialog window's show state.

showControl Makes the specified dialog control reappear on the screen.

showControlFast Shows a dialog control without redrawing its area.

showFast Marks the dialog as visible.

showWindow Shows the window or dialog control again.

showWindowfFast Marks the specified window as visible but does not force it to redraw.

sizeWindow Changes the size, visibility, and Z order of the dialog.

tabToNext Sets the focus to the next tab stop dialog control in the dialog and
returns the window handle of the dialog control that currently has the
focus.

tabToPrevious Sets the focus to the previous tab stop dialog control in the dialog and
returns the window handle of the dialog control that currently has the
focus.

tiledBackgroundBitmap Sets a bitmap as the dialog's background brush.

title Gets the text of the dialog.

title= Sets the text of the dialog.

toTheTop Makes the dialog the topmost dialog.

transparentText Sets the text drawing mode in a device context to transparent,
(background is not changed.)

update Invalidates the entire client area of the dialog.

updateWindow Updates the client area of this window by sending a paint message to
the window, if the window's update region is not empty.

validate A method meant to be over-ridden. Its purpose is to validate the user's
input and decide whether or not to allow the dialog to close.

vScrollPos Returns the position of the vertical scroll bar in the dialog.

windowRect Returns a Rect object containing the dimensions of the dialog in pixels.

write Writes text in a dialog using the given font, style, and color at the
position specified.

writeDirect Writes text in a dialog at the position specified using a device context.

writeToWindow Writes text to the dialog or dialog control, specified by its window handle,
in the given font at the specified position.

writeToControl Writes text to the dialog control, specified by its resource ID, in the given
font at the specified position.
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3.2. Constant Methods

The dialog object provides a number of constant values through the use of the : : constant directive.
The constants are listed and documented in this section.

Recall that the constant methods defined by the : : constant directive are both class and instance
methods of the class they are defined in. The constants listed here are defined in the PlainBaseDialog
class. Therefore to access the constant value, the programmer uses either the PlainBaseDialog
class object, or an instantiated dialog object. An example using the class object and the IDOK
constant:

dlg .SimpleDialog~new( , "simple.h")
ret = dlg~execute("SHOWTOP", IDI_DLG_OOREXX)
if ret == .PlainBaseDialog~IDOK then do
-- The user closed the dialog with Ok, do some processing ...
end
else do
-- The user closed the dialog with cancel ...
end

In the above example, the dialog object itself could have been used, and is probably easier to type:

dlg = .SimpleDialog~new( , "simple.h")

ret = dlg~execute("SHOWTOP", IDI_DLG_OOREXX)
if ret == dlg~IDOK then do
-- The user closed the dialog with Ok, do some processing ...
end
else do
-- The user closed the dialog with cancel ...
end

One last example using the dialog object with the SIZE_MAXIMIZED constant:

::method onResize unguarded
expose u sizing minMaximized lastSizeInfo
use arg sizingType, sizeinfo

-- Save the size information so we know the final size of the dialog.
lastSizeInfo = sizelInfo

if sizingType == self~SIZE_MAXIMIZED | sizingType == self~SIZE_MINIMIZED then do
minMaximized = .true
if sizingType == self~SIZE_MAXIMIZED then do
u~resize(self, sizeinfo)
self~redrawClient(.true)
end
end

69



Chapter 3. The Dialog Object

else if sizingType == self~SIZE_RESTORED, minMaximized then do

minMaximized =

.false

u~resize(self, sizeinfo)
self~redrawClient(.true)

end
else do

-- We are resizing now.

sizing = .true

end

The constants provided by the dialog object are listed in the table below:

Table 3.2. Dialog Object Constant Reference

Constant Symbol Description

IDOK Microsoft defined resource ID, often used for an Ok button. (Value == 1).

IDCANCEL Microsoft defined resource ID, often used for a Cancel button. (Value ==
2).

IDABORT Microsoft defined resource 1D, often used for an Abort button. (Value == 3).

IDRETRY Microsoft defined resource ID, often used for a Retry button. (Value == 4).

IDIGNORE Microsoft defined resource ID, often used for an Ignore button. (Value ==
5).

IDYES Microsoft defined resource 1D, often used for a Yes button. (Value == 6).

IDNO Microsoft defined resource ID, often used for a No button. (Value == 7).

IDCLOSE Microsoft defined resource ID, often used for a Close button. (Value == 8).

IDHELP Microsoft defined resource ID, often used for a Help button. (Value == 9).

IDTRYAGAIN Microsoft defined resource 1D, often used for a Try Again button. (Value ==
10).

IDCONTINUE Microsoft defined resource ID, often used for a Continue button. (Value ==
11).

IDTIMEOUT Microsoft defined resource ID. (Value == 32000).

SIZE_RESTORED Used by the OS in a RESIZE event to indicate the window size was
restored (Value == 0).

SIZE_MINIMIZED Used by the OS in a RESIZE event to indicate the window was minimized
(Value ==1).

SIZE_MAXIMIZED Used by the OS in a RESIZE event to indicate the window was maximized
(Value == 2).

SIZE_ MAXSHOW Used by the OS in a RESIZE event. Sent to all pop-up windows when
some other window has been restored to its former size. (Value == 3).

3.3. Class Methods

3.3.1. getFontName (Class method)
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>>--getFontName----------------~--~---—----_-_ - ><

Returns the current default dialog font name. The default dialog font is used whenever a dialog
template, used in a dynamically defined dialog, does not specify a font.

Arguments:
There are no arguments.

Return value:
This method returns the current default font family name. For instance, MS Shell Dlg.

Example:
The following example temporarily changes the default font to run the accounting program. The
accounting program uses a large number of dynamically defined dialogs. It does not specify the
dialog font for any of the dialogs. Before starting the program, the default font is changed to 10 pt
Tahoma. Then, all the dialogs created while the accounting program is executing will be created
using 10 pt Tahoma. When the accounting program is done, the old default is restored.

oldName = .PlainBaseDialog~getFontName
oldSize = .PlainBaseDialog~getFontSize
.PlainBaseDialog~setDefaultFont("Tahoma", 10)

ret = excuteAccounting("Daily")

.PlainBaseDialog~setDefaultFont(oldName, oldSize)

3.3.2. getFontSize (Class method)

>>--getFontSize-----------mmmme oo ><

Returns the current default dialog font size. The default dialog font is used whenever a dialog
template, used in a dynamically defined dialog, does not specify a font.

Arguments:
There are no arguments.

Return value:
This method returns the current default font size. For instance, 8.

Example:
See the previous getFontName example.

3.3.3. new (Class method)
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+-library-+ +-,--dlgbata.-+ +-,--hFile-+

Although the dialog object is an abstract class that the programmer will not instantiate directly, the
programmer should understand the arguments of the dialog object's new() method. Recall that in

ooRexx, when a new object is instantiated, the new method invokes the init() method of the object,
using the arguments sent to the new() method. So, the arguments of the new method are also the

arguments of the init method.

Arguments:

The arguments are:

library [optional]
The name of the file containing the dialog template. Subclasses that do not use a file
containing the dialog template, such as the UserDialog, pass an empty string for this
argument.

id [required]
The resource ID of the dialog within the resource file. This may be numeric or symbolic.

digData. [optional]
A dialog data stem variable (don't forget the trailing period) that contains data used to initialize
the underlying dialog's controls. This is part of the automatic data detection feature. When
initAutoDetection data detection is off, using this argument does nothing.

Each index of the data stem should be the resource ID of one of the dialog's controls. The
value at that index is used to set the state of the corresponding, connected, dialog control
when the underlying dialog is created. If the stem does not contain an index for a connected
dialog control, then the state of that control is set to the empty string. The ooDialog framework
keeps track of the data stem argument when it is used. If a data stem argument is used, when
the dialog is closed with the ok command, the data of each connected dialog control is copied
to the stem at the index corresponding to the dialog control's resource ID.

Note: when the argument is used the behavior of automatic data detection is changed in this
way. When the underlying dialog is created, the data stem only is used to set the state of

the dialog controls. The values of the data attributes are ignored. However, when the dialog
closes with the ok command, the values of both the data attributes and the data stem indexes
are updated.

hFile [optional]
A file, (often called a header file,) defining symbolic IDs for resources. The symbolic IDs
defined within the file will be added to the constDir directory.

Details:

The dialog object is abstract, the programmer can not directly instantiate a workable dialog object.
Rather, the programmer instantiates one of the concrete subclasses. Such as a subclass of a
RcDialog or a ResDialog.

Example:

The following example shows how a header file, symbolic IDs, and the data stem can be used in
instantiating a new object that is a subclass of the ResDialog. Assume resources.his afile in
the same directory as the program file and contains the following:
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/* resources.h */
#define IDD_BUILD_DLG 100
#define IDC_EDITFIELD_INCLUDE 110
#define IDC_COMBOBOX_PROJECT 120

#define IDC_RADIO_DEBUG 130
#define IDC_RADIO_RELEASE 131
#define IDC_CHECKBOX_CLEAN 140
#define IDI_DLG_ICON 514

The dialog (a fictitious build dialog) will have an edit control, a combo box, two radio buttons,
and a check box. The dlgbata. stem will be used to initialize the state of the controls using the
symbolic IDs defined in the header file.

/* BuildDlg.rex */
DlgbData.IDC_EDITFIELD_INCLUDE = "C:\sdk\include"
Dlgbata.IDC_COMBOBOX_PROJECT = "Calculator"
DlgData.IDC_RADIO_DEBUG = 0
DlgData.IDC_RADIO_RELEASE = 1
DlgData.IDC_CHECKBOX_CLEAN = 0

dlg = .BuildDialog~new("dlg.dll", IDD_BUILD_DLG, DlgData., "resources.h")
if dlg~initCode <> © then do

say "Error starting dialog. initCode:" dlg~initCode

return dlg~initCode
end

dlg~execute("NORMAL", IDI_DLG_ICON)

At this point the dialog is shown, the edit control will contain "C:\sdk\include", the combo box will
have the Calculator project selected, the release radio button will be checked, (the debug radio
button will not be checked,) and the clean check box will not be checked.

The user interacts with the dialog and selects ok to close it. Now the state of the dialog when it
was closed can be determined by checking the dlgbata. stem values.

if DlgData.IDC_CHECKBOX_CLEAN == 1 then doClean()

includePath = DlgData.IDC_EDITFIELD_INCLUDE
if DlgData.IDC_RADIO_RELEASE == 1 then
success = doReleaseBuild(includePath)
else
success = doDebugBuild(includePath)

return success
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3.3.4. setDefaultFont (Class method)

>>--setDefaultFont(--fontName--, --fontSize--)----><

This method changes the default dialog font used for all dialogs. The default dialog font is used
whenever a dynamically defined dialog template does not specify a font. Since it is very unusual for a
resource script to not specify a font, this mostly effects the UserDialog classes. Binary compiled dialog
templates, subclasses of the ResDialog class, can not be changed, so the default dialog font has no
meaning for a ResDialog.

Currently the default font is MS Shell D1g with a size of 8. MS Shell DIg is not a true font name, but
rather a pseudo name that signals the operating system to use a standard font for the specific version
of Windows. In other words, on Windows 2000, MS Shell DIg will cause the operating system to use
the standard font for dialogs on Windows 2000. On XP, the operating system will use the standard XP
dialog font. (The two fonts are different.) By using this font for the default, ooDialog produces dialogs
that match what is most common on the current operating system.

Of course, when the ooDialog programmer specifies a font in either the create() or the createCenter()
methods then the default font is ignored. Once the default font is changed in a process then all
dynamic dialogs, that don't specify a font, that are created afterwards will use the new default font.

The actual font used by a dialog directly effects the value of a dialog unit.

Arguments:
The arguments are:
fontName
The family name to use for the default font, for example Tahoma.

fontSize
The size of the font, for example, 10.

Return value:
This method does not return a value.

Example:
This example shows a change to the oostddlg.rex sample program. The default font is changed to
Tahoma pt 10. This causes all the Standard Dialogs to be created using this font.

/* __________________________________________________________________________ */
/* */
/* oodialog\samples\oostddlg.rex Standard Dialog demonstration */
/* */
/* __________________________________________________________________________ */

.PlainBaseDialog~setDefaultFont("Tahoma", 10)
say
say 'Starting standard dialog demonstration...'
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3.4. Attribute Methods

This section describes the attributes of the dialog object.

3.4.1. autoDetect (Attribute)

>>--autoDetect---- - - m e ><

>>--autoDetect = onOff-------------------~-------- ><

Reflects whether automatic data field detection is on or off.

autoDetect get:

When autoDetect is . true automatic data field detection is on. When . false, automatic

detection is off.

autoDetect set:

Set autoDetect to . true or . false to automatic detection on or off. A syntax condition is raised if

the programmer attempts to set the attribut to any other value.

Remarks:

Although the programmer can access the autoDetect attribute directly, it will not be of much use.
The initAutoDetection method should be over-ridden to turn automatic data field detection on or

off.

3.4.2. constDir (Attribute)

ResourceUtils::constDir

>>--constDir------------------o oo ><

>>--constDir[symbol] = numericValue-------------- ><

3.4.3. digHandle (Attribute)

>>--dlgHandle----------------"“"---“------_--- ><

>>--dlgHandle = varName-------------------------- ><

Reflects the window handle of the underlying dialog this Rexx dialog represents.
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digHandle get:
The digHandle is used to retrieve the window handle of this dialog for use in methods that required
a handle.

digHandle set:
The ooDialog programmer can not set the digHandle attribute. It is set to the correct value by the
ooDialog framework.

Remarks:
Dialog objects also have the hwnd attribute which is inherited from the WindowsBase class. The
two attributes are essentially the same and can be used by the programmer interchangeably.

Example:
This example uses the window handle of the dialog to invoke the clearWindowRect method:

self~clearWindowRect(self~dlgHandle)

3.4.4. digID (Attribute)

b s i Ko ) ><

>>--d1gID = Ad-----cmmmm e e eeeeeeoiioooo ><

The dlgID attribute reflects a whole number value that can be used to identify this dialog. This is
similar to the resource /D of operating system resources, but it is for the use of the Rexx programmer
and the ooDialog framework.

digID get:
Returns the dialog ID number of this dialog. This may be -1 if the dialog ID was not set. Otherwise,
it will always be a non-zero positive whole number

digID set:
The dlgID can be set at any time by the programmer to a non-zero positive whole number. A
symbolic 1D can be used as long as the ooDialog framework can resolve it to a valid ID number.
Any other value will not be accepted.

Remarks:
By default, the ooDialog framework will set the dlgID attribute to the value of the resource ID of a
ResDialog or RcDialog subclass during the initialization of a dialog object. Otherwise, the dig/D will
be set to -1. -1 signals that the ID has not been set.

The primary purpose of the dig/D attribute is to give the programmer a way to identify specific
dialogs to the ooDialog framework. See for instance the pagedTab method.

The programmer is free to use this attribute for her own purposes, with the caveat that the purpose
should not interfere with its use in the few methods that do rely on the dlg/iD. These methods are
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clearly marked so that there is no way the programmer can unknowingly interfere with the ID's
use.

Although the dlgID gets set to the resource ID of a ResDialog or RcDialog subclass by default,
changing the dlg/D will not change the resource ID used to identify the dialog to the operating
system.

Note: For ResDialog and RcDialog subclasses, if symbolic IDs are used to specify the
resource ID in the ResDialog method, the dlg/D attribute will only be set to the correct value if the
ooDialog framework can resolve the symbolic ID during the new method. If the symbolic ID can
not be resolved, the ID will be set to -1.

Take this example:

dlg = .SimpleResDlg~new("simple.d1l1l", IDD_SIMPLE_DLG)
.application~useGlobalConstDir('0', 'simple.h')
say 'Dialog ID:' dlg~dlgID
dlg~execute("SHOWTOP", IDI_DLG_OOREXX)
/* Output will be: */

Dialog ID: -1

The dlgID is -1 because during the new method, the symbolic ID, IDD_SIMPLE_DLG, could not
be resolved. The program works fine and the dialog is shown as expected because during the
execute method, the ooDialog framework is able to resolve the symbolic ID correctly and pass its
numeric value on to the operating system. Contrast the above example with the following:

dlg = .SimpleResDlg~new('"simple.d1l1l", IDD_SIMPLE DLG)
.application~useGlobalConstDir('0', 'simple.h')
say 'Dialog ID:' dlg~dlgID

say 'Setting the dialog ID attribute.'
dlg~dlgID = IDD_SIMPLE_DLG

say 'Dialog ID:' dlg~dlgID
dlg~execute("SHOWTOP", IDI_DLG_OOREXX)
/* Output will be: */
Dialog ID: -1

Setting the dialog ID attribute.
Dialog ID: 101

Details
Raises syntax errors when incorrect usage is detected.
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3.4.5. factorX (Attribute)

wWindowBase: : factorX

>>--factorX-------------- o ><

>>--factorX = ratio------------------~-~----------- ><

3.4.6. factorY (Attribute)

wWindowBase: : factorY

>>--factorY------------ e ><

>>--factorY = ratio-----------mmmmme oo ><

3.4.7. fontName (Attribute)

>>--fontName----------------~----- -~ ><

>>--fontName = namevVar-------------------oooo-n ><

Prior to the creation of the underlying Windows dialog, the font name attribute specifies the name of
the font that will be used to create the dialog. This font is used in a UserDialog when the font is not
specified in the create() or the createCenter() methods, or in a RcDialog where the font is not specified
in the resource script file. With a binary compiled dialog resource, subclasses of the ResDialog class,
the font has already been specified when the dialog template was compiled and can not be changed.
Therefore the font name attribute has no effect on a ResDialog prior to the execution of the dialog.

After the creation of the dialog, the attribute always reflects the font name that was actually used the
underlying dialog was created. The public setDIgFont method can be used to set both the font name
and font size attributes at the same time.

fontName get:[public]
Returns the name of the font as a string.

fontName set:[private]
Sets the font name to that specified. The name must be less than 256 characters long.

Remarks:
In order to accurately calculate dialog unit in methods such as getTextSizeDu(), it is important
that the fontName and fontSize attributes match the actual font that the dialog will use. Therefore,
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whenever dialog unit calculations are going to be made before the underlying dialog is created, it
is important to set these attributes to match the font that will be used in the dialog. This must be
done before the dialog unit calculations.

Note that the font name and font size attributes are set in the super class init() method to the value
of the setDefaultFont dialog font. Therefore, to have any effect, setting the font name attribute has
to be done after the super class init() is finished.

Details:
The fontName attribute is a member of the PlainBaseDialog class.

Syntax errors are raised when incorrect usage is detected.

Example:
This example is a portion of the code used to to create a message box dialog using a variable font.
The calcSizes() method is not shown, but in that method the size and position of the controls, and
the overall size of the dialog, are calculated in relation to the size needed for the message.

fontName = "Tahoma"

fontSize = 20

message = "Drive z: is a network drive and is not accesible."
title = "Disk Drive Error"

dlg = .MessageBox~new( , , message, title, fontName, fontSize)

if dlg~initCode = 0 then do
dlg~execute("SHOWTOP", 14)
end

return 0
-- End of entry point.

rirequires "ooDialog.cls"
::class 'MessageBox' subclass UserDialog

::method init
expose cx cy message title fontName fontSize

a = .array~new(2)
if arg(1, 'E') then a[1] = arg(1)
if arg(2, 'E') then a[2] = arg(2)

message = arg(3)

title = arg(4)

if arg(5, 'E') then do
fontName = arg(5)
fontSize = arg(6)

end

forward class (super) arguments (a) continue
if self~initCode <> © then return

if arg(5, 'E') then do
self~fontName = fontName
self~fontSize = fontSize
end

self~calcSizes()
self~createCenter(cx, cy, title)
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3.4.8. fontSize (Attribute)

>>--fontSize-------------oomee oo ><

>>--fontSize = sizevVar------------------------~--- ><

The fontSize attribute is the counterpart to the fontName attribute. The description and remarks for the
fontName attribute apply equally well to the fontSize attribute.

fontSize get:[public]
Returns the point size of the font.

fontSize set:[private]

Sets the point size of the font name to the non-negative number specified. Although 0 is accepted,
setting the point size to 0 is not advised.

Remarks:
See the remarks for the fontName attribute.

Details:
The fontSize attribute is a member of the PlainBaseDialog class.

Syntax errors are raised when incorrect usage is detected.

Example:
See the fontName example/>, which also uses the fontSize attribute.

3.4.9. hwnd (Attribute)

windowBase: : hwnd

SPoo[ifijccccccocococccococcoocococcooccoocoococooocoos ><

3.4.10. initCode (Attribute)

wWindowBase: :initCode

>>--initCode------------------ oo ><

>>--jinitCode = code--------------~-~-~-~-~ -~~~ -~~~ -~ - ><
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3.4.11. ownerDialog (Attribute)

>>--ownerDialog-------------mmi oo ><

>>--ownerDialog = rexxDlg------------------------ ><

The ownerDialog attribute reflects the dialog that owns this dialog. An owner window and the windows
it owns is a Windows operating system concept. The operating system places several constraints on
owned windows. See the remarks section for a more detailed discussion of the owner window.

In the ooDialog framework, all Control dialogs must have an owner dialog. Dialogs like the
PropertySheetDialog can not have an owner dialog. For the most part other dialogs would not have an
owner dialog.

ownerDialog get:
Returns the Rexx owner dialog of this dialog, or .nil if this dialog does not have an owner dialog.

ownerDialog set:
Sets the Rexx owner dialog for this dialog. There are a number of constraints imposed on setting
the owner dialog. The owner dialog can not be a ControlDialog, a PropertySheetDialog, or a
PropertySheetPage dialog.

Once set, the owner dialog can not be changed or removed. The owner dialog can not be set once
the underlying dialog for this dialog has been created and when this owned dialog is executed, the
underlying owner dialog must have already been created.

Remarks:
Owned windows have a number of features that are imposed by the operating system. An owned
window is always above its owner. This means that when the user brings the owner window
to the foreground to work with it, the owned window is always completely visible. The system
automatically closes an owned window when its owner window is closed. When the owner window
is minimized, the owned window is hidden by the system. The system does not show owned
windows on the task bar or in the alt-tab window dialog.

The operating system constraints can make owned windows useful for certain applications. A tool
palette immediately comes to mind. Another application might be a form window, which would
allow the user to refer back to the main window while filling out the form without losing the form
under other windows on the desktop.

Details:
Raises syntax errors when incorrect usage in setting the attribute is detected.

Example:
This example is from an application that creates a tool palette. The tool palette dialog is owned by
the main dialog. A tool palette is an ideal use of an owner dialog. The operating system ensures
that the tool palette is always visible when the owner dialog is visible, and always on top of it.
When the owner dialog is closed or hidden the operating system closes or hides the tool palette.
The code below shows the proper sequence of assigning the owner and executing the dialogs:
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.application~useGlobalConstDir ("0", "resources\useTools.h")
dlg = .MainDialog~new

dlgTool = .ToolPaletteDlg~new
dlgTool~ownerDialog = dlg

-- Start the main dialog asynchronously so we continue and then can start the
-- tool palette.

dlg~executeAsync('"SHOWTOP", IDI_DLG_OOREXX)

-- Start the tool palette now. It can not be started until its owner dialog
-- has been started.

dlgTool~popup("SHOWTOP")

dlg~endAsyncExecution

3.4.12. pixelCX (Attribute)

WindowBase: :pixelCX

>>--piXelCX------- - - - - - - ><

3.4.13. pixelCY (Attribute)

WindowBase: :pixelCY

>3 DXL CY - === ><

3.4.14. sizeX (Attribute)

wWindowBase: :sizeX

>>--8izZ@X------s i ><

>>--sizeX = dialogUnits-------------------~-~-~-~---- ><

3.4.15. sizeY (Attribute)

WindowBase: :sizeY

>>--83Z@Y--- oo - oo ><

>>--sizeY = dialogUnits-------------------------- ><
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3.5. Basic Window Methods

Recall that in the Windows graphical user interface, everything is a window. The WindowsBase class
is a mixin class that contains methods common to all windows. Since a dialog is a window, it inherits
the WindowBase class. This section lists all the basic window methods for the dialog object.

3.5.1. childWindowFromPoint

wWindowBase: :childwWindowFromPoint

>>--childwindowFromPoint(--point--+---------- L R e ><
+-,-flags--+

3.5.2. clear

windowBase: :clear

S>--Clear--------m e e ><

3.5.3. client2screen

WindowBase: :client2screen

>>--client2screen(--pointOrRect--)--------------- ><

3.5.4. clientRect

WindowBase: :clientRect

>>--clientRect(--+-------- B R e T ><
+--hwnd--+

3.5.5. clientToScreen

WindowBase: :clientToScreen
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>>--clientToScreen(--x

3.5.6. disable

wWindowBass: :disable

>>--disable

3.5.7. display

windowBase: :display

3.5.8. draw

wWindowBase: :draw

3.5.9. enable

WindowBase: :enable

3.5.10. foregroundWindow

WindowBase: : foregroundwindow

>>- -foregroundwindow

3.5.11. getClientRect
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windowBase: :getClientRect

>>--getClientRect(--+------ ) ><
+-hwnd-+

3.5.12. getExStyleRaw

WindowBase: :getExStyleRaw

>>--getExStyleRaw-------------------------------- ><

3.5.13. getID

WindowBase: :getID

>>--getID------------cmmemmeeoceeeoeoeoeoooo ><

3.5.14. getPos

WindowBase: :getPos

(] € 0 S S e L LEEEEEEE ><

3.5.15. getRealPos

WindowBase: :getSize

>>--getRealPOS------------m oo ><

3.5.16. getRealSize

WindowBase: :getRealSize

>>--getRealSize--------------------------------_- ><
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3.5.17. getRect

WindowBase: :getRect

>>--getRECE -~ --- - ><

3.5.18. getSize

WindowBase: :getSize

>>--getSize - oo ><

3.5.19. getStyleRaw

WindowBase: :getStyleRaw

>>--getStyleRaw---------------------------------- ><

3.5.20. getText

WindowBase: :getText

SPe GEETENEecoossossssosonosooossnsonooasoosnooe ><

3.5.21. getTextSizePx

WindowBase: :getTextSizePx

>>--getTextSizePx(-text--)----------------------- ><

3.5.22. getTextSizeScreen

WindowBase: :getTextSizeScreen

>>--getTextSizeScreen(-text--+--------- e B R +-)----><
+-,-type--+ +-,-fontSrc--+ +-,-fontSize--+
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3.5.23. hide

windowBase: :hide

3.5.24. hideFast

WindowBase: :hideFast

>>--hideFast-------------mmm oo ><

3.5.25. isEnabled

wWindowBase: :isEnabled

>>--isEnabled------------------"----------___-- ><

3.5.26. isVisible

windowBase::isVisible

>>--isVisible---------mmi oo ><

3.5.27. mapWindowPoints

WindowBase: :mapWindowPoints

>>--mapWindowPoints(--hwndTo--, --points--)------- ><

3.5.28. move

WindowBase: :move
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>>--move(--XP0OS--,--yPOS--+------------- +--)----- ><
+-, -showOpts--+

3.5.29. moveTo

wWindowBase: :moveTo

Form 1:

>>--moveTo(--point--+-------------- t--)---m- - ><
+--, -showOpts--+

Form 2:

>>--moveTo(--X, --y--+----nmommmmm oo R e ><

+--,-showOpts--+
Generic form:

>>--moveTo(--newPosS--+-------------- +o-)---mem - ><
+--, -showOpts--+

3.5.30. moveWindow

WindowBase: :movelWindow

Form 1:

>>--moveWindow( - -hwndBehind--, --point--+-------------- +--)
+--, -showOpts--+

Form 2:

>>--moveWindow( - -hwndBehind--, --X, --y--+-------------- +--1)

+--, -showOpts--+
Generic form:

>>--moveWindow( - -hwndBehind--, - -newPoS--+-------------- +--
+--, -showOpts--+

3.5.31. redraw

wWindowBase: :redraw

S>--redraw------------ - - - oo ><

3.5.32. redrawClient
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wWindowBase: :redrawClient

>>--redrawClient(--+------------ L ><
+--eraseBkg--+

3.5.33. resize

windowBase::resize

+-, -showOpts--+

>>--resize(--width--,--height--+------------- L

3.5.34. resizeTo

windowBase::resizeTo

Form 1:
>>--resizeTo(--Size--)---------------"------------ ><
Form 2:
>>--resizeTo(--CX, --Cy--)------------------------ ><

Generic form:

>>--resizeTo(--newSize--)------------------------ ><

3.5.35. screen2client

WindowBase: :screen2client

>>--screen2client(--pointOrRect--)--------------- ><

3.5.36. screenToClient

windowBase: :screenToClient

>>--screenToClient(--x--,--y--)------------------ ><

89



Chapter 3. The Dialog Object

3.5.37. sendMessage

WindowBase: :sendMessage

>>--sendMessage(--id--, --msg--, --wParam--, --1Param--)----------- ><

3.5.38. sendMessageHandle

WindowBase: :sendMessageHandle

>>--sendMessageHandle(--id--, --msg--, --wParam--, --1Param--)----- ><

3.5.39. setRect

windowBase: :setRect

Form 1:
>>--setRect(--rectangle--+------------ +--)------- ><
+-, -showOpts-+
Form 2:
>>--setRect(--point--,--size--+------------ ) e e e ><
+-, -showOpts-+
Form 3:
>>--setRect(--X-,--y-,--CX-,--CYy--+------------ LR e Lt ><

+-, -showOpts-+
Generic form:

>>--setRect(--ptSizeRectangle--+------------ Fo- )i ><
+-, -showOpts-+

3.5.40. setStyleRaw

wWindowBase: :setStyleRaw

>>--setStyleRaw(--value--)----------------------- ><
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3.5.41. setText

windowBase: :setText

>>--setText(--newText--)------------------------- ><

3.5.42. setTitle

windowBase: :setTitle

>>--setTitle(--newText--)-----------cmooommmon ><

3.5.43. setWindowPos

WindowBase: : setWindowPos

Form 1:
>>--setWindowPos( - -hwndBehind- -, --rectangle--+------------ ) e e ><
+-, -showOpts-+
Form 2:
>>--setWindowPos( - -hwndBehind- -, --point--, --size--+------------ LR EEEE T ><
+-, -showOpts-+
Form 3:
>>- -setWindowPos( - -hwndBehind--, --x-, --y-, --CX-, --Cy--+------------ +o-)--mm-- - ><

Generic form:

>>- -setWindowPos( - -hwndBehind- -, - -ptSizeRectangle--+------------ S ><
+-, -showOpts-+

3.5.44. showFast

windowBase: :showFast

>>--showFast-----------mmm oo ><
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3.5.45. sizeWindow

WindowBase: :sizelWindow

Form 1:

>>--sizeWindow( - -hwndBehind--, --size--+-------------- +--)
+--, -showOpts--+

Form 2:

>>--sizeWindow( - -hwndBehind--, --cX, --Cy--+-------------- +

+--, -showOpts--+
Generic form:

>>--sizeWindow( - -hwndBehind--, --newSize--+-------------- +
+--,-showOpts--+

3.5.46. title

WindowBase: :title

>>--title----------- - ><

3.5.47. title=

wWindowBase::title=

>>--title=newText-------------------------- ><

3.5.48. update

WindowBase: :update

>>--update-------------------- - ><

3.5.49. updateWindow

wWindowBase: :updateWindow

>>- -updateWindow--------------------------------- ><

------- ><
--)----><
--)----><
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3.5.50. windowRect

windowBase: :windowRect

>>--windowRect(--+-------- e R e ><
+--hwnd--+

3.6. Extended Window Methods

The methods implemented by WindowsExtensions class are listed in this section. The class name,
WindowExtensions would seem to imply that the methods were common to all windows. However, the
methods of this class are really just extensions to the original ooDialog framework, and many of the
methods are not window specific methods.

3.6.1. createBrush

WindowExtensions: :createBrush

>>--createBrush(--+--------- R LR L LT T D e L LR T TR ><
+--color--+ +-,-brushSpecifier-+

3.6.2. createFont

wWindowExtensions: :createFont

>>--createFont(--+---------- Fodommem e e eeeaa Fotommeaa - E T +--)----><
+-fontName-+ +-,-fontSize-+ +-,-style-+ +-,-fontWidth-+

3.6.3. createFontEx

windowExtensions: :createFontEx

>>--createFontEx(--fontName-+-------------- e e ) R ><
+-,-pointSize--+ +-,-additional--+

3.6.4. createPen
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windowExtensions: :createPen

>>--createPen(--+------- B R B R R e e ><
+-width-+ +-,-style--+ +-,-color--+

3.6.5. deleteFont

windowExtensions: :deleteFont

>>--deleteFont(--hFont--)----------------o ><

3.6.6. deleteObject

windowExtensions: :deleteObject

>>--deleteObject(--obj--)-------------"--------------- ><

3.6.7. drawAngleArc

WindowExtensions: :drawAngleArc

>>--drawAngleArc(-dc-, -xs-, -ys-, -x-, -y-, -radius-, -startangle-, -sweepangle-)----><

3.6.8. drawArc

windowExtensions: :drawArc
>>--drawArc(--dc-, -X-, -y-, -X2-, -y2--4------- B B B +--)

-, -rAX-+  +-,-rly-+ +-,-r2x-+ +-,-r2y-+

3.6.9. drawLine

windowExtensions: :drawlLine

>>--drawLine(--dc--, --+-------+-- --d-------4-- --tOX--,--toY--)-><
+-fromX-+ +-fromy-+

---><

94



drawPie

3.6.10. drawPie

windowExtensions: :drawPie

4o, -rIX-+ +-,-rly-+ +-,-r2x-+ +-,-r2y-+

>>--drawPie(--dc-, -X-,-y-, -X2-,-y2--+------- LT TEE T LT TEE T LT TEE T +--)---><

3.6.11. drawPixel

windowExtensions: :drawPixel

>>--drawPixel(--dc--, --x--,--y--,--color--)---------- ><

3.6.12. fillDrawing

wWindowExtensions::fillDrawing

>>--fillDrawing(--dc--,--Xx--,--y--,--color--)----><

3.6.13. fontColor

windowExtensions: :fontColor

>>--fontColor(--color--,--dc--)-----------------~----- ><

3.6.14. fontToDC

wWindowExtensions: :fontToDC

>>--fontToDC(--dc--,--hFont--)----------------------- ><

3.6.15. freeDC

windowExtensions: :freeDC
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>>--freeDC(--dC--)----------mmmm oo ><

3.6.16. getArcDirection

WindowExtensions: :getArcDirection

>>--getArcDirection(--dc--)-------------------------- ><

3.6.17. getDC

WindowExtensions: :getDC

3.6.18. getFont

WindowExtensions: :getFont

>> - o gEtFONt - - - - - s ><

3.6.19. getPixel

WindowExtensions: :getPixel

>>--getPixel(--dc--,--X--,--y--)--------------------- ><

3.6.20. getTextAlign

WindowExtensions: :getTextAlign

>>--getTextAlign(--hDC--)--------cmmmmommm oo ><

3.6.21. getTextExtent
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WindowExtensions: :getTextExtent

>>--getTextExtent(--hDC--, --text--)-------------- ><

3.6.22. hScrollPos

windowExtensions: :hScrollPos

>>--hSCrollPOS-------------mmm oo ><

3.6.23. loadBitmap

wWindowExtensions: :loadBitmap

>>--loadBitmap(--bmpFilename--+------------ +--)------ ><
+-,-loadOpt--+

3.6.24. objectToDC

WindowExtensions: :objectToDC

>>--objectToDC(--dc--,--0bj--)-------------------~---- ><

3.6.25. opaqueText

wWindowExtensions: :opaqueText

>>--opaqueText(--dc--)------------------------- - ><

3.6.26. rectangle

WindowExtensions: :rectangle

>>--rectangle(--dc--, --X--,--y--, --X2--,--y2--t--c-------- S R e ><
+-, -keyWord-+
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3.6.27. removeBitmap

WindowExtensions: : removeBitmap

>>--removeBitmap(--hBitmap--)------------------------ ><

3.6.28. scroll

windowExtensions: :scroll

>>--5Croll(--cx--,--Cy--)-------------"-"--~----- - ><

3.6.29. setArcDirection

WindowExtensions: :setArcDirection

>>--setArcDirection(--dc--+-------------- +--)-------- ><
+-,-direction--+

3.6.30. setFont

wWindowExtensions: :setFont

>>--setFont(--fontHandle--+--------- Fom ) m e ><
+-,redraw-+

3.6.31. setHScrollPos

WindowExtensions: :setHScrollPos

>>--setHScrollPos(--position--+----------- +--)------- ><
+-,-redraw--+

3.6.32. setTextAlign
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WindowExtensions: :setTextAlign

>>--setTextAlign(--hDC--,--align--)-------------- ><

3.6.33. setVScrollPos

windowExtensions: :setVScrollPos

>>--setVScrollPos(--position--+----------- +--)------- ><
+-,-redraw--+

3.6.34. transparentText

WindowExtensions: :transparentText

>>--transparentText(--dc--)-------------------------- ><

3.6.35. vScrollPos

windowExtensions: :vScrollPos

>>--VSCrollPOS----------mmmmm oo ><

3.6.36. write

wWindowExtensions: :write

>>--write(-x-,-y-,-text-+--------- Fotommeaaa-- [ - E I E I +-)---><
+-,-fName-+ +-,-fSize-+ +-,-opts-+ +-,-fg-+ +-,-bk-+

3.6.37. writeDirect

windowExtensions: :writeDirect

>>--writeDirect(--dc--,--xPos--,--yPos--, --text--)---><
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3.7. Preparing and Running the Dialog

This section documents the methods used to prepare and initialize a dialog, show it, execute it, and
stop it.

3.7.1. addNewAttribute

>>--addNewAttribute(--atrName--+------------ D L T +--)--><
+-,-initval--+ +-,-unguarded--+ +-,-private--+

Adds a new attribute (a new method) to this dialog.

Arguments:
The arguments are:
atrName [required]
The name of the new attribute. Must be a valid Rexx method name.

initVal [optional]
An initial value to set the attribute to. The default is the empty string.

unguarded [optional]
True or false, should the attribute be unguarded. The default is false.

private [optional]
True or false, should the attribute be private. The default is false.

Return value:
There is no return from this method.

Remarks:

This is a convenience method. It uses the Object class's setMethod to add the attribute to the
dialog object. setMethod is private, but addNewAttribute is public. This allows addNewAttribute to
be used to dynamically add an attribute to a dialog where only a reference to the dialog object is
available. In addition, it is a convenience to already have the code to add the attribute written.

Example:

This example shows how it is useful to be able to dynamically add an attribute to a dialog object at
run time. The owner dialog could be any generic dialog:

::method initUpdatelListView private
use strict arg 1lvID, pause = .005

self~addNewAttribute('updateListViewID', 1vID, .true)
owner = self-~ownerDialog

owner~addNewAttribute(updateListViewPageDialog, self, .true, .true)
owner~addNewAttribute(updateListViewLastFocused, 0, .true, .true)
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3.7.2. addNewMethod

>>--addNewMethod(--mthName--+-------------- R R R S R ><
+-,-unguarded--+ +-,-private--+

Adds a new method to this dialog.

Arguments:
The arguments are:
mthName [required]
The name of the new method. Must be a valid Rexx method name.

unguarded [optional]
True or false, should the method be unguarded. The default is false.

private [optional]
True or false, should the method be private. The default is false.

Return value:
This method always returns 0.

Remarks:
This is a convenience method. It uses the Object class's setMethod to add the new method to
the dialog object. setMethod is private, but addNewMethod is public. This allows addNewMethod
to be used to dynamically add a method to a dialog where only a reference to the dialog object
is available. In addition, it is a convenience to already have much of the code to add the method
written.

Example:
This example connects an event handler to a dialog and adds the event handling method to the
dialog dynamically. Note that only a reference to the dialog object is available, so it is not possible
to add the method directly using the Object class's setMethod method.

::method initUpdatelListView private
use strict arg 1lvID, pause = .005

owner = self~ownerDialog

src = .array~new
src[1] = "expose updatelListViewPageDialog updatelListViewlLastFocused"

src[2] = "use arg flag, hwnd, hFocused, isMinimized"

src[3] =""

src[4] = "reply .false"

Src[s] = nn

src[6] = "if flag == INACTIVE then updateListViewlLastFocused = hFocused"

src[7] = "else updatelListViewPageDialog~updatelListView(updateListViewlLastFocused)"
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owner~addNewMethod( 'onUpdateListViewActivate', src, .true)

owner~connectActivate( 'onUpdateListViewActivate')

3.7.3. addAutoStartMethod

DialogExtensions::addAutoStartMethod

>>--addAutoStartMethod(--+--------- +--,--methodName--+--------------- +--)------ ><
+-inClass-+ +-,--parameters-+

3.7.4. endAsyncExecution

DialogExtensions: :endAsyncExecution

>>--endAsyncExecution-------------------------___ ><

3.7.5. execute

>>--execute(--+------------- L +--)----><
+--showOption-+ +-,--icon-+

The execute method, creates the underlying dialog, show it, starts the addAutoStartMethod methods,
if any, and destroys the underlying dialog when the user closes it. If auto initAutoDetection is on, the

dialog data is passed to the underlying dialog before execution and received from it after the dialog is
terminated.

Arguments:

The arguments are:

showOption [optional]
Zero or one of the following keywords to specify how the dialog is shown. This keyword is
used in the automatic invocation of the show method. Case is not significant. If this argument
is omitted, the NORMAL keyword is used:
NORMAL

Makes the dialog visible in its default position and window size. This has the effect of

restoring the dialog size and position if it is minimized or maximized. This is the default if
the argument is omitted.

DEFAULT
DEFAULT is an alias for NORMAL. The two keywords are functionally identical.
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SHOWTOP
Makes the dialog visible and the topmost window.

HIDE
Makes the dialog invisible.

MIN
Minimizes the dialog and activates the next window in the window order.

MAX
Maximizes, and makes visible if necessary, the dialog.

INACTIVE

Makes the dialog visible without changing the active window. When the NORMAL keyword
is used, the dialog is shown and becomes the active window. The INACTIVE keyword
makes the dialog visible without changing the focus from the current active window.

RESTORE

Makes the dialog visible and restores it to its original size and position if it was minimized
or maximized. An application should specify this flag when restoring a minimized window.

icon [optional]
The resource ID of the dialog icon. May be numeric or symbolic. If an icon ID is not supplied,
the default ooDialog icon will be used.

Return value:
The return value is one of the following codes:

0
Some error ocurred, the dialog was not executed.
1
The user terminated the dialog using an ok command.
2
The user terminated the dialog using a cancel command.
Remarks:

Although any of the show keywords can be used, for the execute method the SHOWTOP, HIDE,
and MAX keywords make the most sense. SHOWTOP is the usual keyword. Rather than use the
HIDE keyword, it is more practical to simply create the dialog without the VISIBLE style.

If another ooDialog dialog has been started by the Rexx program, it is disabled when execute is
invoked. This in effect makes the dialog a modal dialog. To start a modeless dialog use the popup
or popupAsChild methods.

Example:

The following example instantiates a new UserDialog subclass object. The dialog template is
started by the create method and finished in the defineDialog method. Then the execute method
runs the dialog as the topmost window. The dialog icon is set to one of the pre-defined icons
supplied by ooDialog.

When the user terminates the dialog, the return from execute is checked to determine how the
user closed the dialog. Typically, if the user canceled the dialog, any changes in the dialog are
ignored:
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dlg = .MyDialog~new(...)
dlg~create(...)

ret = dlg~execute("SHOWTOP", IDI_DLG_OOREXX)
if ret == 1 then do
-- The user closed the dialog with the ok command.
end
else do
-- The user canceled the dialog.

end

::class 'MyDialog' subclass UserDialog

::method defineDialog
self~createStaticText(...)

self~createEdit(...)
self~createPushButton(...)

3.7.6. executeAsync

DialogExtensions: :executeAsync

>>--executeAsync(--+----------- B B e ) e ><
+--ignored--+ +-,--showOption-+ +-,--icon-+

3.7.7. initDialog

>>--ipitDialog---------------------ee oo ><

The initDialog method is invoked automatically by the ooDialog framework. It is intended to be
over-ridden by the programmer in her dialog subclasses. The method is used to initialize the dialog
controls, if needed, after the underlying Windows dialog is created.

Arguments:
The ooDialog framework does not pass any arguments when invoking this method.

Return value:
Any return from this method is ignored by the ooDialog framework.

Remarks:

The ooDialog framework invokes the initDialog at the proper point in time, immediately after the
underlying Windows dialog is created. The programmer should never invoke the method himself.
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Example:
This example show how the initDialog method is used to initialize a list ListBox by adding items to
it.

::class 'MyDialog' subclass RcDialog
::method initDialog

1b = self~newListBox(IDC_LISTBOX)

lb~add("this is the first line")
lb~add("and this one the second")

3.7.8. isDialogActive

>>--jsDialogActive-------cccccocoo oo ><

The isDialogActive method returns 1 if the Windows dialog still exists.

Example:
The following example tests whether the dialog is active:

if MyDialog~isDialogActive then ...

3.7.9. parselncludefile

ResourceUtils: :parseIncludeFile

>>--parseIncludeFile(--fileName--)--------------- ><

3.7.10. popup

DialogExtensions: :popup

>>--popup(--+-------------- L T [ R e R T ><
+--showOption--+ +-,-ignored--+ +-,-icon--+
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3.7.11. popupAsChild

DialogExtensions: :popupAsChild
>>- -popupAsChild(--+-parent-+--------------- R R TR R R +--)--><

+-,-showOption--+ +-,-ignored--+ +-,-icon--+

3.7.12. resolveNumericlD

ResourceUtils::resolveNumericID

>>--resolveNumericID(--id--)--------------------~ ><

3.7.13. resolveSymboliclD

ResourceUtils::resolveSymbolicID

>>--resolveSymbolicID(--id--)-------------------- ><

3.7.14. setDIgFont

>>--setDlgFont(--fontName--+------------- +--)----><
+-,-fontSize--+

Sets the font that to be used for the underlying Windows dialog, when it is created. This method sets
the fontName and fontSize attributes.

Arguments:
The arguments are:
fontName

Required. The name of the font, such as Tahoma. The font name must be less than 256
characters in length.

fontSize
Optional. The point size of the font, such as 10. The default point size when this argument is
omitted is 8.

Return value:
This method always returns 0.
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Remarks:
The setDIgFont is primarily of use in a UserDialog or a subclasses of a UserDialog.

In a ResDialog, the font of the compiled binary resource will always be used, and the font set by

this method has no effect. In a RcDialog, if the resource script file specifies the font, that font will

be used. Likewise, in a UserDialog, if the programmer specifies a font in the create() method call,
(or the createCenter() method call,) the specified font over-rides what is set by this method.

Details:
Raises syntax errors when incorrect arguments are detected.

Example:
This example sets the dialog font for a UserDialog dialog before the dialog template is started.
This allows the code to inaccurate calculate the size of the bitmap in dialog units. The size of the
bitmap is then used to size the dialog and to place the other controls in the dialog.

::class 'BanditDlg' subclass UserDialog

::method init
expose kind3 initialSpeed minSpeed maxSpeed
use arg kind3, initialSpeed, minSpeed, maxSpeed

self~init:super()

-- Set the font the dialog will use when created. Without this step, dialog
-- units can not be calculated correctly.
self~setDlgFont('Arial', 18)

-- Calculate the size of a bitmap in dialog units.
bitMapSize = .Size~new(152, 178)
self~pixel2dlguUnit(bitMapSize)

-- Calculate the size of this dialog based on the bitmap size.
dlgSize = self~calcSize(bitMapSize)

3.8. Instantiating Dialog Controls

The methods in this section are used to instantiate one of the concrete dialog control objects. The
dialog control objects can not be instantiated directly by the programmer in Rexx code. Dialog controls
are instantiated indirectly through the dialog object.

All dialog control objects are obtained through one of the methods in this section. The methods all
have the same format:

controlObject = dialogObject~new[ControlName] (resourceID)

where [ControlName] is the name Microsoft uses for the control. resourcelD is the resource ID
assigned to the dialog control. Dialog control objects can only be instantiated after the underlying
dialog has been created. For any error, all the methods return the .nil object.
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3.8.1. createToolTip

>>--createToolTip(--id--+---------- +--)--mmmmea- ><
+-,-style--+

Creates the underlying Windows ToolTip control and returns an instantiated Rexx ToolTip object.

Arguments:
The arguments are:

id [required]
The resource ID of the ToolTip dialog control. May be numeric or symbolic.

style [optional]
A list of 0 or more of the following keywords separated by spaces, case is not significant. If
this argument is omitted, the default style is set to NOPREFIX ALWAYSTIP:

ALWAYSTIP NOANIMATE USEVISUALSTYLE
BALLOON NOFADE

CLOSE NOPREFIX

ALWAYSTIP

Indicates that the ToolTip control appears when the cursor is on a tool, even if the ToolTip
control's owner window is inactive. Without this style, the ToolTip appears only when the
tool's owner window is active.

BALLOON

Indicates that the ToolTip control has the appearance of a cartoon balloon, with rounded
corners and a stem pointing to the item.

CLOSE
Displays a Close button on the ToolTip.

NOANIMATE
Disables sliding ToolTip animation on Microsoft Windows 2000 systems.

NOFADE
Disables fading ToolTip animation on Windows 2000 systems.

NOPREFIX

Prevents the system from stripping the ampersand character from a string. Without this
style, the system automatically strips ampersand characters. This allows an application to
use the same string as both a menu item and as text in a ToolTip control.

USEVISUALSTYLE

Uses themed hyperlinks. The theme will define the styles for any links in the tooltip. This
style always requires PARSELINKS to be set.

Return value:

Returns an instantiated Rexx ToolTip object that represents the newly created Windows tool tip.
On error, the .nil object is returned.
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Remarks:

Unlike most other dialog controls, the ToolTip control can not be added to the dialog template.
The createToolTip method creates the underlying ToolTip control, and must be invoked after
the Windows dialog has been created. There is no UserDialog method to create a tool tip in the
defineDialog method.

Details
Raises syntax errors when incorrect usage is detected.

Sets the .SystemErrorCode variable. In some cases, the failure to create the underlying ToolTip
control by the operating system can be detected in the ooDialog framework. This will result in the
.SystemErrorcCode being set. However, this type of failure is unlikely to happen.

Example:
This example creates a ToolTip with the BALLOON style and a Close button. It then gives the
ToolTip a title and an icon:

::method initDialog
expose icon

toolTip = self~createToolTip(IDC_TT_BALLOON, 'BALLOON CLOSE')
toolTip~setTitle("Important Message", icon)

3.8.2. newCheckBox

>>--newCheckBoX(--3id--)-------cmommmmm o mema oo ><

The newCheckBox method returns an object of the CheckBox control class. This object represents the
check box control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the check box dialog control. May be numeric or symbolic.

Return value:
An object of the check box control class or .nil on any error.

Example:
The following example determines the check state of a 3STATE check box and displays a
message announcing the state:

::class 'MyDlgClass' subclass ResDialog
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::method currentState

checkBox = self~newCheckBox(304)

if checkBox == .nil then return .false

if checkBox~checked then say "The check box is checked!"

else if checkBox~isIndeterminate then say "The check box is in the indeterminate
state!"

else say "The check box is not checked!"

return .true

3.8.3. newComboBox

>>--newComboBox(--id--)----------------~--~-~-~-~-~-~--- ><

The newComboBox method returns an object of the ComboBox control class. This object represents
the combo box control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the combo box dialog control. May be numeric or symbolic.

Return value:
An object of the combo box control class or .nil on any error.

Example:
The following example comes from a fictious accounting program. In one of the dialogs for
the program, when the user selects a specific city, say San Diego, the zip code combo box is
populated with the valid zip codes for that city. In the program, symbolic ID symbolics have been
used for the controls. The valid zip codes are passed into the method as an array.

::class "BillingDlg" subclass RcDialog

::method setzipCodes
use strict arg codes

combo = self~newComboBox(IDC_COMBO_ZIP)
if combo == .nil then return .false

lowest = 99999
combo~deleteAll
do zipCode over codes
combo~add(zipCode)
if zipCode < lowest then do
lowest = zipCode
end
end
combo~select(lowest)
return .true

110



newDateTimePicker

3.8.4. newDateTimePicker

>>--newDateTimePicker (--id--)-------------------- ><

The newDateTimePicker method returns a date and time picker object that represents the date and
time picker control with the specified resource ID in the underlying dialog. See the Date TimePicker
class for details about date and time picker controls.

Arguments:
The arguments are:
id [required]
The resource ID of the date and time picker. This may be symbolic or numeric.

Return value:
A date and time picker object on success, or .nil.nil if the method fails for any reason.

Example:
The following example checks that user is not trying to schedule an appointment in the past:

::class 'OnlineAppointmentDlg' subclass ResDialog
::method ok
dtp = self~newDateTimePicker (IDC_DTP_APPOINTMENT)

if dtp~getDateTime < .DateTime~new then do

msg = "Appointments can not be scheduled in the past!"
ret = MessageDialog(msg, self~dlgHandle, "Appointment Error", "OK", "ERROR")
return 0O

end

return self~ok:super

3.8.5. newEdit

>>--newEdit(--dd--) - ><

The newEdit method returns an object of the Edit control class. This object represents the edit control
in the underlying dialog with the specified resource ID.
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Arguments:
The single argument is:
id [required]
The resource ID of the edit dialog control. May be numeric or symbolic.

Return value:
An object of the edit control class or .nil on any error.

Example:
The following example validates that the user has filled in the last name field in a dialog form:

::class 'MyDlgClass' subclass RcDialog

::method validate
editCtrl = self~newEdit(IDC_EDIT_LNAME)
if editCtrl == .nil then return .false
if editCtrl~getText~space(®) == "" then return .false
else return .true

3.8.6. newGroupBox

>>- -newGroupBox(--id--)-------------------------- ><

The newGroupBox method returns an object of the GroupBox control class. This object represents the
group box control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the group box dialog control. May be numeric or symbolic.

Remarks:

Although a group box control is actually a type of a button control, usually they do not need to be
manipulated after the underlying dialog is created and are often given a resource ID of -1. In order
to obtain a new group box object, the underlying group box control in the dialog has to have a
positive resource ID.

Return value:
An object of the group box control class or .nil on any error.

Example:

The following example shows how the text (label) of a group box could be changed during
program execution:

::class 'MyPhoneBook' subclass ResDialog

112



newListBox

::method onUseFull
gb = self~newGroupBox(IDC_GB_TELEPHONE)
chkBox = self~newCheckBox(IDC_CHK_USE_FULL)
if chkBox~checked then do
gb~setText("Phone Numbers (including area code)")
end
else do
gb~setText("Phone Numbers")
end

3.8.7. newListBox

>>--newListBox(--id--)--------------"“"------------ ><

The newlListBox method returns an object of the ListBox control class. This object represents the list
box control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the list box dialog control. May be numeric or symbolic.

Return value:
An object of the list box control class or .nil on any error.

Example:
The following example updates the list box with a symbolic id of IDC_LB_AREAS by first deleting
all items in the list box, then adding some new items and preselecting the item with the text of
"City™:

::class 'MyDlgClass' subclass RCDialog

::method updateList
1b = self~newListBox(IDC_LB_AREAS)
if 1b == .nil then return ©
1b~deleteAll
lb~add("Town")
lb~add("City")
lb~add("Green")
lb~add("Forest")
lb~select("City")

3.8.8. newListView
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>>--pewListView(--id--)--------------"------------ ><

The newListView method returns an object of the ListView control class. This object represents the
list-view control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the list-view dialog control. May be numeric or symbolic.

Return value:
An object of the list-view control class or .nil on any error.

Example:
The following example :

::class 'MyDlgClass' subclass RcDialog

::method initDialog
lc = self~newListView(IDC_LV_EMPLOYEES)
if lc == .nil then return
lc~~add(101222)~~add(, "Smith")~~add(, ,"John")
lc~~add(101223)~~add(, "Michael")~~add(, ,"Carl")

3.8.9. newMonthCalendar

>>--newMonthCalendar(--id--)--------------------- ><

The newMonthCalendar method returns an object of the MonthCalendar control class. This object
represents the month calendar control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the month calendar dialog control. May be numeric or symbolic.

Return value:
An object of the month calendar control class or .nil on any error.

Example:
The following example is from a program that takes applications from people to participate in a
clinical trial of a new drug. When the applicant agrees to the terms for participating, the program

checks that the applicant meets the necessary qualifications. One of which is that the applicant be

at least 50 years of age:
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::method onAgree
earliestAcceptableYear = .DateTime~new~addYears(-50)
calendar = self~newMonthCalendar (IDC_MC_BIRTHDATE)

if calendar~date > earliestAcceptableYear then do
msg = "You must be 50 or over to participate in this clinical trial."
ret = MessageDialog(msg, self~dlgHandle, "Not Qualified", "OK", "WARNING")
return .false

end

-- More checks

return .true

3.8.10. newProgressBar

>>--newProgressBar(--id--)---------------coo-- ><

The newProgressBar method returns an object of the ProgressBar control class. This object
represents the progress bar control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the progress bar dialog control. May be numeric or symbolic.

Return value:
An object of the progress bar control class or .nil on any error.

Example:

The following example initializes the progress bar with symbolic resource ID to use a step value
of 50 and sets its range to 1 through 2,147,483,647. As the program does its work, it updates the
progress bar position incrementally based on the amount of work it calculates was done since the
last update:

::class 'MyDlgClass' subclass ResDialog

::method initDialog
pb = self~newProgressBar (IDC_PBAR_PROGRESS)
if pb == .nil then return
pb~setStep(50)
pb~setFullRange(1, 2147483647)

::method updateProgress private
use strict arg amount
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self~newProgressBar (IDC_PBAR_PROGRESS)~setPos(amount)

3.8.11. newPushButton

>>--newPushButton(--id--)----------------mmn ><

The newPushButton method returns an object of the Button control class. This object represents the
push button control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the push button dialog control. May be numeric or symbolic.

Return value:
An object of the button control class or .nil on any error.

Example:

The following example displays the state of the push button in the underlying dialog with the
resource ID of 1:

::class 'MyDlgClass' subclass RcDialog

::method currentState
pushButton = self~newPushButton(1)
if pushButton == .nil then return .false
say "State is" pushButton~state
return .true

3.8.12. newRadioButton

>>--newRadioButton(--id--)----------------------- ><

The newRadioButton method returns an object of the RadioButton control class. This object
represents the radio button control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the radio button dialog control. May be numeric or symbolic.
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Return value:
An object of the radio button control class or .nil on any error.

Example:

The following example displays a message if the radio button with a symbolic ID of
IDC_RB_CHOICE is selected:

::class 'MyDlgClass' subclass ResDialog

::method currentState
rb = self~newRadioButton(IDC_RB_CHOICE)
if rb == .nil then return .false
if rb~checked then say "The radio button is selected!"
return .true

3.8.13. newScrollBar

>>--newScrollBar(--id--)-----------ccccccoooooooo ><

The newScrollBar method returns an object of the ScrollBar control class. This object represents the
scroll bar control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the scroll bar dialog control. May be numeric or symbolic.

Return value:
An object of the scroll bar control class or .nil on any error.

Example:

The following example sets a new range and a new position for the horizontal scroll bar with the
resource ID of 317:

::class 'MyDlgClass' subclass RcDialog

::method focusPage
hScrollBar = self~newScrollBar(317)
if hScrollBar == .nil then return .false
hScrollBar~setRange (0, 1000, 0)
hScrollBar~setPos(500, 1)
return .true

3.8.14. newStatic
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>>--pewStatic(--id--)----------------"------------ ><

The newStatic method returns an object of the Static control class. This object represents the static
control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the static dialog control. May be numeric or symbolic.

Return value:
An object of the static control class or .nil on any error.

Remarks:
Often static controls are give a resource ID of -1 because they do not usually need to be changed
after the underlying dialog is created. However, if the programmer needs to manipulate a static
control in any way, then the control has to have a positive resource ID.

Example:
The following example gets a new static control object that represents the static control in the
underlying dialog with the symbolic ID of IDC_ST_NAME. Provided the underlying dialog control
exists, it is resized and its text, background color, and foreground color is changed:

::class 'MyDlgClass' subclass RcDialog

::method reArrange
di = self~newStatic(IDC_ST_NAME)
if di == .nil then return
di~setRect(.Rect~new(0, 0, 100, 25), "NOMOVE HIDE")
di~setText("Processing layout update!")
di~setColor(7,4)
di~show

3.8.15. newTab

>>--newTab(--id--)------mmmmmmm oo ><

The newTab method returns an object of the Tab control class. This object represents the tab control
in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
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id [required]
The resource ID of the tab dialog control. May be numeric or symbolic.

Return value:
An object of the tab control class or .nil on any error.

Example:
The following example initializes the tab control with symbolic ID IDC_TAB to have 5 tabs:

::class 'MyDlgClass' subclass ResDialog

::method initDialog
self~newTab(IDC_TAB)~addSequence("Design", "Implementation", -
"Test", "Review", "Release")

3.8.16. newToolTip

>>--newToolTip(--1id--)------------cmmmmmmm oo ><

The newToolTip method returns an object of the ToolTip class. This object represents the ToolTip
control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:

id [required]
The resource ID of the ToolTip dialog control. May be numeric or symbolic.

Return value:

Returns the Rexx ToolTip object that represents the Windows ToolTip control with the sepcified
resource ID, or the .nil object on any error

Remarks:
The newToolTip method can not be invoked until the underlying ToolTip control has been created
using the createToolTip method.

There is only one Rexx object created for each single Windows dialog control. Once the
createToolTip method has created the underlying ToolTip, each invocation of the newToolTip
method, using the same resource ID, will return the same Rexx object.

Details
Raises syntax errors when incorrect usage is detected.

Example:
This example creates a balloon ToolTip that displays an important message. The message is
different during different states of the application. When the message text needs to be changed,
the updateMsg() method uses the newToolTip method to get the Rexx object representing the
underlying ToolTip and changes the text for the message:
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::method initDialog
expose icon

toolTip = self~createToolTip(IDC_TT_BALLOON, 'BALLOON')
toolTip~setTitle("Important Message", icon)

::method updateMsg private
use strict arg newMsg

toolInfo = .ToolInfo~forID(self~newEdit(IDC_EDIT))
toolInfo~text = newMsg

tt = self~newToolTip(IDC_TT_BALLOON)
tt~updateTipText(toolInfo)

3.8.17. newTrackBar

>>--newTrackBar(--id--)-----------mmmmmmmm o ><

The newTrackBar method returns an object of the TrackBar control class. This object represents the
track bar control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the track bar dialog control. May be numeric or symbolic.

Return value:
An object of the track bar control class or .nil on any error.

Remarks:

Prior to the effort to unify the class and method names in ooDialog, the track bar control was
called a slider. This may have been the most egregious misnomer in ooDialog and the term slider
is no longer used.

Example:

In the following example, the initialization of the dialog controls is broken down into sub-steps to
make the program more readable and easier to understand. The initialization of the a track bar
control is shown:

::class 'MyDlgClass' subclass ResDialog

::method initDialog
self~initThelListView
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self~initTheButtons
self~initTheTrackBar

::method initTheTrackBar private
trackBar = self~newTrackBar (IDC_TB_REPEAT_RATE)
if trackBar == .nil then return

trackBar~clearSelRange(.false)
trackBar~setMax (200, .false)
trackBar~setTickFrequency(50)
trackBar~setTickAt(75)
trackBar~setSelStart (20, .false)
trackBar~setSelEnd(180, .true)
trackBar~pos = 167

3.8.18. newTreeView

>>--newTreeView(--id--)----------cmmmmmmmmma o ><

The newTreeView method returns an object of the TreeView control class. This object represents the
tree view control in the underlying dialog with the specified resource ID.

Arguments:
The single argument is:
id [required]
The resource ID of the tree view dialog control. May be numeric or symbolic.

Return value:
An object of the tree view control class or .nil on any error.

Example:
The following example :

::class 'MyDlgClass' subclass ResDialog
::method initDialog

tc = self~newTreeView(101)
if tc == .nil then return

tc~add("Root 1")

tc~add( ,"Item 1")

tc~add( ,"Item 2")

tc~add( ,"Item 3")
tc~add("Root 2", , ,"EXPANDED")
tc~add( ,"Item 4", , ,"BOLD")
tc~add( ,"Item 5")

tc~add( ,"Subroot")

tc~add( , ,"Item 6", 3)
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3.8.19. newUpDown

>>--newldpDown (--1d--)----------mmmm oo ><

The newUpDown method returns an object of the UpDown control class. This object represents the up
down control in the underlying dialog with the specified resource ID.

Arguments:
The arguments are:
id [required]
The resource ID of the up down dialog control. May be numeric or symbolic.

Return value:
An object of the UpDown class or .nil on any error.

Example:
The following example initializes the up down control with symbolic ID IDC_UPD :

::method initDialog

upbown = self~newUpDown(IDC_UPD)
upDown~setRange(1, 20000)
upDown~setPosition(64)

3.9. Connecting Event Methods

The dialog object methods that create a connection between a Windows event naotification and a
method of the Rexx dialog object are all implemented in the EventNotification class. These methods
are documented here.

3.9.1. addUserMsg

EventNotification: :addUserMsg

>>--addUserMsg(-methodName-, -winMsg-+------ L +ot------ L e +-)-><
+-,-f1-+ +-, -wParam-+ +-,-f2-+ +-,-1Param-+ +-,-f3-+

3.9.2. connectActivate
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EventNotification: :connectActivate

>>--connectActivate(--+-------------- S ><
+--methodName- -+

3.9.3. connectAllISBEvents

EventNotification: :connectAl1SBEvents

>>--connectAllSBEvents(--id--, --methodName--+------- toto------ e +--)---><
+-,-min-+ +-,-max-+ +-,-pos-+

3.9.4. connectButtonEvent

EventNotification: :connectButtonEvent

>>--connectButtonEvent(--id--,--event--+--------------- D LR L LT T T ><
+-, --methodName=+

3.9.5. connectComboBoxEvent

EventNotification: :connectComboBoxEvent

>>--connectComboBoxEvent(--id--,--event--+--------------- ) L E R LT ><
+-, --methodName=+

3.9.6. connectCommandEvents

EventNotification: :connectCommandEvents

>>--connectCommandEvents(--id--, - -methodName--)--><

3.9.7. connectDateTimePickerEvent

EventNotification: :connectDateTimePickerEvent

>>--connectDateTimePickerEvent(--id--, --event--+--------- R e T +-)--><
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+-,-mName-+ +-,-willReply-+

3.9.8. connectDraw

EventNotification: :connectDraw

>>--connectDraw--(--+----- B R L e T T e ><
+--id-+ +-,--methodName-+

3.9.9. connectEachSBEvent

EventNotification::connectEachSBEvent
>>--connectEachSBEvent (-id-, -mthWhenUp-, -mthWhenDown-+--------------- e >
+-, -mthWhenDrag-+

Scodbcocococoo dhodbococoooo dhodbococoooo dhocodbccococoocooo dhodbccoococooocoo dbodbocooccoooo dbocooo >
+-,-min-+-+-, -max-+ +-,-pos-+ +-,-mthPgUp-+ +-,-mthPgDn-+ +-,-mthTop-+

Scodbcooccoococoooo dhodbocococoocooccoo dhodbocococoocooccoo dhodbocococcooccoos LR EEEE T ><
+-,-mthButtom-+ +-, -mthTrack-+ +-,-mthEndSc-+ +-,-willReply-+

3.9.10. connectEditEvent

EventNotification: :connectEditEvent

>>--connectEditEvent(--id--,--event--4--------------- R e ><
+-, --methodName=+

3.9.11. connectFKeyPress

EventNotification::connectFKeyPress

>>--connectFKeyPress(--methodName--)------------- ><

3.9.12. connectHelp

EventNotification: :connectHelp
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>>--connectHelp(--methodname--)------------------ ><

3.9.13. connectKeyPress

EventNotification: :connectKeyPress

>>--connectKeyPress(--methodName--, --keys-+------------ ) T ><
+-,--filter--+

3.9.14. connectListBoxEvent

EventNotification: :connectListBoxEvent

>>--connectListBoxEvent(--id--,--event--+--------------- L e e ><
+-, --methodName=+

3.9.15. connectListViewEvent

EventNotification: :connectListViewEvent

>>--connectListviewEvent(--id--,--event--+--------------- L e ><
+-, --methodName=+

3.9.16. connectMonthCalendarEvent

EventNotification: :connectMonthCalendarEvent

>>--connectMonthCalendarEvent(--id--, --event--+--------- R R T +-)---><
+-,-mName-+ +-,-willReply-+

3.9.17. connectMove

EventNotification: :connectMove

>>--connectMove( --methodName--)------------------ ><
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3.9.18. connectNotifyEvent

EventNotification::connectNotifyEvent

>>--connectNotifyEvent(--id--,--event--+--------------- +--)
+-, --methodName=+

-------------------- ><

3.9.19. connectPosChanged

EventNotification: :connectPosChanged

>>--connectPosChanged( - -methodName--)------------ ><

3.9.20. connectResize

EventNotification: :connectResize

>>--connectResize(--methodName--)---------------- ><

3.9.21. connectResizing

EventNotification::connectResizing

>>--connectResizing(--methodName--)-------------- ><

3.9.22. connectScrollBarEvent

EventNotification: :connectScrollBarEvent

>>--connectScrollBarEvent(--id--,--event--+--------------- +
+-, --methodName=+

) e ><

3.9.23. connectSizeMoveEnded

EventNotification: :connectSizeMoveEnded
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>>--connectSizeMoveEnded( - -methodName--+-------------- ) R e e T ><
+-,-willReply--+

3.9.24. connectStaticEvent

EventNotification: :connectStaticEvent

>>--connectStaticNotify(--id--,--event--, -4--------------- R e ><
+-, --methodName-+

3.9.25. connectTabEvent

EventNotification: :connectTabEvent

>>--connectTabEvent(--id--,--event--+--------------- R +--)----- ><
+-,--methodName-+ +-,-willReply--+

3.9.26. connectToolTipEvent

EventNotification: :connectToolTipEvent

>>--connectToolTipEvent(--id--,--event--+----------- e R T +--)----- ><
+-,-mthName-+ +-,-willReply--+

3.9.27. connectTrackBarEvent

EventNotification: :connectTrackBarEvent

>>--connectTrackBarEvent(--id--,--event--+--------------- Fom ) - ><
+-, --methodName -+

3.9.28. connectTreeViewEvent

EventNotification: :connectTreeViewEvent

>>-connectTreeViewEvent(--id--,--event--+------------- R L e T +--)----><
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+-,--mthName--+ +-,-willReply-+

3.9.29. connectUpDownEvent

EventNotification::connectUpDownEvent

>>--connectUpDownEvent(--id--,--event--+-------------- B R +-)----- ><
+-, -methodName-+ +-,-willReply-+

3.9.30. defListDragHandler

EventNotification::defListDragHandler

>>--defListDragHandler(--id--,--item--,--point--)----------------------------_- ><

3.9.31. defTreeDragHandler

EventNotification: :defTreeDragHandler

>>--defTreeDragHandler(--id--, --item--,--point--)-------------mmmmmmo ><

3.9.32. disconnectKeyPress

EventNotification::disconnectKeyPress

>>--disconnectKeyPress(--+-------------- +--)----- ><
+--methodName- -+

3.9.33. hasKeyPressConnection

EventNotification: :hasKeyPressConnection

>>- -hasKeyPressConnection(--+-------------- +--)--><
+--methodName- -+
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3.10. Standard Event Handling Methods

The ooDialog framework provides some default command event handling methods. At this time there
are 3 handlers, one for the ok, the cancel, and the help command events. These 3 specific command
events are generated when a Button, with the correct resource ID, is clicked or pushed. They can also
be generated when a menu item with the correct resource ID is selected. The cancel event is also
generated, in a dialog, when the user closes the dialog using the close icon in the title bar, or presses
the escape key.

When a new dialog object is instantiated, ooDialog uses the EventNotification class to automatically
connect the notifications for these events to the methods documented in this section. Symbolic IDs
are also defined and placed in the constDir. This table summarizes these 3 events, their resource IDs,
symbolic IDs, and event handling methods:

Table 3.3. Standard Event Handling
Event Resource ID Symbolic ID Default Method

ok 1 IDOK ok
cancel 2 IDCANCEL cancel
help 9 IDHELP help

Note that the help command event notification discussed here is not the same as the Windows help
event notification connected through the connectHelp() method.

3.10.1. cancel

>>--canCel-----------mm oo ><

A default cancel method is provided by the ooDialog framework. The cancel event notification is
automatically connected to this method. This method is meant to be over-ridden by the programmer if
the default implementation is not sufficient for the needs of the program.

The method is invoked in response to the cancel command event. The default implementation does
the proper clean up to close the dialog and end its execution.

The programmer might want to over-ride the cancel method in her subclass. Perhaps to warn the user
that there are unsaved changes for example.

If the programmer is going to end or close the dialog programmatically, it is important to always do so
by invoking either the base class ok method or the base class cancel method. This ensures that the
proper clean up is done. Failure to do so may produce unpredictable results.

If the cancel method is over-ridden in a subclass, invoke the super class's cancel method to close the
dialog. Or return 0 to prevent the dialog from closing. The dialog continues executing if you return 0
without invoking of the super class's cancel method.
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The example [130] given for the ok method shows the proper way to over-ride the ok method. The
general principle could be used to over-ride the cancel method as well.

3.10.2. help

A default help method is provided by the ooDialog framework. The help event notification is
automatically connected to this method. This method is meant to be over-ridden by the programmer.
The default implementation does nothing and returns 0. The programmer could over-ride this method
to display some form of help to the user.

3.10.3. ok

A default ok method is provided by the ooDialog framework. The ok event naotification is automatically
connected to this method. This method is meant to be over-ridden by the programmer if the default
implementation is not sufficient for the needs of the program.

The method is invoked in response to the ok command event. The default implementation calls the
validate() method to determine if the dialog should close or not. If validate returns true the dialog

is closed. If it returns false, the dialog continues to execute. The default implementation of validate
always returns true.

The programmer might want to over-ride the ok method in his subclass. In general, there is probably
no need to. Anything done in the over-ridden ok method, could just as easily be done by overriding the
validate() and / or the leaving() methods.

If the programmer is going to end or close the dialog programmatically, it is important to always do so
by invoking either the base class ok method or the base class cancel method. This ensures that the
proper clean up is done. Failure to do so may produce unpredictable results.

If the ok method is over-ridden in a subclass, invoke the super class's ok or cancel method (depending
on circumstance) to close the dialog. Or return O to prevent the dialog from closing. The dialog
continues executing if you return the value 0 with invoking one of the super class methods

Example:

The following example shows how to over-ride the ok method. It checks that the user really wants to
quite.
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::method ok unguarded

dateTime = .DateTime~new
currentTime = dateTime~civilTime

buttons = "OKCANCEL"

defButton = "DEFBUTTON1"

icon = "INFORMATION"

msg = "It is now:" currentTime
title = "Quitting Now"

if dateTime~hours < 16 then do
break = .endOfLine~copies(2)

icon = "WARNING"
defButton = "DEFBUTTON2"
chide = "It is NOT 4:00 pm." break "Are you SURE you should quit!"

msg ||= break || chide
end

ret = messageDialog(msg, self~hwnd, title, buttons, icon, defButton)

if ret == 1 then return self-~ok:super
else return 0

As noted above, rather than over-ride the ok method the same code could have been put into the
validate method.

:method validate unguarded

dateTime = .DateTime~new
currentTime = dateTime~civilTime

buttons = "OKCANCEL"

defButton = "DEFBUTTON1"

icon = "INFORMATION"

msg = "It is now:" currentTime
title = "Quitting Now"

if dateTime~hours < 16 then do
break = .endOfLine~copies(2)

icon = "WARNING"
defButton = "DEFBUTTON2"
chide = "It is NOT 4:00 pm." break "Are you SURE you should quite!"

msg ||= break || chide
end

ret = messageDialog(msg, self~hwnd, title, buttons, icon, defButton)

if ret == 1 then return .true
else return .false

3.10.4. leaving

131



Chapter 3. The Dialog Object

>>--leaving--------------m o i ><

The leaving method is invoked automatically when the underlying Windows dialog is being closed. It
is intended to be over-ridden by the programmer, if desired. The default implementation does nothing.
Over-ridding the method gives the programmer a chance to do some final clean up.

3.10.5. validate

>>--validate------------------------ - ><

The validate method is a method that is intended to be over-ridden by the programmer. Its purpose
would be to validate the user's input and decide whether or not to close the dialog. The default ok
method implementation calls validate. If the return is true, the ok method will close the dialog. If the
return is false, the dialog is not closed.

The default implementation of validate provided by the ooDialog framework does nothing and always
returns true.

Example:

In the following example of an over-ride of validate, a check is done to determine if the edit control
with resource ID 203 is empty. If it is empty, validate returns false, which indicates that the dialog
cannot be closed.

::class 'MyDialog' subclass ResDialog

::method validate unguarded
if self~newEdit(203)~getText = "" then return .false
else return .true

3.11. Appearance and Behavior Methods

The methods listed in this section are related to the appearance or the behavior of the dialog or its
controls. The section contains methods related to size, position, visibility, and title.

3.11.1. backgroundColor

>>- -packgroundColor(--color--+--------- +--)------ ><
+--1sClr--+
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Sets the background color of the dialog's client area. This is the color used to paint all areas of the
dialog that are not covered by dialog controls.

Arguments:
The arguments are:

color [required]
Specifies the color to be used. This value can be either a palette color index, ora COLORREF
number. To use a COLORREF number, the isClr argument must be true.

isClr [optional]
Speicifes if the color argument is a COLORREF or a palette index. If true, the color argument
is interpreted as a COLORREF, if false it is interpreted to be a pallete index. The default if this
argument is omitted is false.

Return value:
Returns true on success, false on error.

Remarks:
To correctly construct a COLORREF, it is easist to use the colorRef method of the Image class.

Details
Raises syntax errors when incorrect usage is detected.

Sets the .SystemErrorCode variable.

Example:
This example sets the background color to a palish blue:

self~backgroundColor(.Image~colorRef (171, 214, 245), .true)

3.11.2. backgroundSysColor

>>- -backgroundSysColor(--color--)---------------- ><

Sets the background color of the dialog's client area to a system color. This is the color used to paint
all areas of the dialog that are not covered by dialog controls.

Arguments:
The single argument is:

color [required]
Specifies the system color to be used. This can be either the non-negative whole number ID
or the keyword ID. IDs can be looked up in the System Color Elements table.
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Return value:
Returns true on success, false on error.

Remarks:

System colors are the colors used for display elements in the system. These colors can be
customized by the user. By using a system color ID, rather than using the backgroundColor
method, the Rexx programmer can be sure the background matches that of the current system.
Even if the user has changed from the normal default.

Details
Raises syntax errors when incorrect usage is detected.

Sets the .SystemErrorCode variable.

Example:

This example sets the background color of the dialog to be the same as the color of a multiple
document interface (MDI) application,

self~backgroundSysColor ( 'APPWORKSPACE")

3.11.3. center

>>--center(--+------------ R e ><
+--showOpts--+

The center method moves the dialog to the screen center.

Arguments:

The only argument can be one of:
HIDEWINDOW
Hides the dialog

SHOWWINDOW
Shows the dialog

NOREDRAW

Center the dialog without updating the display. Use the update method to manually update the
display.

3.11.4. disableControl

>>--disableControl(--id--)----------------ooonnon ><
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Disables the control with the specified resource id.

Arguments:
The only argument is:
id

The resource ID of the control to be disabled. May be numeric or symbolic.

Return value:
The possible return values are:
true
The method succeeded and the control was previously disabled.

false
The method succeeded and the control was previously enabled.

-1
The method failed, the .systemErrorCode is set with an error code.

Remarks:
When a control is enabled, it can gain the focus and will receive all keyboard or mouse input when
it has the focus. The user can interact with the control.

When a control is disabled it receives no keyboard or mouse input. The user can not interact with
it. The operating system draws the control with a visual style that indicates to the user that the
control is disabled.

Details:
This method can not be used before the underlying dialog is created.

Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

3.11.5. enableControl

>>--enableControl(--id--)-----------coooommon ><

Enables the control with the specified resource id.

Arguments:
The only argument is:
id
The resource ID of the control to be enabled. May be numeric or symbolic.

Return value:
The possible return values are:
true
The method succeeded and the control was previously disabled.

false
The method succeeded and the control was previously enabled.
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-1
The method failed, the .systemErrorCode is set with an error code.

Remarks:
When a control is enabled, it can gain the focus and will receive all keyboard or mouse input when
it has the focus. The user can interact with the control.

When a control is disabled it receives no keyboard or mouse input. The user can not interact with
it. The operating system draws the control with a visual style that indicates to the user that the
control is disabled.

Details:
This method can not be used before the underlying dialog is created.

Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

3.11.6. ensureVisible

>>--ensureVisible------------------oooooo oo ><

The ensureVisible method causes the dialog to reposition itself so that the entire dialog is on the
visible screen. If the entire dialog is already on the visible screen then no action is taken.

This is useful in a number of situations. It allows the programmer to move or resize the dialog and not
have to worry that the dialog is off the screen. After finishing the move or resizing, the programmer can
invoke the ensureVisible method and know that the dialog is entirely on the screen.

Arguments:
The method takes no arguments.

Return value:
This method always returns 0.

Example:
The following example reads in the previous size and position of the dialog and then opens the
dialog in the position that the user had closed it. If the INI file is corrupted, or had been accidently
edited, or a number of other things, it is possible that sizing and positioning the dialog using the
values from the INI file will place the dialog of the screen. Invoking ensureVisible will cause
the dialog to reposition itself so that it is completely on the screen, but only if needed. If the dialog
is already completely on the screen, then no action is taken.

if \.useDefault then
do
-- Read oorexxtry.ini position & size the dialog based on its values
handle = self~getSelf()
k1 = SysIni('oorexxtry.ini', 'oorexxtry', 'k1')
k2 = SysIni('oorexxtry.ini', 'oorexxtry', 'k2")
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k3 = SysIni('oorexxtry.ini', 'oorexxtry', 'k3"')

k4 = SysIni('oorexxtry.ini', 'oorexxtry', 'k4')

if k1 = 'ERROR:' | k2 = 'ERROR:' | k3 = '"ERROR:' | k4 = 'ERROR:' then
nop -- First execution will not find the ini file

else
do

r = .Rect~new(k1, k2, k3-ki1, k4-k2)
self~setWindowRect (handle, r)
self~ensureVisible
end
end

3.11.7. focusControl

>>--focusControl(--id--)---------cccccocnmnoo ><

Sets the input focus to the specified dialog control.

Arguments:
The only argument is:
id [required]
The resource ID of the dialog control to set the focus to. May be numeric or symbolic .

Return value:
This method always returns 1.

3.11.8. getControlRect

DialogExtensions::getControlRect

>>--getControlRect(--id--)----------------------- ><

3.11.9. getControlText

>>--getControlText(--id--)----------------------- ><

The getControlText method gets the text of the specified dialog control.

Arguments:
The only argument is:
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id [required]
The resource ID of the dialog control. May be numeric or symbolic.

Return value:
The text of the dialog control, which may be the empty string, or the empty string on error.

Remarks:

All windows can have text associated with them, although some times it is simply the empty string.
For different types of windows the text serves different purposes and is called various things. For

buttons the text is often called labels, for dialogs and main windows the text is often called the
window title.

If the empty string is returned, the programmer can check the .systemErrorCode to determine if
the text for the control is really the empty string, or if an error ocurred.

Details:
Sets the .systemErrorCode.

3.11.10. getFocus

>>- - getFOCUS- === === - s o m e ><

The getFocus method returns the window handle of the dialog control that currently has the input
focus.

Arguments:
This method takes no arguments.

Return value:
The window handle of the dialog control that has the input focus, or 0 on error.

Details:
This method can not be invoked until the underlying Windows dialog has been created.

Raises syntax errors when incorrect usage is detected.

3.11.11. getWindowText

>>--getWindowText(--hwnd--)---------cmooommmonn ><

Gets the text of the specified window.

Arguments:
The arguments are:
hwnd [required]
The window handle whose text is to be gotten.
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Return value:
On success returns the text of the window, which could be the empty string. On error returns the
empty string.

Remarks:
The meaning of the text of a window varies with the type of window. For a dialog or other top-level
window the text is the text of the title bar. For a button the text is the label, for an edit control the
text is the contents of the control.

All windows can have text associated with them, although some times it is simply the empty string.
If the empty string is returned, the programmer can check the .systemErrorCode to determine if
the text for the window is really the empty string, or if an error ocurred.

Details
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:
This example is from a dialog that displays the full path name of the file being edited in the title bar
of the dialog. The method checks the current tile of the dialog and if it does not match the file path
name passed in to it, it resets the title.

::method updateCaption private
use strict arg filePathName

hwnd = self~hwnd
titleBarText = self~getWindowText (hwnd)

if titleBarText~caselessCompare(filePathName) <> © then do
self~setWindowText (hwnd, filePathName)
end

3.11.12. hideControl

>>--hideControl(--id--)-------------------------- ><

Removes the visible style from the specified dialog control and immediately redraws the area occupied
by the control.

Arguments:

The only argument is:
id

The resource id of the control to be hidden, may be numeric or symbolic.

Return value:
The return values are:
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The dialog control was previously visible.

The dialog control was already hidden, was already not visible.

-1
The resource ID is not valid.

Remarks:
When a window does not have the visible style, (when it is hidden,) and the area of the screen
that the window occupies needs to be drawn, the operating system draws the window beneath the
hidden window. The user can not interact with a hidden window, the window can not receive the
keyboard or mouse input. However, the window still exists. All the other state of a hidden window
remains unchanged and the programmer can still query or change that state. For instance, if an
edit control is hidden, the programmer can still use the getText or setText methods to get or set
the current text of the edit control.

The hideControlFast and hideControl methods are related. The only difference in the methods

is that hideControl forces the operating system to immediately redraw the area occupied by

the control while the hideControlFast does not redraw the area occupied by the control. The
hideControlFast method is faster because no redrawing is done. Normally the hideControlFast
method is used when a number of controls are hidden at one time. Then when all the controls are
hidden, the programmer forces the area they occupied to be redrawn.

Details:
Sets the .systemErrorCode.

3.11.13. hideControlFast

>>--hideControlFast(--id--)---------------------- ><

Removes the visible style from the specified dialog control with no redrawing of the area occupied by
the control.

Arguments:
The only argument is:
id
The resource id of the control to be hidden, may be numeric or symbolic.

Return value:
The return values are:

1

The dialog control was previously visible.
0

The dialog control was already hidden, was already not visible.
-1

The resource ID is not valid.
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Remarks:
When a window does not have the visible style, (when it is hidden,) and the area of the screen
that the window occupies needs to be drawn, the operating system draws the window beneath the
hidden window. The user can not interact with a hidden window, the window can not receive the
keyboard or mouse input. However, the window still exists. All the other state of a hidden window
remains unchanged and the programmer can still query or change that state. For instance, if an
edit control is hidden, the programmer can still use the getText or setText methods to get or set
the current text of the edit control.

The hideControl and hideControlFast methods are related. The only difference in the methods

is that hideControl forces the operating system to immediately redraw the area occupied by

the control while the hideControlFast does not redraw the area occupied by the control. The
hideControlFast method is faster because no redrawing is done. Normally the hideControlFast
method is used when a number of controls are hidden at one time. Then when all the controls are
hidden, the programmer forces the area they occupied to be redrawn.

Note that with the hideControlFast method, if the programmer does not manually force the area
of the control to be redrawn at some point, the control will remain on the screen until some other
event causes the operating system to redraw that portion of the screen. Also, the programmer
needs to remember that it is the window beneath the control that needs to be redrawn. Having
the hidden control redraw will not work. Since the control does not have the visible style, it does
nothing.

Details:
Sets the .systemErrorCode.

3.11.14. hideWindow

>>--hideWindow(--hwnd--)-------cccccocoaoo ><

The hideWindow method hides a whole dialog window or a dialog item.

Arguments:
The only argument is:
hwnd

A handle to the window or dialog item. Use the getSelf or getControlHandle method to get a
handle.

Example:
The following example gets the window handle of the top dialog (which is not necessarily the
executing dialog, see the get method) and hides the whole dialog:

hwnd = MyDialog~get
MyDialog~hideWindow(hwnd)
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3.11.15. hideWindowFast

>>--hideWindowFast(--hwnd--)--------------------- ><

The hideWindowFast method is similar to the hideWindow method, but it is faster because the
window's or item's area is not redrawn. The hideWindowFast method is used when more than one
state is modified. After the operations, you can manually redraw the dialog window, using the update
method.

Arguments:

The only argument is:
hwnd
A handle to the window or dialog item

3.11.16. isMaximized

>>--jsMaximized---------------------------------- ><

The isMaximized method is used to check if a dialog is currently maximized.

Arguments:
The method takes no arguments.

Return value:
.true
The dialog is maximized.

false
The dialog is not maximized.

Example:

The following code snippet would check if the dialog is maximized and, if it is, restore it to the
position and size it was prior to being maximized.

if self~isMaximized then self~restore

3.11.17. isMinimized
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>>--jsMinimized--------------ccooooo oo ><

The isMinimized method is used to check if a dialog is currently minimized.

Arguments:
The method takes no arguments.

Return value:
true
The dialog is minimized.

false
The dialog is not minimized.

Example:

The following example checks if the parent dialog is minimized and, if it is, the restore method
is used to show the dialog in the size and position it was prior to being minimized. The complete
program listing that this code snippet comes from is available (see the File Viewer example.)

::method cancel
expose parent
parent~enableControl(IDC_PB_VIEW)
if parent~isMinimized then parent~restore
return self~cancel:super

3.11.18. maximize

>>--maximize--------------ooooo oo ><

The maximize method maximizes the dialog on the screen. This is the identical to the user clicking
the maximize button on the dialog window. This method will maximize the dialog even if it does not
have the MAXIMIZEBOX style when it is created.

This is a convenience method. It is functionally equivalent to using the show method with the MAX
keyword.

Arguments:
The method takes no arguments.

Return value:
0
Maximizing was successful.

Maximizing failed.
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Example:
The following code snippet minimizes the dialog to the taskbar. It is used in the FileViewer
example. The complete program listing is available (see the File Viewer example.)

::method onView
expose viewDlg editCntrl

if viewDlg~initCode = @ then do

viewDlg~maximize
self~minimize
end

3.11.19. minimize

>> - eMINIMLIZe-----mm e m oo ><

The minimize method minimizes the dialog to the taskbar. This is the identical to the user clicking the
minimize button on the dialog window. This method will minimize the dialog even if it does not have
the MINIMIZEBOX style when it is created.

This is a convenience method. It is functionally equivalent to using the show method with the MIN
keyword.

Arguments:
The method takes no arguments.

Return value:

0
Minimizing was successful.
1
Minimizing failed.
Example:

This example creates a secondary dialog to display the contents of a file. The secondary dialog is
show full screen (maximized.) At the same time the parent dialog is minimized to the taskbar. The
complete program listing is available (see the File Viewer example.)

::method onView
expose viewDlg editCntrl
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fileName = editCntrl~getText

viewDlg = .Viewer~new( , "fileView.h", self, fileName)

if viewDlg~initCode = @ then do
self~disableControl(IDC_PB_VIEW)

viewDlg~create(30, 30, 170, 180, "Viewer", "MAXIMIZEBOX MINIMIZEBOX")
viewDlg~popUpAsChild(self, "HIDE", , IDI_DLG_APPICON)

-- The underlying Windows dialog has to be created before it can be maximized.
j = SysSleep(.1)

viewDlg~maximize
self~minimize
end

3.11.20. moveControl

DialogExtensions: :moveControl

>>--moveControl(--id--, --xP0S--, --yPOS--+------------ Fom ) ><
+-, -showOpt--+

3.11.21. resizeControl

DialogExtensions::resizeControl

>>--resizeControl(--id--, --width--,--height--+------------ ) e T ><
+-, -showOpt- -+

3.11.22. restore

>> - o r@StOrE- - - - m oo ><

The restore method restores a minimized or maximized dialog to its original position. This is the
identical to the user taking action to restore the dialog window. The programmer can use this method
to restore a dialog window that he previously minimized or maximized.

This is a convenience method. It is functionally equivalent to using the show method with the RESTORE
keyword.

Arguments:
The method takes no arguments.
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Return value:

0
Restoring was successful.
1
Restoring failed.
Example:

The following example checks if the parent dialog is minimized and, if it is, the restore method
is used to show the dialog in the size and position it was prior to being minimized. The complete
program listing for this code snippet is available (see the File Viewer example.)

::method cancel
expose parent
parent~enableControl(IDC_PB_VIEW)
if parent~isMinimized then parent~restore
return self~cancel:super

3.11.23. setControlColor

DialogExtensions::setControlColor

>>--setControlColor(--id--, --bk--+------- +--)----><

3.11.24. setControlFont

DialogExtensions::setControlFont

>>--setControlFont(--id--, --fonthandle--+----------- R e T T T T T T ><
+-.-redraw--+

3.11.25. setControlSysColor

DialogExtensions::setControlSysColor

>>--setControlSysColor(--id--, --bk--+-------+--)-><
+-,-fg--+

3.11.26. setControlText
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>>--setControlText(--id--,--text--)-------------- ><

The setControlText method sets the text of the specified dialog control to that specified.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control. May be numeric or symbolic.

text [required]
The new text for the dialog control.

Return value:

The return codes can be:
0

Success

-1
Error.

Remarks:
All windows can have text associated with them, although some times it is simply the empty string.
For different types of windows the text serves different purposes and is called various things. For

buttons the text is often called labels, for dialogs and main windows the text is often called the
window title.

Details:
Sets the .systemErrorCode.

3.11.27. setFocus

>>--setFocus(--hwnd--)-------------------~-------- ><

The setFocus method sets the input focus to a dialog control specified by hwnd and returns the
window handle of the control that previously had the focus.

Arguments:
The only argument is:
hwnd [required]
The window handle of the dialog control that is to receive the input focus.

Return value:

Returns the window handle of the dialog control that previously had the focus, or 0 if the focus was
changed but the previous focus could not be determined. If an error is detected, -1 is returned.
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Remarks:

If the hwnd argument is not the window handle of a dialog control in this dialog, the result is
unpredictable.

This method can not be used before the underlying dialog is created.

Details:
Raises syntax errors when incorrect usage is detected.

Sets the .systemErrorCode.

3.11.28. setFocusToWindow

>>--setFocusToWindow(--hwnd--)------------------- ><

The setFocusToWindow method moves the input focus to another top-level window or dialog. This has
the effect of bringing that window to the foreground. This method returns a handle to the dialog control
in this dialog that previously had the input focus.

Arguments:
The only argument is:
hwnd [required]
The window handle of the top-level window or dialog that is to receive the input focus.

Return value:

Returns the window handle of the dialog control that previously had the focus, or O if the focus was
changed but the previous focus could not be determined. If an error is detected, -1 is returned.

Remarks:

If the hwnd argument is not the window handle of a top-level window or a dialog, the result is
unpredictable.

This method can not be used before the underlying dialog is created.

Details:
Raises syntax errors when incorrect usage is detected.

Sets the .systemErrorCode.

3.11.29. setForegroundWindow

DialogExtensions: :setForegroundWindow

>>--setForegroundwindow(--hwnd--)---------------- ><
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3.11.30. setGroup

>>--setGroup(--id--+----------- ) e T T ><
+-wantStyle-+

Adds or removes the group style for the control specified.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control that will gain or lose the group style. May be numeric or
symbolic .

wantStyle [optional]
A boolean (.true or .false) to indicate whether the control should have or not have the group
style. True (the default) indicates the dialog control should have the group style and false
indicates the control should not have the style.

Return value:
Negative values indicate the function failed, positive values indicate success.
Less than -1
The value is the negated operating system error code.

-1
The resource 1D specified for the dialog control is not correct.

Greater than 0
The window style of the dialog control prior to adding or removing the group style.

Remarks:
The group style controls how the user can navigate through the dialog using the keyboard. For
most dialogs this does not change while the dialog is executing. However, in some dialogs the
programmer may want to change the navigation depending on the options the user selects.

The negative return values less than -1 are a hold over from a period prior to the introduction of
the .systemErrorCode. This method now sets the . systemErrorCode, making it easier to use
the .systemErrorCode value to look up the actual error.

Details:
Raises syntax errors when incorrect arguments, other than the resource ID, are detected.

Sets the .systemErrorCode.

3.11.31. setTabStop

>>--setTabStop(--id--, --+----------- R ><
+-wantStyle-+
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Add or remove the tabstop style for the specified control. When a control has the tabstop style, the
user can set the focus to the control by using the tab key. When a control does not have this style, the
tab key will skip over the control. Adding or removing this style during the execution of a dialog allows
the programmer to alter how the user navigates through the dialog controls.

Arguments:
The arguments are:
id
The resource ID of the dialog control that will gain or lose the tabstop style.

wantStyle
A boolean (.true or .false) to indicate whether the dialog control should have or not have the
tabstop style. True (the default) indicates the control should have the tabstop style and false
indicates the control should not have the style.

Return value:
Negative values indicate the function failed, non-negative values indicate success.
-4 or less
The value is the negated Operating System Error code. The absolute value of the return can
be used to look up the error reason in the Windows documentation.

-3
The second argument to the method is not a boolean.

-2
There is an (internal) problem with the dialog or the dialog handle.

-1
The resource ID of the control is not correct.

O or greater
The window style of the dialog control prior to adding or removing the tabstop style.

3.11.32. setWindowRect

DialogExtensions: :setWindowRect

Form 1:
>>--setWindowRect(--hwnd--, --rectangle--+--------- ) L L T T T T ><
+-,-opts--+
Form 2:
>>- -setWindowRect(--hwnd--, --pt--,--size--+--------- Fom ) ><
+-,-opts--+
Form 3:
>>--setWindowRect(--hwnd--,--X-,--y-,--CX-, --Cy--+--------- oo ))ecccccocccnccses ><

+-,-opts--+

Generic form:
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>>--setWindowRect(--hwnd--, --rectCoordinates--+--------- ) ><

+-,-0pts--+

3.11.33. setWindowText

>>--setWindowText (--hwnd--, --text--)------------- ><

Sets the text for the specified window.

Arguments:
The arguments are:
hwnd [required]
The window handle whose text is to be set.

text [required]
The text to set for the window. May be the empty string.

Return value:
Returns 0 on success, 1 on error

Remarks:

The meaning of the text of a window varies with the type of window. For a dialog or other top-level
window the text is the text of the title bar. For a button the text is the label, for an edit control the

text is the contents of the control.

Details

Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:

This example is from a dialog that displays the full path name of the file being edited in the title bar
of the dialog. The method checks the current tile of the dialog and if it does not match the file path

name passed in to it, it resets the title.

::method updateCaption private
use strict arg filePathName

hwnd = self~hwnd
titleBarText = self~getWindowText (hwnd)

if titleBarText~caselessCompare(filePathName) <> 0 then do

self~setWindowText (hwnd, filePathName)
end
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3.11.34. show

>>--show(--+-------- B R e Ty ><
+--opts--+

Sets the dialog window's show state.

Argument:
The single, optional, opts argument can be zero or one of the following keywords, case is not
significant:
NORMAL
Makes the dialog visible in its default position and window size. This has the effect of restoring
the dialog size and position if it is minimized or maximized. This is the default if the argument
is omitted.

DEFAULT
DEFAULT is an alias for NORMAL. The two keywords are functionally identical.

SHOWTOP
Makes the dialog visible and the topmost window. Note that the dialog size and position are
not restored if the dialog is minimized or maximized.

HIDE
Makes the dialog invisible.

MIN
Minimizes the dialog and activates the next window in the window order.

MAX
Maximizes, and makes visible if necessary, the dialog.

INACTIVE
Makes the dialog visible without changing the active window. When the NORMAL keyword is
used, the dialog is shown and becomes the active window. The INACTIVE keyword makes the
dialog visible without changing the focus from the current active window.

RESTORE
Makes the dialog visible and restores it to its original size and position if it was minimized or
maximized. An application should specify this flag when restoring a minimized window.

Remarks:
The show method is invoked automatically by the methods that run a dialog, execute, popup, etc..
Once the dialog is running this method can be used to hide, maximize, or otherwise change the
show state as described by the keywords. There are also a number of convenience methods that
do similar things, hide, display, minimize, restore, and so on.

The show method over-rides the show method of the Window class, which takes no arguments.
The primary purpose of the dialog object show method is to allow flexibility in how the dialog is
initially shown when it is run.
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Return value:
Returns true if the window was previously visible and false if the window was previously hidden.

Example:
The following statement makes the dialog invisible:

dlg~show("HIDE")

3.11.35. showControl

>>--showControl(--id--)---------cccccccccoooo ><

The showControl method makes the given dialog item reappear on the screen.

Arguments:
The only argument is:
id
The ID of the item

3.11.36. showControlFast

>>--showItemFast(--id--)-------------"-"---- ><

The showControlFast method shows an item without redrawing its area. It is the counterpart to the
hideControlFast method.

3.11.37. showWindow

>>- -showWindow(--hwnd--)------------------------- ><

The showWindow method shows the window or item again.

Arguments:
The only argument is:
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hwnd
The handle of a window or an item

3.11.38. showWindowFast

>>-showWindowFast(--hwnd--)---------cnooommmooon ><

The showWindowFast method is the counterpart to the hideWindowFast method.

3.11.39. tabToNext

>>--tabToNeXt-------------o oo ><

Sets the focus to the next tab stop dialog control in the dialog and returns the window handle of the
dialog control that currently has the focus.

Arguments:
This method has no arguments.

Return value:
On success, the window handle of the dialog control that previously had the focus. Otherwise, 0,
if the focus was changed, but the previous focus could not be determined. Returns -1 if an error is
detected.

Remarks:
This method can not be used before the underlying dialog is created.

This method performs the same action as if the user pressed the tab key in the dialog.

Although this method sets the .systemErrorcCode variable, there are no system errors that
would change it from 0.

Details
Raises syntax errors when incorrect usage is detected.

Sets the .systemErrorCode.

3.11.40. tabToPrevious

>>--tabToPrevious-------------------------------- ><
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Sets the focus to the previous tab stop dialog control in the dialog and returns the window handle of
the dialog control that currently has the focus.

Arguments:
This method has no arguments.

Return value:
On success, the window handle of the dialog control that previously had the focus. Otherwise, 0,
if the focus was changed, but the previous focus could not be determined. Returns -1 if an error is
detected.

Remarks:
This method can not be used before the underlying dialog is created.

This method performs the same action as if the user pressed the shift-tab key in the dialog.

Although this method sets the . systemErrorCode variable, there are no system errors that
would change it from 0.

Details
Raises syntax errors when incorrect usage is detected.

Sets the .systemErrorCode.

3.11.41. toTheTop

>>- -t0TheTop-------- - s m oo ><

The toTheTop method makes the dialog the topmost dialog.

Example:
The following example uses the toTheTop method to make the user aware of an alarm event.
The Message and Alarm classes are built-in classes of Object Rexx. See the Open Object Rexx:
Reference for further information.

abialog = .MyDialog~new
msg = .Message~new(aDialog, "Remind")
a = .Alarm~new("17:30:00", msg)

::class MyDialog subclass ResDialog

::method remind
self~setControlText (102, "Don&apos;t forget to go home!")
self~toTheTop
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3.11.42. FileViewer Example Program

The FileViewer program is a complete working program that uses many of the methods of the base
dialog. Portions of this program are presented as examples in the documentation for these methods.
The complete program is shown here as a reference to how the code snippets all fit together.

The documentation for the individual methods used in the program has additional commentary that will

help in understanding how the program works.

» new: This program uses a header file, fileView. h to define symbolic IDs for the dialog controls.
The name of the file is one of the arguments used to create a new instance of a dialog object. (As
in all Rexx classes, the arguments used in the new method are passed on to the init method of the
class.)

« execute: Two dialogs are created in the example. The first dialog allows the user to enter the name
of a file to view. Then the file itself is displayed in a second dialog. Each dialog uses a different
application icon. The execute method documentation has more detail on the application icon.

« InitDialog This method is called after the underlying Windows dialog has been created, but before
it is shown on the screen. In the viewer dialog the init method is over-ridden and the text of the
read-only multi-line edit control is set to the contents of the file. In both dialogs, this method is used
to get and save a reference to the edit control of the dialog.

» disableControl: When the user clicks the "View File" button, the button is disabled until the user is
finished viewing the file. When a button is disabled it can not be clicked by the user.

» enableControl: When the user closes the secondary viewer dialog, the "View File" button is enabled
so the user can choose to view another file.

» popupAsChild: The viewer dialog is executed using this method so that both dialogs run
independently, both dialogs stay enabled. The HIDE keyword is used for the show argument. This
creates the dialog as invisible and prevents unnecessary screen flicker.

« maximize: Note that there is a 100 millisecond sleep right before the maximize method is invoked.
This allows Windows to finish creating the dialog. The initDialog method will have already
finished executing and the contents of the file are loaded into the multi-line edit control. Then,
maximize resizes the dialog to take up the whole screen and shows it. The dialog appears on the
user's screen, with the file displayed, in one screen drawing. This reduces the flicker on the screen.

* minimize: When the viewer dialog is maximized, the main dialog is minimized to the task bar.

« initAutoDetection: Because the contents of the file are loaded into the multi-line edit control during
initDialog, auto detection must be turned off. Otherwise, after initDialog finishes executing,
auto detection would set the empty string as the text for the control. The program overrides this
method to turn auto detection off.

* noAutoDetection: Used in turning auto detection off.

» connectResize: When the viewer dialog is resized, the onSize method is invoked. The size of the
multi-line edit control is then changed so it completely takes up the client area of the dialog. (The
client area of a window is where all the child windows are drawn. In this case the edit control is the
only child window.) Since the dialog is not resizable by the user (it does not have a sizing border)
the only time the size can change is when the dialog is maximized, minimized, or restored.

 hideControl: The edit control in the viewer dialog is created invisible. Again, this helps reduce flicker.

» getControlHandle: The window handle of the edit control is obtained by this method ...
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getClientRect: ... then the size of the client area of the viewer dialog is obtained using this method.
Then ..

setWindowRect: ... the size and position of the edit control window is set to take up the entire
dialog's client area.

showControl: The showControl method is used to make the edit control visible when the dialog is
initially shown.

isMinimized: When the viewer dialog is closed, this method checks to see if the main dialog is still
minimized. Since the dialogs run independently the user may have already restored this dialog.

restore: If the main dialog is still minimized, then this method restores it to its normal position.

/* fileView.h Simple symbolic ID definitions */

#define IDD_DIALOG1 100
#define IDC_ST_TYPE 105
#define IDC_ENTRYLINE 106
#define IDC_MULTILINE 107
#define IDC_PB_VIEW 111

/* FileViewer.rex Simple Dialog to view files full screen */

dlg = .Fileview~new( , "fileView.h")

if dlg~initCode = 0 then do
dlg~createCenter (170, 90, "The File Viewer Dialog", "VISIBLE MAXIMIZEBOX MINIMIZEBOX")
dlg~execute("SHOWTOP", IDI_DLG_OOREXX)

end

-- End of entry point.
::requires "ooDialog.cls"

::class FileView subclass UserDialog inherit AdvancedControls
::method defineDialog

self~createStaticText(IDC_ST_TYPE, 10, 25, 150, 10, "", " Enter the name of a file to
view:")
self~createEdit (IDC_ENTRYLINE, 10, 35, 150, 10, "AUTOSCROLLH")

-- When the view button is pushed, another dialog will show the file.
self~createPushButton(IDC_PB_VIEW, 10, 55, 35, 15, "DEFAULT GROUP", "View File", onView)
self~createPushButton(IDOK, 130, 55, 35, 15, , "Quit")

::method initDialog
expose editCntrl
editCntrl = self~newEdit (IDC_ENTRYLINE)

::method onView
expose viewDlg editCntrl

fileName = editCntrl~getText

viewDlg = .Viewer~new( , "fileView.h", self, fileName)

if viewDlg~initCode = © then do
self~disableControl(IDC_PB_VIEW)

viewDlg~create(30, 30, 170, 180, "Viewer", "MAXIMIZEBOX MINIMIZEBOX")
viewDlg~popUpAsChild(self, "HIDE", , IDI_DLG_APPICON)

-- The underlying Windows dialog has to be created before it can be maximized.
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j = msSleep(100)

viewDlg~maximize
self~minimize
end

::class 'Viewer' subclass UserDialog inherit AdvancedControls

::method init

expose parent filename
use arg data, header, parent, fileName
forward class (super)

::method initAutoDetection

self~noAutoDetection

::method defineDialog

expose wasMinimized

wasMinimized = .false

style = "VSCROLL HSCROLL MULTILINE READONLY"
self~createEdit (IDC_MULTILINE, ©, 0, 170, 180, style,
self~connectResize("onSize")

::method initDialog

expose editControl fileName isHidden

self~hideControl(IDC_MULTILINE)
isHidden = .true

editControl = self~newEdit (IDC_MULTILINE)

fobj = .stream~new(fileName)

text = fObj~charin(1, fObj~chars)
fobj~close

if text == "" then text =" No file "

editControl~setText(text)

::method onSize

expose wasMinimized
use arg sizekEvent, sizeInfo

if sizeEvent = 1 then wasMinimized = .true

if sizeEvent = @ | sizeEvent = 2 then do
if \ wasMinimized then self~resizeEditControl
wasMinimized = .false

end

::method resizeEditControl

expose editControl isHidden

hwnd = self~getControlHandle(IDC_MULTILINE)
rect = self~clientRect

self~setWindowRect (hwWnd, rect)

if isHidden then do
self~showControl(IDC_MULTIINE)
isHidden = .false

end

::method cancel

expose parent
parent~enableControl(IDC_PB_VIEW)

if parent~isMinimized then parent~restore
return self~cancel:super

"CEntry")
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3.12. Bitmap Methods

The methods listed in this section deal with using bitmaps.

3.12.1. backgroundBitmap

>>--backgroundBitmap( - -bmpFilename--+------------- ) L T LT ><
+-,--"USEPAL" -+

The backgroundBitmap method sets a bitmap as the dialog's background picture.

Arguments:
The arguments are:
bmpFilename
The name of a bitmap file

option
Set the last argument to USEPAL if you want to use the color palette of the bitmap. See
installBitmapbutton for more information.

3.12.2. changeBitmapButton

DialogExtensions: :changeBitmapButton
>>--changeBitmapButton(--id--,--normal--+----------- R LR >
+-,-focused-+ +-,-selected-+

Soodfboccccccocooa doofboccocooas e R e R T TP P ><
+-,-disabled-+ +-,-style-+

3.12.3. dimBitmap

DialogExtensions: :dimBitmap

>>--dimBitmap(--id-, -bmp-, -cx-, -Cy--+--------- foofoccssssos foofoccssssos +--)---><
+-,-stepX-+ +-,-stepY-+ +-,-steps-+

3.12.4. displaceBitmap
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DialogExtensions::displaceBitmap

>>--displaceBitmap(--id--,--X--,--y--)----------- ><

3.12.5. drawBitmap

DialogExtensions::drawBitmap

>>--drawBitmap(--+------- +--,--id--+----- LTI P L fPocdbocccooos PooocoD
+--hwnd-+ +-,-X-+ -+-,-y-+ -+-,-bmpX-+ +-,-bmpY-+

Sectemenaaann Heoetmmm e e e ) ><
+-,-width-+ +-,-height-+

3.12.6. getBitmapPosition

DialogExtensions::getBitmapPosition

>>--getBitmapPosition(--id--,--pos--)------------ ><

3.12.7. getBitmapSize

DialogExtensions::getBitmapSize

>>--getBitmapSize(--id--)------------------------ ><

3.12.8. getBitmapSizeX

DialogExtensions::getBitmapSizeX

>>--getBitmapSizeX(--id--)----------------------- ><

3.12.9. getBitmapSizeY

DialogExtensions::getBitmapSizeY

>>--getBitmapSizeX(--id--)----------------------- ><
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3.12.10. getBmpDisplacement

DialogExtensions: :getBmpDisplacement

>>--getBmpDisplacement(--id--)------------------- ><

3.12.11. installAnimatedButton

DialogExtensions::installAnimatedButton

>>--installAnimatedButton(--id, --+-------+-+--------+- -bmpF-+--------+- -mX-, -mY-->
+-,-mth-+ +-,-cls--+ +-, -bmpT-+
Secteccaaaaaa Heoeteeam e +--,--delay---+-------- B R e ><
+-,-sizeX-+ +-,-sizeY-+ -,+-xNow-+ +-, -yNow-+

3.12.12. installBitmapButton

DialogExtensions::installBitmapbutton

>>--installBitmapButton(-id-+-------+-, -bDN--F----- -ttt - - o) 3K
+-,-mth-+ +-,-bF-+ +-,-bS-+ +-,-bD--+ +-, -opts-+

3.12.13. scroliBitmapFromTo

DialogExtensions::scrollBitmapFromTo
>>--scrollBitmapFromTo(--id--, --fromX--, --fromY--, --toX--,--toY---------------- >

Secteccaaaaana Heoeteeam e Heoeteeam e Foetecamae e aa R ><
+-,-stepX-+ +-,-stepY-+ +-,-delay-+ +-,-displace-+

3.12.14. scrollButton

DialogExtensions::scrollButton
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>>--scrollButton(--id--, --xPos--,--yPos--,--1ft--,--top--,--rght--, --bttm--)---><

3.12.15. setBitmapPosition

DialogExtensions::setBitmapPosition

Form 1:
>>--setBitmapPosition(--id--, --point--)---------- ><
Form 2:
>>--setBitmapPosition(--id--,--X--,--y--)--------><

Generic form:

>>--setBitmapPosition(--id--, --newPosition--)----><

3.12.16. tiledBackgroundBitmap

>>--tiledBackgroundBitmap( --bmpFilename--)------- ><

The tiledBackgroundBitmap method sets a bitmap as the background brush (Windows NT® only). If
the bitmap size is less than the size of the background, the bitmap is drawn repetitively.

Arguments:
The only argument is:
bmpFilename
The name of a bitmap file

3.13. Combo Box Methods

The following methods belong to combo boxes.

3.13.1. addComboEntry

>>--addComboEntry(--id--, --aString--)------------ ><
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The addComboEntry method adds a string to the list of a combo box. The new item becomes the last
one, if the list does not have the SORT flag set. In the case of a sorted list, the new item is inserted at
the proper position.

Arguments:
The arguments are:
id

The ID of a combo box.

aString
The data to be inserted as a new line.

Example:
The following example adds the new line, Another item, to the list of combo box 103:

MyDialog~addComboEntry (103, "Another item")

3.13.2. changeComboEntry

>>--changeComboEntry(--id--,--+-------+--, --aString--)------------------------- ><
+-index-+

The changeComboEntry method changes the value of a given entry in a combo box to a new string.

Arguments:
The arguments are:
id
The ID of the combo box

index
The index number of the item you want to replace. To retrieve the index, use the
findComboEntry or getCurrentCombolndex method (see page findComboEntry or
getCurrentCombolndex).

astring
The new text.

Example:

In the following example, method ChangeButtonPressed changes the currently selected line of
combo box 230 to the value in entry line 250:

::method ChangeButtonPressed
idx = self~GetCurrentComboEntry(230)
str self~getEditData(250)
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self~changeComboEntry (230, idx, str)

3.13.3. comboAddDirectory

>>--comboAddDirectory(--id--, --drvpath--, --fileAtrs--)---------- ><

The comboAddDirectory method adds all or selected file names in the given directory to the combo
box.

Arguments:
The arguments are:
id
The ID of the combo box.

drvpath
The drive, path, and name pattern.

fileAtrs
Specify the file attributes that the files must have in order to be added:
READWRITE
Normal read/write files (same as none).

READONLY
Files that have the read-only bit.

HIDDEN
Files that have the hidden bit.

SYSTEM
Files that have the system bit.

DIRECTORY
Files that have the directory bit.

ARCHIVE
Files that have the archive bit.

Example:
The following example fills the combo box list with the names of all read/write files with
extension .REX in the given directory:

MyDialog~comboAddDirectory (203, drive":\"path"\*.rex", "READWRITE")

3.13.4. comboDrop
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>>--comboDrop(--id--)---------------------------- ><

The comboDrop method deletes all items from the list of the given combo box.

Arguments:
The only argument is:
id
The ID of the combo box.

3.13.5. deleteComboEntry

>>--deleteComboEntry(--id--, --index--)----------- ><

The deleteComboEntry method deletes a string from the combo box.

Arguments:
The arguments are:
id
The ID of the combo box.

index
The line number of the item to be deleted. Use the findComboEntry method (see
findComboEntry) to retrieve the index of an item.

Example:
The following example shows a method that deletes the item that is passed to the method in the
form of a text string from combo box 203:

::method DeleteFromCombo
use arg delStr
idx = self~findComboEntry (203, delStr)
self~deleteComboEntry (203, idx)

3.13.6. findComboEntry

>>--findComboEntry(--id--, --aString--)----------- ><
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The findComboEntry method returns the index corresponding to a given text string in the combo box.

Arguments:
The arguments are:
id

The ID of the combo box

astring
The string of which you search the index in the combo box.

Example:
See deleteComboEntry for an example.

3.13.7. getComboEntry

>>--getComboEntry(--id--,--index--)-------------- ><

The getComboEntry method returns the string at index of the combo box.

Arguments:
The arguments are:
id

The ID of the combo box

index
The index of the list entry to be retrieved

Example:

if dlg~getComboEntry(203,5)="JOHN"
then ...

3.13.8. getComboltems

>>--getComboItems(--id--)------------------------ ><

The getComboltems method returns the number of items in the combo box.

Arguments:
The only argument is:
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id
The ID of the combo box

3.13.9. getCurrentCombolndex

>>--getCurrentComboIndex(--id--)----------------- ><

The getCurrentCombolndex method returns the index of the currently selected item within the list. See
getComboBoxData for information on how to retrieve the selected combo box item.

Arguments:
The only argument is:
id

The ID of the combo box.

Example:
The following example displays the line number of the currently selected combo box item within
entry line 240:

::class MyListDialog subclass UserDialog

::method init
self~Init:super
self~ConnectList (230, "ListSelected")

::method ListSelected
line = self~getCurrentComboIndex(230)
setEditData(240, line)

Method ListSelected is called each time the selected item within the combo box changes.

3.13.10. insertComboEntry

>>--insertComboEntry(--id--,--+-------+--, --string--)-------------------------- ><
+-index-+
The insertComboEntry method inserts a string into the list of a combo box.

Arguments:
The arguments are:
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id
The ID of the combo box.

index
The index (line number) where you want to insert the new item. If this argument is omitted, the
new item is inserted after the currently selected item.

string
The data string to be inserted.

Example:
This statement inserts The new third line after the second line into the list of combo box
103:

MyDialog~insertComboEntry (103, 2, "The new third line")

3.13.11. setCurrentCombolndex

>>--setCurrentComboIndex(--id--+---------- +--)---><
+-,--index-+

The setCurrentCombolndex method selects the item with the given index within the list. If called
without an index, all items in the list are deselected. See setComboBoxData for information on how to
select a combo box item using a data value.

Arguments:
The arguments are:
id
The ID of the combo box.

index
The index within the combo box.

3.14. Data Attribute Methods

3.14.1. Understanding Data Attributes

This section contains methods for working with data attributes. It contains methods to create a
connection between an underlying dialog control and an attribute of the Rexx dialog object, methods
for getting and setting the data, and methods to deal with automatic data detection. These data
attributes are used to reflect the values associated with the underlying dialog controls. For instance,
the value of an Edit control could be thought of as the text of the control.
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In order to better understand the data attribute methods, it is useful to first discuss this concept in
general. During the original development of ooDialog the abstraction used was that there were only
two objects. One was the Rexx dialog object and the other was the underlying system dialog that the
user sees on the screen. Dialog controls were not thought of as objects, but rather as the data of the
underlying dialog. In this abstraction, the value of the data was the state of the dialog control.

For instance, a radio button can be either checked or not checked. Therefore, its value could be

0 (not checked) or 1 (checked.) Thus the data of the radio button would be a 1 or a 0. Using this
abstraction of two objects, the Rexx dialog and the underlying on screen dialog, then leads to the idea
of exchanging, or transferring, the data between the two objects. Or, typically, getting and setting the
data of the underlying dialog. To facilitate this exchange of data, for each data item, (a dialog control,)
in the underlying dialog an attribute is added to the Rexx dialog object. This attribute is then used to
transfer data between the Rexx dialog object and the underlying dialog control. The value of each data
attribute is a single string which represents the state of the dialog control.

The operation of connecting a dialog control is the action of creating the attribute (the data attribute)
in the Rexx dialog object, and internally mapping the attribute to the specified dialog control in the
underlying dialog. The operation of seting data then becomes the action of setting the state of the
underlying dialog control to match the value of the corresponding attribute of the Rexx dialog object.
The operation of getting data becomes the action of setting the value of the attribute in the Rexx
dialog object to match the state of the corresponding dialog control in the underlying dialog.

The term automatic data field detection is used for this process of creating and connecting data
attributes. In addition to creating and connecting the data attributes, if automatic data field detection is
on, when the underling dialog is created, the state of its controls are automatically set to the values of
the data attributes. Likewise, when the dialog is closed, the values of the data attributes in the Rexx
dialog are set to the state of their correspondaing controls in the underlying dialog.

Automatic data detection is implemented in all three main classes of dialogs, the UserDialog,
ResDialog, and RcDialog, and of course their subclasses. Automatic data detection can be turned
on or off. By default it is on. The best way to turn automatic data field detection off for a single dialog
is to over-ride the initAutoDetection method in your subclass. The .application, an instance of the
ApplicationManager class, can be used to change the default to off for the entire program.

Some dialog controls are not considered to be data and therefore data attributes are not created

for those controls. (This is a quirk going back to the original implementation of of ooDialog.) The
non-data controls are those, in general, that the user would not change or update in a dialog. Push
buttons, group box and static controls are all considered non-data controls. There are no data attribute
methods for these controls.

When automatic data detection is turned off, the programmer can use the connnect data attriubte
methods to manually create and connect the data attribute for any control. However, with automatic
detection off, the ooDialog framework will not set the state of the dialog controls to match the values
of the connected attributes when the underlying dialog is created. Likewise, when the dialog ends the
connected attributes of the Rexx dialog object are not updated to the state of the dialog controls. But,
the programmer can use the setData and getData methods to do this herself.

The implementation of automatic data detection in the three main classes of dialogs is slightly different

in each class due to the differences in the classes:

UserDialog:
In a UserDialog the connnect data attriubte methods are called automatically from the create...
methods of the UserDialog. Each of the create... methods takes an optional argument that
allows the programmer to specify the data attribute name. If that argument is omitted, the attribute
name is automatically generated. This behavior is only when automatic data detection is on. When
it is off, no data connection is made, even if the attribute name is specified.

169



Chapter 3. The Dialog Object

RcDialog
A RcDialog is actually a subclass of the UserDialog. Therefore, when automatic data detection
is on, the connect... attribute methods are invoked automatically during the creation of each dialog
control. The difference is that there is no option to specify the attribute name, the name is always
generated automatically.

ResDialog
With a ResDialog the data connections are made after the underlying dialog is created. Internally,
the numeric resource ID and text of each control in the dialog is determined. Then, a data attribute
for each control is created and connected. Again, there is no way for the programmer to specify
the data attribute name, it is always automatically constructed.

Obviously, the data attribute itself can not be accessed until it is created. For each type of class this is
at a subtly different point in the life cycle of the dialog.

In summary: When automatic data field detection is on, the ooDialog framework automatically
creates an attribute in the dialog object for each dialog control in the underlying dialog. The attribute
is connected to the control through an internal mapping maintained by the framework. Once the
connection is made, it can be used to get or set the data of the control. The data of a control is a
string representation of the control's state. When each underlying dialog is created, the state of all
its controls is set to the value of its connected data attribute. When the underlying dialog is closed
by the user, the process is reversed. Each data attribute is updated to reflect the state of the dialog
control when the dialog was closed. For the most part, the name of the data attribute is generated
automatically by the framework. When automatic data field detection is off, none of this is done, but
there are methods the programmer can use to manually do the same things.

3.14.2. Data Attribute Names

Except when the programmer explicitly names the data attribute in one of the connnect data attriubte
methods, or one of the create... methods of the UserDialog, the data attribute names are generated
internally. Even when the name is explicitly specified by the programmer, if the name is not a valid
method name or is a duplicate method name, the attribute name is generated internally. The rules for
how the attribute names are generated can be a little difficult to grasp. The following list is intended to
be complete description of the rules in all circumstances.
connect... data attribute methods:
When the programmer uses one of the connnect data attriubte methods, the attribute name can be
omitted, or the name specified could not be valid. For these cases, the internally generated name
is created in this way:

If the name is omitted, then the name is created by prepending DATA with the resource 1D
argument. Recall that the resource ID argument can possibly be a symbolic ID. Example:

-- The attribute name will be DATA202
self~connectEdit(202)

-- The attribute name will be DATAIDC_EDIT_FNAME
self~connectEdit (IDC_EDIT_FNAME)

Whether the attribute name was specified or not, before the attribute is actually added to the
dialog object, the name is checked to see that it is a valid method name, that it is not the empty
string, and not a duplicate of an already existing method name in the dialog. When the check fails,
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the name is created by prepending DATA with the numeric value of the resource ID argument.
This is true even when the id argument is specified as a symbolic ID. Example:

self~constDir [IDC_EDIT_FNAME] = 344

-- The attribute name will be DATA202
self~connectEdit (202, "COPY")

-- The attribute name will be DATA344
self~connectEdit (IDC_EDIT_FNAME, 'FNAME+ADDRESSBOOK')

UserDialog create... methods:

In the typical UserDialog all controls are added to the dialog by using one of the create...
methods. This is similar to using one of the connect... methods. The attribute name argument
can be omitted, or the specified attribute name might not be valid. For these cases, the internally
generated name is created in this way:

If the name is omitted, and the dialog control is not a check box or radio button, then the name is
created by prepending DATA with the numeric value of the resource ID argument. Example:

self~constDir [IDC_EDIT_FNAME] = 344

-- The attribute name will be DATA344
self~createEdit (344, 10, 10, 1600, 12, "AUTOSCROLLH MULTILINE")

-- The attribute name will be DATA344
self~createEdit (IDC_EDIT_FNAME, 10, 10, 100, 12, "AUTOSCROLLH MULTILINE")

If the name is omitted and the dialog control is a check box or radio button, then the name is
created from the text of the label of the button. First all spaces, ampersands, and colons, if any,
are removed from the label. The result is used for the attribute name. Examples:

self~constDir [IDC_CHK_LN] = 200
self~constDir [IDC_CHK_MAIL] = 201
self~constDir [IDC_CHK_RECEIPT] = 202

-- The attribute name will be USELASTNAME
self~createCheckBox(IDC_CHK LN, 10, 10, 80, 12, "GROUP", "&Use last name")

-- The attribute name will be MAILITEM
self~createCheckBox(IDC_CHK_MAIL, 10, 27, 80, 12, "RBUTTON RIGHT", "Mail item:")

-- The attribute name will be RECEIPT

self~createCheckBox(IDC_CHK_RECEIPT, 10, 45, 80, 12, , "Receipt")

Whether the attribute name was specified or generated by the framework, the name is always
checked to see if it is the empty string, not a valid method name, or a duplicate of an already
existing method name in the dialog. When the check fails, then the name is created by prepending
DATA with the numeric value of the resource ID argument. This is true even when the id argument
is specified as a symbolic ID. Examples:
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self~constDir [IDC_EDIT_CLASS] = 344
self~constDir [IDC_CHK_DEFAULTNAME] = 201
self~constDir [IDC_CHK_COPY] = 202

-- The attribute name will be DATA344 (CLASS is an existing method name.)
self~createEdit (IDC_EDIT_CLASS, 10, 10, 100, 12, "AUTOSCROLLH MULTILINE", "Class")

-- The attribute name will be DATA201 (defaultName is an existing method name.)
self~createCheckBox(IDC_CHK_DEFAULTNAME, 10, 27, 80, 12, , "Default Name")

-- The attribute name will be DATA202
self~createCheckBox(IDC_CHK_COPY, 10, 45, 80, 12, , "&Copy")

ResDialog:

For a ResDialog, the attribute names are always generated by the ooDialog framework, there
is no way for the programmer to specify the name. When the underlying dialog is created, the
numeric resource 1D and the text of all the dialog controls is collected. For each control, the data
attribute is created using the text of the control.

Note this important detail: every dialog control can have text associated with it when compiled
from a resource script. Although for many controls, text is not usually associated with them, it is
always possible that they do have text.

The text of the control has all spaces, ampersands, and colons removed. The result is checked
as usual. If it is the empty string, or not a valid method name, or a duplicate of an existing method
name, then the attribute name is changed to DATA prepended to the resource ID. The attribute
name then follows the pattern(s) already seen. Examples:

-- For an edit control with resource ID 344 and no associated text:
DATA344

-- For a check box with resource ID 400 and a label of "Compile":
COMPILE

-- For a radio button with resource ID 200 and a label of "&Copy":
DATA200

-- For a tree view with resource 320 and text associated of "C: Drive"
CDRIVE

-- Same tree view with no text assoicate, (the usual case):
DATA320

-- etc..

RcDialog:

Although a ReDialog is actually a subclass of a UserDialog and the dialog controls are added
to the dialog template through the create... methods, the generated attribute names have a
different pattern. If the resource ID of the control in the resource script file is a symbolic ID, then
the attribute name will be the symbolic ID. On the other hand, if the resource ID is numeric in the
resource script file, then the attribute name will be DATA prepended to the numeric ID. Example:
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-- For this resource script file:

//

// Dialog resources

//

LANGUAGE LANG_NEUTRAL, SUBLANG_NEUTRAL

IDD_DIALOG1 DIALOGEX 0, 0, 237, 131

STYLE DS_MODALFRAME | WS_VISIBLE | WS_BORDER | WS_CAPTION | WS_DLGFRAME | WS_SYSMENU
CAPTION "Dialog"

FONT 8, "MS Shell Dlg 2", 400, 0, 1

{
EDITTEXT 1003, 27, 22, 116, 47, WS_GROUP | ES_AUTOHSCROLL | ES_MULTILINE
EDITTEXT IDC_EDIT2, 27, 84, 116, 12, ES_AUTOHSCROLL
AUTOCHECKBOX "Hello There", IDC_CHK_TEST, 27, 109, 52, 10
DEFPUSHBUTTON  "OK", IDOK, 125, 107, 50, 14
PUSHBUTTON "Cancel", IDCANCEL, 177, 107, 50, 14
LTEXT "Just a test of a static control", IDC_ST_TEST, 163, 28, 54, 24,
SS_LEFT
1
-- The attribute names will be:
DATA1003
IDC_EDIT2

IDC_CHK_TEST

However, as always, the attribute name is checked to be a valid method name, not the empty
string, and not a duplicate of an existing method name. If the resource script file is valid, it can not
be the empty string. Usually, programmers do not name their symbolic IDs in a fashion that would
conflict with an existing method name, but there is no reason why they could not. If the check fails,
then the attribute name will once again be DATA prepended to the numeric value of the resource
ID. Example:

-- For this resource script file:
#define COPY 1004

//

// Dialog resources

//

LANGUAGE LANG_NEUTRAL, SUBLANG_NEUTRAL

IDD_DIALOG1 DIALOGEX 0, 0, 237, 131

STYLE DS_MODALFRAME | WS_VISIBLE | WS_BORDER | WS_CAPTION | WS_DLGFRAME | WS_SYSMENU
CAPTION "Dialog"

FONT 8, "MS Shell Dlg 2", 460, 0, 1

{
EDITTEXT 1003, 27, 22, 116, 47, WS_GROUP | ES_AUTOHSCROLL | ES_MULTILINE
EDITTEXT IDC_EDIT2, 27, 84, 116, 12, ES_AUTOHSCROLL
AUTOCHECKBOX "Hello There", COPY, 27, 109, 52, 10
DEFPUSHBUTTON  "OK", IDOK, 125, 107, 50, 14
PUSHBUTTON "Cancel", IDCANCEL, 177, 107, 50, 14
LTEXT "Just a test of a static control", IDC_ST_TEST, 163, 28, 54, 24,
SS_LEFT
1
-- The attribute names will be:
DATA1003
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IDC_EDIT2
DATA1004

3.14.3. Problems with Data Attributes

In the author's mind, there are a number of problems with the whole data attribute concept. In no
particular oder, some of them are brought up here.

The abstraction that there are only two objects, the Rexx dialog object and the underlying operating
system dialog, is a little outdated. In this abstraction, the state of a dialog control must be transferred
back and forth through the dialog object. In addition, the original users of the abstraction believed

the data of a dialog control could only be represented by a single string. The abstraction works
somewhat for simple controls like a check box, a radio button, or an edit control. However it quickly
starts to break down with more complex controls like tree views and list views. Indeed, when the more
complicated controls were added to ooDialog, there were no get and set data methods implemented
for them. There is no getTreeViewData or setListViewData methods.

A more flexible abstraction is that everything is an object, that all the dialog controls are objects. In this
abstraction, the state of a dialog control is set or queried directly through methods of the dialog control
object. Current development in ooDialog is done using this abstraction.

Presumably the automatic data field detection was done to make things easier for the Rexx
programmer. However, the whole process is actually quite confusing. The data attributes themselves
are not visible in the program, which often makes it difficult to read and understand a program. When
the attribute names are generated automatically, it is often quite difficult to know exactly what the
name is.

With auto detection on, the states of the dialog controls are set to the data (values) of the
corresponding data attributes. This is done after initDialog is invoked. The consequence of this is that,
if the programmer explicitly sets the state of the dialog controls in the initDialog() method, the ooDialog
framwork will then reset the state of all the dialog controls afterwards. This can be disconcerting to the
programmer if automatic data field detection is not understood.

3.14.4. autoDetection

>>--autoDetection---------------ooooooooooo ><

When the autoDetection method is invoked, it switches on Section 3.14.1, “Understanding Data
Attributes” [169].

Arguments:
This method has no arguments.

Return value:
This method does not return anything.
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3.14.5. Connect Data Attribute Methods

The methods in this section are used to manually create and connect a data attribute. Their purpose is
to manually do what is done when automatic data field detection is on. They should only be used when
automatic detection is off.

3.14.5.1. connectCheckBox

>>--connctChectBox(--id--+------------------- LR e ><
+-,--attributeName--+

The connectCheckBox method connects a check box in the underlying dialog, through its resource ID,
to a newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the check box control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is automatically/>.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)

Remarks:
The attribute has to be synchronized with the check box control manually. This can be
done globally with the setData and getData methods. For a finer grain of control use the
setCheckBoxData or getCheckBoxData methods. The setDataAttribute or getDataAttribute
methods could also be used.

The data of a check CheckBox is defined to be its check state. For normal check boxes this is O
for not checked and 1 for checked. Three-state check boxes have the additional indeterminate
state. The value for the indeterminate state is 2.

The connectCheckBox method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The example for the connectEdit method demonstrates all the pertinent steps to manually connect
and use a data attribute for a dialog control. Simply substitute a check box for the edit control.
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3.14.5.2. connectComboBox

>>--connectComboBox(--id--+------------------ LR e ><
+-, -attributeName- -+

The connectComboBox method creates a data attribute in the Rexx dialog object and connectsitto a
combo box control in the underlying dialog using its resource id.

Arguments:
id [required]
The resource ID of the combo box control to be connected. Can be numeric or symbolic.

attributeName [optional]

The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)

Remarks:
The attribute has to be synchronized with the combo box control manually. This can be
done globally with the setData and getData methods. For a finer grain of control use the
setComboBoxData or getComboBoxData) methods. The setDataAttribute or getDataAttribute
methods can also be used.

The data of a combo ComboBox is defined to be the text in the selection field or the selected
combo box item.

The connectComboBox should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The example for the connectEdit method demonstrates all the pertinent steps to manually connect
and use a data attribute for a dialog control. Simply substitute a combo box for the edit control.

3.14.5.3. connectDateTimePicker

>>--connectDateTimePicker(--id--+------------------ LT EE T ><
+-, --attributeName-+
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The connectDateTimePicker method connects a date time picker control in the underlying dialog,
through its resource ID, to a newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the date time picker control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
The data attribute was created but it was not connected. (The data connection table is full.)
Remarks:

The attribute has to be synchronized with the date time control manually. This can be
done globally with the setData and getData methods. For a finer grain of control use the
setDataAttribute or getDataAttribute methods.

The data of a date time DateTimePicker is defined to be a DateTime object that represents it
currently selected date and time.

The connectDate TimePicker method should only be used when Section 3.14.1, “Understanding
Data Attributes” [169] is off.

Example:
The example for the connectEdit method demonstrates all the pertinent steps to manually connect
and use a data attribute for a dialog control. Simply substitute a date time picker for the edit
control.

3.14.5.4. connectEdit

>>--connectEdit(--id--+------------------ +--)----><
+-,--attributeName-+

The connectEdit method creates a new data attribute attribute in the Rexx dialog object and connects
it to the underlying edit control using its resource id.

Arguments:
The arguments are:
id [required]
The resource ID of the edit control to be connected. Can be numeric or symbolic.
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attributeName [optional]

The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:

The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
The data attribute was created but it was not connected. (The data connection table is full.)
Remarks:

The attribute has to be synchronized with the edit control manually. This can be done globally with
the setData and getData methods. For a finer grain of control use the setEditData or getEditData
methods. The setDataAttribute or getDataAttribute methods can also be used.

The data of an edit control is defined to be the text entered in the control. If there is no text, the
data is the empty string.

The connectEdit should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:

In the following example, the edit control with symbolic resource ID IDC_EDIT is connected to

the Rexx dialog object's NAME attribute. The connection process creates the data attribute. The
string: Put your name here is assigned to the newly created data attribute. When the dialog is
executed, the underlying edit control is manually synchronized with the attribute. This has the
effect of setting the text of the edit control to the value of the attribute, which is the string, Put your
name here.

When the dialog is closed by the user with an ok command, the data attribute is manually
synchronized with the state of the edit control. The state of an edit control is defined to be the

text within the control. This synchronization has the effect of copying whatever text is in the edit
control to the data attribute. Then, when the dialog has terminated, the name the user entered is
displayed. (Of course the user may not have entered her name. What is displayed is whatever the
text in the edit control was when the dialog was closed.)

dlg = .NameDlg~new("nameExample.dll", IDD_DIALOG1l, , "nameExample.h" )

if dlg~initCode == @ then do
dlg~noAutoDetection
dlg~connectEdit (IDC_EDIT, "NAME")
dlg~name = "Put your name here"

ret = dlg~execute("SHOWTOP", IDI_DLG_OOREXX)

if ret == 1 then say "The user's name is:" dlg~name
else say "The user canceled."
end
return 0
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::requires "ooDialog.cls"
::class 'NameDlg' subclass ResDialog

::method initDialog
self~setDataAttribute("NAME")

::method ok
self~getDataAttribute("NAME")
self~ok:super

3.14.5.5. connectListBox

>>--connectListBox(--id--+------------------- Fom)-mm e ><
+-,--attributeName--+

The connectListBox method uses the resource ID of the control to connect a list box in the underlying
dialog to a newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the list box to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)

Remarks:
The attribute has to be synchronized with the list box manually. This can be done globally with
the setData and getData methods. For a finer grain of control use the setListBoxData or the
getListBoxData. The setDataAttribute or getDataAttribute methods could also be used.

The data of a single-selection ListBox is defined to be text of the selected item in the list box.

The data of a multi-selection ListBox is defined to be a string containing the item numbers of
its selected items, separated by a blank. For a multi-selection list box the string could contain
any number of list items depending on what the user has selected, (for getting data,) or what the
programmer is setting to be selected, (for setting data.)
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Exa

The connectListBox method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

mple Single Selection:

This example shows how to use the connectListBox method with a single-selection list box. It is
very similar to the example for the connectEdit method. The code can be copied and pasted into

the appropriate files to create a working example.

/* singleSelection.rex */

dlg = .SingleSelectionDlg~new("singleSelection.rc", IDD_SINGLE_SELECTION_DLG,
"singleSelection.h" )
if dlg~initCode == @ then do

dlg~noAutoDetection

dlg~connectListBox(IDC_LB_STATES, "LISTBOX")

dlg~listBox = "California"

ret = dlg~execute("SHOWTOP", IDI_DLG_OOREXX)

if ret == 1 then say "The user's home state is:" dlg~listBox
else say "The user canceled."
end
return 0

::requires "ooDialog.cls"
::class 'SingleSelectionDlg' subclass RcDialog
::method initDialog

states = self~getStateArray
listBox = self~newListBox(IDC_LB_STATES)

do state over states
listBox~add(state)
end
self~setDataAttribute("LISTBOX")
::method ok
self~getDataAttribute("LISTBOX")
self~ok:super

::method getStateArray private

a = .array~of(...)
return a

/* End of singleSelection.rex */

/* Place this code in a file named "singleSelection.h" */

#ifndef IDC_STATIC
#define IDC_STATIC (-1)

#endif
#define IDD_SINGLE_SELECTION_DLG 100
#define IDC_LB_STATES 1003

’
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/* Place this code in a file called singleSelection.rc. Two lines will wrap below:
* The line that begins "STYLE DS_3DLOOK" is all one line until the line that
* begins with "CAPTION" Likewise the "LISTBOX" line is all one line until the
* "DEFPUSHBUTTON" line. These lines will need to be fixed after the copy and
* paste.

#include <windows.h>
#include "singleSelection.h"

LANGUAGE 0, SUBLANG_NEUTRAL
IDD_SINGLE_SELECTION_DLG DIALOG 0, O, 186, 148
STYLE DS_3DLOOK | DS_CENTER | DS_MODALFRAME | DS_FIXEDSYS | WS_VISIBLE | WS_BORDER |
WS_CAPTION | WS_DLGFRAME | WS_POPUP | WS_SYSMENU
CAPTION "Home State"
FONT 8, "Ms Shell Dlg 2"
{
CTEXT "Select Your Home State", IDC_STATIC, 29, 12, 127, 11, SS_CENTER
LISTBOX IDC_LB_STATES, 25, 31, 137, 84, WS_TABSTOP | WS_VSCROLL |
LBS_NOINTEGRALHEIGHT | LBS_SORT | LBS_NOTIFY
DEFPUSHBUTTON  "OK", IDOK, 71, 124, 50, 14
PUSHBUTTON "Cancel", IDCANCEL, 126, 124, 50, 14

}

/* Use this code to replace the .array~of(...) statement in the Rexx program. */
a = .array~of( -

"Alabama", -
"Alaska", -
"American Samoa", -
"Arizona",
"Arkansas", -
"California", -
"Colorado", -
"Connecticut", -
"Delaware", -
"District of Columbia", -
"Florida", -
"Georgia", -
"Guam",
"Hawaii", -
"Idaho", -
"Illinois", -
"Indiana", -
"IOWa", _
"Kansas", -
"Kentucky", -
"Louisiana", -
"Maine", -
"Maryland", -
"Massachusetts", -
"Michigan", -
"Minnesota", -
"Mississippi", -
"Missouri", -
"Montana", -
"Nebraska", -
"Nevada", -
"New Hampshire", -
"New Jersey", -
"New Mexico", -
"New York", -
"North Carolina", -
"North Dakota", -
"Northern Marianas Islands", -
I'OhiO", _
"Oklahoma", -
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"Oregon", -
"Pennsylvania", -
"Puerto Rico", -
"Rhode Island", -
"South Carolina", -
"South Dakota", -
"Tennessee", -
"Texas", -

"Utah", _
"Vermont", -
"Virginia", -
"Virgin Islands", -
"Washington", -
"West Virginia", -
"Wisconsin", -
"Wyoming")

Example Mulit Selection:
This example shows how to use the connectListBox method with a multi-selection list box. It is
also very similar to the example for the connectEdit method.

/* multiSelection.rex */

dlg = .MultiSelectionDlg~new("multiSelection.rc", IDD_MULTI_SELECTION_DLG, ,
"multiSelection.h" )
if dlg~initCode == @ then do

dlg~noAutoDetection

dlg~connectListBox(IDC_LB_STATES, "LISTBOX")

dlg~listBox = "4 6 7 49"

ret = dlg~execute("SHOWTOP", IDI_DLG_OOREXX)
if ret == 1 then do
indexes = dlg~listBox~makeArray(" ")

states = getStateArray()

say "The user has visited these states:"
do index over indexes

say " " states[index]

end

end

else do
say "The user canceled."

end

end
return 0

:requires "ooDialog.cls"
::class 'MultiSelectionDlg' subclass RcDialog
::method initDialog

states = getStateArray()
listBox = self~newListBox(IDC_LB_STATES)

do state over states
listBox~add(state)
end

182



Connect Data Attribute Methods

self~setDataAttribute("LISTBOX")

:method ok
self~getDataAttribute("LISTBOX")
self~ok:super

r:routine getStateArray public
a = .array~of(...)
return a

/* Place this code in a file called multiSelection.rc. Two lines will wrap below:
* The line that begins "STYLE DS_3DLOOK" is all one line until the line that
* begins with "CAPTION" Likewise the "LISTBOX" line is all one line until the
* "DEFPUSHBUTTON" line. These lines will need to be fixed after the copy and
* paste.
*/

#include <windows.h>
#include "multiSelection.h"

LANGUAGE 0, SUBLANG_NEUTRAL
IDD_MULTI_SELECTION_DLG DIALOG O, 0, 186, 148

STYLE DS_3DLOOK | DS_CENTER | DS_MODALFRAME | DS_FIXEDSYS | WS_VISIBLE | WS_BORDER |
WS_CAPTION | WS_DLGFRAME | WS_POPUP | WS_SYSMENU

CAPTION "Visted States"

FONT 8, "Ms Shell Dlg 2"

{

CTEXT "Select the states you've visited", IDC_STATIC, 29, 12, 127, 11,
SS_CENTER

LISTBOX IDC_LB_STATES, 25, 31, 137, 84, WS_TABSTOP | WS_VSCROLL |

LBS_MULTIPLESEL | LBS_NOINTEGRALHEIGHT | LBS_SORT | LBS_NOTIFY
DEFPUSHBUTTON  "OK", IDOK, 71, 124, 50, 14
PUSHBUTTON "Cancel", IDCANCEL, 126, 124, 50, 14

/* Place this code in a file called multiSelection.h */

/* Use this code to replace the .array~of(...) statement in the Rexx program. */
a = .array~of( -

"Alabama", -
"Alaska", -
"American Samoa", -
"Arizona", -
"Arkansas", -
"California", -
"Colorado", -
"Connecticut", -
"Delaware", -
"District of Columbia", -
"Florida", -
"Georgia", -
"Guam", -
"Hawaii",
"Idaho", -
"Illinois", -
"Indiana", -
"IOWa", _
"Kansas", -
"Kentucky", -
"Louisiana", -
"Maine", -
"Maryland", -
"Massachusetts", -
"Michigan", -
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"Minnesota", -
"Mississippi", -
"Missouri", -
"Montana",
"Nebraska", -
"Nevada", -

"New Hampshire", -
"New Jersey", -
"New Mexico", -
"New York", -
"North Carolina", -
"North Dakota", -
"Northern Marianas Islands", -
"Ohio", -
"Oklahoma", -
"Oregon", -
"Pennsylvania", -
"Puerto Rico", -
"Rhode Island", -
"South Carolina", -
"South Dakota", -
"Tennessee",
"Texas", -

"Utah", _
"Vermont", -
"Virginia", -
"Virgin Islands", -
"Washington", -
"West Virginia", -
"Wisconsin", -
"Wyoming")

3.14.5.6. connectListView

>>--connectListView(--id--+------------------ LR e ><
+-,--attributeName-+

The connectListView method connects a list view in the underlying dialog, through its resource ID, to a
newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the list view control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.
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0
No error.
1
The data attribute was created but it was not connected. (The data connection table is full.)
Remarks:

The attribute has to be synchronized with the list view control manually. This can be done globally
with the setData and getData methods. For a finer grain of control use the setDataAttribute or
getDataAttribute methods.

The data of a list ListView is defined to be a string containing the blank seperated index(es) of its
selected item(s).

The connectCheckBox method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The examplel> for the connectEdit method demonstrates all the pertinent steps to manually
connect and use a data attribute for a dialog control. Simply substitute a list view for the edit
control.

3.14.5.7. connectMonthCalendar

>>--connectMonthCalendar (--id--+------------------ ) ><
+-,--attributeName-+

The connectMonthCalendar method connects a month calendar control in the underlying dialog,
through its resource ID, to a newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the month calendar control to be connected. Can be numeric or symbolic.

attributeName [optional]

The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:

The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)
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Remarks:
The attribute has to be synchronized with the month calendar control manually. This can
be done globally with the setData and getData methods. For a finer grain of control use the
setDataAttribute or getDataAttribute methods.

The data of a MonthCalendar is defined to be a DateTime object that specifies the selected date
in the month calendar control.

The connectMonthCalendar method should only be used when Section 3.14.1, “Understanding
Data Attributes” [169] is off.

Example:
The example/> for the connectEdit method demonstrates all the pertinent steps to manually
connect and use a data attribute for a dialog control. Simply substitute a month calendar control
for the edit control.

3.14.5.8. connectRadioButton

>>--connectRadioButton(--id--+------------------- S JEEE SR ><
+-,--attributeName--+

The connectRadioButton method uses the resource id of a radio button control to connect the control
in the underlying dialog to a newly created dataattribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the radio button control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
The data attribute was created but it was not connected. (The data connection table is full.)
Remarks:

The attribute has to be synchronized with the radio button control manually. This can be

done globally with the setData and getData methods. For a finer grain of control use the
setRadioButtonData or getRadioButtonData methods. The setDataAttribute or getDataAttribute
methods can also be used.

186



Connect Data Attribute Methods

The data of a RadioButton is defined to be the its check state. This is 0 for not checked and 1 for
checked.

The connectRadioButton method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The examplel> for the connectEdit method demonstrates all the pertinent steps to manually
connect and use a data attribute for a dialog control. Simply substitute a radio button control for
the edit control.

3.14.5.9. connectTab

>>--connectTab(--id--+------------------ +--)----- ><
+-,--attributeName-+

The connectTab method uses the resource id of a tab control to connect the control in the underlying
dialog to a newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the tab control to be connected. Can be numeric or symbolic.

attributeName [optional]

The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)

Remarks:
The attribute has to be synchronized with the tab control manually. This can be done globally
with the setData and getData methods. For a finer grain of control use the setDataAttribute
orgetDataAttribute methods.

The data of a Tab control is defined to the text of its currently selected tab.

The connectTab method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.
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Example:
The example for the connectEdit method demonstrates all the pertinent steps to manually connect
and use a data attribute for a dialog control. Simply substitute a tab control for the edit control.

3.14.5.10. connectTrackBar

>>--connectTrackBar(--id--+------------------ Fo- ) - ><
+-,--attributeName-+

The connectTrackBar method uses the resource id of a trackbar control to connect the control in the
underlying dialog to a newly created data attribute in the Rexx dialog object.

Arguments:
The arguments are:
id [required]
The resource ID of the trackbar control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)

Remarks:
The attribute has to be synchronized with the trackbar control manually. This can be done globally
with the setData and getData methods. For a finer grain of control use the setDataAttribute or
getDataAttribute methods.

The data of a Tab control is defined to be the current logical position of the slider in the trackbar.

The connectTab method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The example for the connectEdit method demonstrates all the pertinent steps to manually connect
and use a data attribute for a dialog control. Simply substitute a trackbar control for the edit
control.

3.14.5.11. connectTreeView
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>>--connectTreeView(--id--+------------------ LR R ><
+-,--attributeName-+

The connectTreeView method creates a data attribute in the Rexx dialog object and connects it to a
tree view control in the underlying dialog using its resource id.

Arguments:
id [required]
The resource ID of the tree view control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
The data attribute was created but it was not connected. (The data connection table is full.)
Remarks:

The attribute has to be synchronized with the tree view control manually. This can be
done globally with the setData and getData methods. For a finer grain of control use the
setDataAttribute or getDataAttribute methods.

The data of a tree TreeView is defined to be the text of the selected tree view item.

The connectTreeview should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The example/> for the connectEdit method demonstrates all the pertinent steps to manually
connect and use a data attribute for a dialog control. Simply substitute a tree view for the edit
control.

3.14.5.12. connectUpDown

>>--connectUpDown(--id--+------------------ +--)--><
+-,--attributeName-+

The connectUpDown method connects an up down control in the underlying dialog, through its
resource 1D, to a newly created data attribute in the Rexx dialog object.
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Arguments:
The arguments are:
id [required]
The resource ID of the up down control to be connected. Can be numeric or symbolic.

attributeName [optional]
The name of the data attribute to be created. If this argument is omitted or invalid, the attribute
name is generated automatically.

Return value:
The possible return codes are:
-1
A symbolic ID was used and it could not be resolved.

No error.

The data attribute was created but it was not connected. (The data connection table is full.)

Remarks:

The attribute has to be synchronized with the up down control manually. This can be done globally
with the setData and getData methods. For a finer grain of control use the setDataAttribute or
getDataAttribute methods.

The data of a up UpDown control is defined to be the value of its current position.

The connectUpDown method should only be used when Section 3.14.1, “Understanding Data
Attributes” [169] is off.

Example:
The example for the connectEdit method demonstrates all the pertinent steps to manually connect
and use a data attribute for a dialog control. Simply substitute an up down control for the edit
control.

3.14.6. getCheckBoxData

>>--getCheckBoxData(--id--)---------------------- ><

The getCheckBoxData method gets the data attribute of a check box.

Arguments:
The only argument is:
id
The resource ID of the check box. May be numeric or symbolic.

Return value:
The data of a check box is considered to be whether it is checked or not. If the check box is
checked the return is 1 and if unchecked the return is 0.
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Remarks:
The check box should have been previously connected to a data attribute. If it has not, or if the
resource ID is not the ID of a check box, the results are unpredictable.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.7. getComboBoxData

>>--getComboBoxData(--id--)---------------------- ><

The getComboBoxData method gets the data attribute of a combo box.

Arguments:
The only argument is:
id [required]
The resource ID of the combo box. May be numeric or symbolic.

Return value:
The data of a combo box is considered to be the text of the selection field in the combo
ComboBox. The current text in the selection field is returned, which may be the empty string if
there is no text in the selection field.

Remarks:
The combo box should have been previously connected to a data attribute. If it has nOt, or if the
resource ID is not the ID of a combo box, the results are unpredictable.

For drop down list combo boxes, the text in the selection field is the same as the text of the current
selection. The text returned may still be the empty string if there is no current selection.

However, for simple and drop down combo boxes things are not so simple. The text in the
selection field could be text the user typed in and there may be no current selection. Or, for these
types of combo boxes, there might be a current selection, but the user may have edited the text in
the selection field so that it no longer matches the text of the current selection.

To get the index of the current selection, use the getCurrentCombolndex method.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.8. getControlData

>>--getControlData(--id--)----------ccccucuuuuonn-o ><

191



Chapter 3. The Dialog Object

The getControlData method gets the data attribute of a dialog control, regardless of the type of the
control. The control should have been previously connected to a data attribute.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control. May be symbolic or numeric.

Return Value:
The return will be the value of the control data. This is dependent on the type of the control. For an
edit control it will be the text entered in the control, for a radio button it will be 0 or 1, depending on
if the radio button is unchecked or checked, for a tree view it will be the text of the selected item in
the tree, etc.. The defined value for the data of any dialog control is documented in the connnect
data attriubte method for the control.

Remarks:
If the control has not been previously connected to a data attribute, the implementation of this
method assumes the control is an edit control and returns the text of the control. Since all windows
have text value, which may be the empty string, this is okay. However this is not the intent of this
method. The method is intended to only be used with controls connected to a data attribute.

It appears that the original intent of this method was to be used for controls such as tree
views, list views, tabs, etc.. When these controls were added to ooDialog, no corresponding
getTreeViewData(), getProgressBarData(), etc., methods were implemented. The generic
getControlData() method works for all connected controls, but it works best if the programmer
knows the type of control.

A better method to use, if the programmer is insistent on thinking in terms of data attributes, is
probably to use the data method of the dialog control object.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.9. getData

0 et D) A e e LG ><

The getData method sets the Rexx dialog data attribute values to the state of the underlying,
connected, dialog controls.

Arguments:
There are no arguments for this method.

Return value:
0 on success or 1 on error.

Remarks
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.
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Details

This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
The following example continues the setData example:

dialog~connectEdit (102, "EDIT_1")
dialog~connectCheckBox (201, )
dialog~ConnectListbox (203, "LISTBOX_DAYS")

/* process the dialog */

dialog~getData /* set data attributes to the state of the dialog controls */
say dialog~EDIT_1

say dialog~DATA201

say dialog~LISTBOX_DAYS

3.14.10. getDataAttribute

>>--getDataAttribute(--attributeName--)---------- ><

The getDataAttribute method transfers the data of a dialog control to the connected data attribute of
the Rexx dialog object.

Arguments:
The only argument is:
attributeName [required]
The name of the data attribute that receives the data of the underlying dialog control.

Remarks:
The terms transfers and receives the data are holdovers from the original documentation and
the original data attribute abstraction. What the getDataAttribute method actually does is to set
the value of the connected data attribute to the defined value of the underlying dialog control.
The defined value for the data of any dialog control is documented in the connnect data attriubte
method for the control.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.
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Example:
The following example shows how to get the data of a dialog control and synchronize its
connected data attribute.

self~getDataAttribute("FIRSTNAME")
if self~firstName \= "" then ...

3.14.11. getDataStem

>>--getDataStem(--dataStem.--)------------------- ><

The getDataStem method is the reverse of the setDataStem method. The method gets the data of all
the dialog controls in the underlying dialog that have been connected to a data attribute of the Rexx
dialog object. The data of each control is copied to the specified stem.

A stem index for each connected control is set. The stem index is the numeric ID for the control. The
value at that index is the data of the matching dialog control. In addition, if the constDir directory has
a symbolic ID for the numeric ID of the control, a stem index of the symbolic ID is also set. This of
course only works reliably if the Rexx programmer uses unique numeric IDs for all resouces.

Arguments:
dataStem. [required]
The name of a stem variable in which the data is returned. Remember the trailing period.

Return value:
Returns 0, always.

Detalils

This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.12. getEditData

>>-aBaseDialog~getEditData(--id--)---------------------~-~-~-~-~--- ><

The getEditData method gets the data attribute of an edit control.

Arguments:
The only argument is:
id [required]
The resource ID of the edit control. May be numeric or symbolic.
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Return value:
The data of an edit control is considered to the text entered in the control. This method returns the
text in the edit control, which may be the empty string if the user has not entered any text.

Remarks:
The edit control should have been previously connected to a data attribute. If it has not, or if the
resource ID is not the ID of a edit control, the results are unpredictable.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.13. getListBoxData

>>--getListBoxData(--id--)----------------------- ><

The getListBoxData method gets the data attribute of a list box.

Arguments:
The only argument is:
id [required]
The resource ID of the list box. May be numeric or symbolic.

Return value:
For a single-selection list box, the data of the list box is considered to be the text of the selected
item. The text of the selected item is returned, or the empty string if no item is selected.

However, for a multi-selection list box, the data is considered to be the index numbers of the
selected items. The selected indexes are returned in a string with the indexes separated by
spaces. If no item is selected then the empty string is returned.

Remarks:
The list box should have been previously connected to a data attribute. If it has not, or if the
resource ID is not the ID of a list box, the results are unpredictable.

For a multi-selection list box, the string is restricted to 1500 indexes.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
The following example shows how to handle a multiple-selection list box. It parses the returned
string as long as it contains an index.

sellLines = MyDialog~getListBoxData(555)
do until sellLines = ""
parse var sellLines alLine sellLines
say alLine
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end

3.14.14. getRadioButtonData

>>--getRadioButtonData(--id--)------------------- ><

The getRadioButtonData method gets the data attribute of a a radio button.

Arguments:

The only argument is:
id

The resource ID of the radio button. May be numeric or symbolic.

Return value:

The data of a radio button is considered to be whether it is checked or not. If it is checked the
return is 1 and if unchecked the return is 0.

Remarks:

The radio button should have been previously connected to a data attribute. If it hasn't, or if the
resource ID is not the ID of a radio button, the results are unpredictable.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.15. initAutoDetection

>>-jnitAutoDetection---------------oooooooooo ><

The initAutoDetection method is invoked automatically by the ooDialog framework when any dialog is
first instantiated. The default implementation of initAutoDetection turns automatic data detection on.

Arguments:
This method has no arguments.

Return value:
This method does not return anything.

Details:
This method is private. It is meant to be over-ridden by the programmer in her subclass to change
the default behavior of turning automatic data field detection on.

Example:
The following example overrides initAutoDetection method to switch off auto detection:
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::class 'AddressBookDialog' subclass ResDialog
::method initAutoDetection
self~noAutoDetection

3.14.16. noAutoDetection

>>--noAutoDetection------------ccccoooooo oo ><

When the noAutoDetection method is invoked, it switches off automatic [169] data detection.

Arguments:
This method has no arguments.

Return value:
This method does not return anything.

3.14.17. setCheckBoxData

>>--setCheckBoxData(--id--, --data--)------------- ><

The setCheckBoxData method sets the data attribute of a check box control.

Arguments:
The arguments are:
id [required]
The resource ID of the check box. May be numeric or symbolic.

data [required]
The data to be assigned to the underlying check box. The data of a check CheckBox is
defined to be its check state. For normal check boxes this is 0 for not checked and 1 for
checked. Three-state check boxes have the additional indeterminate state. The value for the
indeterminate state is 2.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

No error.
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An error occurred.

Remarks:

This method will work for any check box control, the underlying control does not have to be
connected to a data attribute. However, the id argument must be the resource ID of a check box
control. If it is not, say it is the resource ID of a list view control, the results are unpredictable.

Details:

This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.18. setComboBoxData

>>--setComboBoxData(--id--, --data--)------------- ><

The setComboBoxData method sets the data attribute of a combo box control.

Arguments:
The arguments are:
id [required]
The resource ID of the combo box control. May be numeric or symbolic.

data [required]
The data to be assigned to the underlying combo box control. The data of a combo
ComboBox is defined to be the text in the selection field or the selected combo box item.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

No error.

An error occurred.

Remarks:

This method will work for any combo box control, the underlying control does not have to be
connected to a data attribute. However, the id argument must be the resource ID of a combo box
control. If it is not, say it is the resource ID of an edit control, the results are unpredictable.

Details:

This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.14.19. setControlData
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>>--setControlData(--id--, --datavalue--)--------- ><

The setControlData method sets the data attribute of a dialog control. The programmer does not have
to know what kind of control it is.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control. May be numeric or symbolic.

dataValue [required]
The data that is assigned to the control. The format should match the type of the control.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
An error occurred.
Remarks:

The dialog control should have been previously connected to a data attribute. If the control has
not been previously connected to a data attribute, the implementation of this method assumes the
control is an edit control and sets the text of the control to dataValue. Since all windows can have
their text set, this may be okay. However the outcome is dependent on the type of control. Setting
the text of a check box will change its label, setting the text of a tree view control will do nothing.
The method is intended to only be used with controls connected to a data attribute.

Likewise, if the format of dataValue does not match the type of control, the results are
unpredictable. It appears that the original intent of this method was to be used for controls such as
tree views, list views, tabs, etc.. When these controls were added to ooDialog, no corresponding
setTreeViewData(), setTabData(), etc., methods were implemented. The generic setControlData()
method works for all connected controls, but it works best if the programmer knows the type of
control.

A better method to use, if the programmer is insistent on thinking in terms of data attributes, is
probably to use the data = method of the dialog control object.

Details:
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
The following example sets dialog control with resource ID of 123 to the (string) data "1 2 3".
This is meaningful if the control is an edit control, or if it is a list box that contains the line "1 2 3".
However, for other controls it is probably meaningless.
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MyDialog~setControlData(123, "1 2 3")

3.14.20. setData

RS et D) A A e e L LY ><

The setData method sets the state of all underlying, connected, dialog controls to the values of the
matching dialog object data attributes.

Arguments:
This method takes no arguments.

Return value:
0 on success, otherwise 1.

Remarks:
Note that this method sets the state for every connected attribute. This may not always be
desirable. For instance the focused node of a tree-view control may be changed. For finely
grained control of which dialog controls have their state set, the programmer should use the
setControlData or setDataAttribute methods. Both of these methods transfer the value of a single
object attribute that is specified by the programmer.

Details:
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
Dialog items with ID 102, 201 and 203 are connected to the attributes EDIT_1, DATA201, and
LISTBOX_DAYS. Attribute DATA201 is generated by the connectCheckBox method. Then the
attributes are initialized with some values. This does not change the state of the controls in the
dialog until the setData method is invoked.

dialog~connectEdit (102, "EDIT_1")
dialog~connectCheckBox (201, )
dialog~ConnectListbox (203, "LISTBOX_DAYS")

dialog~EDIT_1 = "Memorial Day"
dialog~DATA201 = 1
dialog~LISTBOX_DAYS = "Monday"

dialog~setData
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3.14.21. setDataAttribute

>>--setDataAttribute(--attributeName--)---------- ><

The setDataAttribute method transfers the value of a connected data attribute of the Rexx dialog
object to the underlying dialog control.

Arguments:
The single argument is:
attributeName [required]
The name of the data attribute whose value is transferred to the underlying dialog control.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
An error occurred.
Remarks:

The terms transfers and receives the data are holdovers from the original documentation and the
original data attribute abstraction. What the setDataAttribute method actually does is to set the
state of the underyling dialog control to the value of the connected data attribute. The defined
value for the data of any dialog control is documented in the connnect data attriubte method for
the control.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
The following example sets the state the of the connected dialog control to the value of the data
attribute DATA101: to

self~setDataAttribute("DATA101")

3.14.22. setDataStem

>>--setDataStem(--dataStem.--)------------------- ><
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Sets the data, (the state,) of a number of Windows dialog controls to the values specified by the stem.
Each index of dataStem. is the resource ID of a dialog control. The control with that ID, within the
dialog, has its state set to match the value of the stem variable at that index. The resource ID can be
specified using either numeric resource IDs or symbolic resource IDs.

This method only works for controls that have been connected to a data attributue. Either by

Section 3.14.1, “Understanding Data Attributes” [169], or through one of the connnect data attriubte)
methods. Every connected control has its state set when this method is invoked. If the data stem,
data. has no matching index for a connected control, that control's state is set to the empty string. Any
indexes in the data stem that do not match the resource ID of a registered control are ignored.

Arguments:
dataStem. [required]

A stem variable containing the values used to set a dialog control's state. Remember the
trailing period.

Details
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Return value:
This method does not return a value.

Details:
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
The following example initializes the dialog controls with IDs 21, 22, and 23, provided they have
been connected previously:

dlgStem.21="Windows 95"
dlgStem.22="0"
dlgStem.23="1 2 3"
self~setDataStem(dlgStem.)

3.14.23. setEditData

>>--setEditData(--id--,--data--)----------------- ><

The setEditData method sets the data attribute of an edit control.

Arguments:
The arguments are:
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id [required]
The resource ID of the edit control. May be numeric or symbolic.

data [required]
The data to be assigned to the underlying edit control. The data of an edit control is defined to
be the text entered in the control. If there is no text, the data is the empty string.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

No error.

An error occurred.

Remarks:
This method will work for any edit control, the underlying control does not have to be connected
to a data attribute. However, the id argument must be the resource ID of an edit control. If it is not,
say it is the resource ID of a radio button control, the results are unpredictable.

Details:

This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:
Assume that three methods are connected to push buttons. The setToDefault method sets the
text in the underlying edit control with resource ID of 234 to the value 256. But, it does not change
the edit control's connected attribute. Using setEditData has the same effect as the user typing
text into the edit control. The connecte attribute in the Rexx dialog object (DATA234) still has the
original value. Thus it is possible to undo the changes, (using the unDoChanges method,) or to
accept the changes, (using the accetpValues method.)

::method setToDefault
self~setEditData(234, "256")

::method acceptValues
self~getDataAttribute(DATA234)

::method undoChanges
self~setDataAttribute(DATA234)

3.14.24. setListBoxData

>>--setListBoxData(--id--,--data--)-------------- ><
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The setlListBoxData method sets the data attribute of the underly list box to the value specified.

Arguments:
The arguments are:
id [required]
The resource ID of the list box. May be numeric or symbolic.

data [required]

The data that is assigned to the list box. The data of a single-selection list ListBox is defined
to be text of the selected item in the list box.

The data of a multi-selection ListBox is defined to be a string containing the item numbers of
its selected items, separated by a blank. For a multi-selection list box the string could contain
any number of list items depending on what the programmer is setting to be selected.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

0
No error.
1
An error occurred.
Remarks:

This method will work for any list box control, the underlying control does not have to be
connected to a data attribute. However, the id argument must be the resource ID of a list box
control. If it is not, say it is the resource ID of a list view control, the results are unpredictable.

Details:

This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

Example:

The following example is for a single-selection list box. It selects the item whose text is "New
York", case insensitive, in the list box with a resource ID of 232:

MyBaseDialog~setListBoxData(232, "New York")

Example:

The following example selects items 2, 5, and 6 of the multi-selection list box with a resource ID of
345:

MyDialog~setListBoxData(345, "2 5 6")
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3.14.25. setRadioButtonData

>>--setRadioButtonData(--id--, --data--)---------- ><

The setRadioData method sets the data attribute of a radio button control.

Arguments:
The arguments are:
id [required]
The resource ID of the radio button. May be numeric or symbolic.

data [required]
The data to be assigned to the underlying radio button. The data of a radio RadioButton is
defined to be the its check state. This is 0 for not checked and 1 for checked.

Return value:
The return values are:
-1
A symbolic ID was used and it could not be resolved.

No error.

An error occurred.

Remarks:
This method will work for any radio button control, the underlying control does not have to be
connected to a data attribute. However, the id argument must be the resource ID of a radio button
control. If it is not, say it is the resource ID of a list view control, the results are unpredictable.

Details:
This method can only be invoked after the underlying Windows dialog has been created. A syntax
condition is raised if the underlying dialog does not exist.

3.15. List Box Methods

The following methods deal with list boxes.

3.15.1. addListEntry

>>--addListEntry(--id--, --aString--)------------- ><
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The addListEntry method adds a string to the given list box. See also addComboEntry. The line is
added at the end (by default), or in sorted order if the list box was defined with the sorted flag.

Arguments:
The arguments are:
id
The ID of a list box.

astring
The data to be inserted as a new line.

3.15.2. changeListEntry

>>--changeListEntry(--id--,--+-------+--, --aString--)---------------------~----- ><
+-index-+

The changeListEntry method changes the contents of a line in a list box.

Arguments:
The arguments are:
id
The ID of the list box.

index
The index of the item that you want to replace. If this argument is omitted, the currently
selected item is changed.

asString
The new text of the item.

3.15.3. deleteListEntry

>>--deleteListEntry(--id--, --index--)------------ ><

The deleteListEntry method deletes an item from a list box. See also deleteComboEntry.

Arguments:
The arguments are:
id
The ID of the list box.

index
The line number of the item to be deleted. Use findListEntry to retrieve the index of an item. If
this argument is omitted, the currently selected item is deleted.
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3.15.4. findListEntry

>>--findListEntry(--id--,--aString--)------------ ><

The findListEntry method returns the index of the given string within the given list box. The first item
has index 1, the second has index 2, and so forth. If the list box does not contain the string, O is
returned.

Arguments:
The arguments are:
id
The ID of the list box.

aString
The item text you are looking for.

Example:

The following example shows a method that adds the contents of an entry line (214) to the list box
(215) if no item with the same value is already contained in it:

::method PutEntryInList
str = self~getEditData(214)
if self~findListEntry(215, str) = 0 then
self~addListEntry (215, str)

3.15.5. getCurrentListindex

>>--getCurrentListIndex(--id--)------------------ ><

The getCurrentListindex method returns the index of the currently selected list box item, or 0 if no item
is selected. To retrieve the text of the selected list box item use the getListBoxData() method.

Arguments:

The only argument is:
id

The ID of the list box.

3.15.6. getListEntry
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>>--getListEntry(--id--,--index--)--------------- ><

The getListEntry method returns the string at index of the list.

Arguments:
The arguments are:
id

The ID of the list box.

index
The index of the list entry to be retrieved.

Example:

if dlg~getListEntry(203,5)="JOHN"
then ...

3.15.7. getListitemHeight

DialogExtensions::getListItemHeight

>>--getListItemHeight(--id--)-------------------- ><

3.15.8. getListitemHeightPx

DialogExtensions::getListItemHeightPx

>>--getListItemHeightPx(--id--)------------------ ><

3.15.9. getListitems

>>--getListItems(--id--)------------------------- ><

The getListitems method returns the number of items in the list box.

Arguments:
The only argument is:
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id
The ID of the list box.

3.15.10. getListWidth

DialogExtensions::getListWidth

>>--getListWidth(--id--)-----------------~-~-~-~-~-~--- ><

3.15.11. getListWidthPx

DialogExtensions::getListWidthPx

>>--getLiStWidthPX (- -id--)----c-mccmmmmmcmoamos ><

3.15.12. insertListEntry

>>--insertListEntry(--id--,--+-------+--,--aString--)-------------------------- ><
+-index-+

The insertListEntry method inserts a string into the given list box. See also insertComboEntry.

Arguments:
The arguments are:
id
The ID of the list box.

index
The index (line number starting with 1) of the item after which the new item is inserted. If this
argument is omitted, the new item is inserted after the currently selected item.

astring
The text string to be inserted.

3.15.13. listAddDirectory

>>--1istAddDirectory(--id--, --drvPath--, --fileAtrs--)----------- ><
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The listAddDirectory method adds all or selected file names of a given directory to the list box. See
comboAddDirectory for more information.

3.15.14. listDrop

>>--13istDrop(--id--)----------mm oo ><

The listDrop method removes all items from the list box.

Arguments:
The only argument is:
id
The ID of the list box.

3.15.15. setCurrentListindex

>>--setCurrentListIndex(--id--+---------- H--)l---><
+-,--index-+

The setCurrentListindex selects the item with the given index in the list. If called without an index, all
items in the list are deselected. See setlistBoxData for information on how to select a list box item
using a data value.

Arguments:
The arguments are:
id
The ID of the list box.

index
The index within the list box.

3.15.16. setListColumnWidth

DialogExtensions::setlListColumnWidth

>>--setListColumnwWidth(--id--, - -width--)--------- ><

3.15.17. setListColumnWidthPx

DialogExtensions::setlListColumnWidthPx
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>>--setListColumnWidthPx(--id--, --width--)------- ><

3.15.18. setListitemHeight

DialogExtensions::setlListItemHeight

>>--setListItemHeight(--id--, --height--)--------- ><

3.15.19. setListitemHeightPx

DialogExtensions::setlListItemHeightPx

>>--setListItemHeightPx(--id--, --height--)------- ><

3.15.20. setListWidth

DialogExtensions::setListWidth

>>--setListWidth(--id--, --scrollwidth--)--------- ><

3.15.21. setListWidthPx

DialogExtensions::setlListWidthPx

>>--setListWidthPx(--id--, --scrollwidth--)------- ><

3.15.22. setListTabulators

>>--setlListTabulators(--id--,----tab-+--)-------- ><

The setListTabulators method sets the tabulators for a list box. Thus you can use items containing tab

characters ("09"x), which is useful for formatting the list in more than one column.
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Arguments:

The arguments are:
id
The ID of the list box.

tab
The positions of the tabs relative to the left edge of the list box.

Example:
The following example creates a four-column list and adds a tab-formatted row to the list. The
tabulator positions are 10, 20, and 30.

MyDialog~setListTabulators(102, 10, 20, 30)
MyDialog~addListEntry (102, varl "©9"x
var2 "09"x ,

var3d "09"x var4)

3.16. Menu Methods

Prior to ooDialog level 4.2.0, menus were really only minimally supported, through a few methods of
the dialog class. In ooDialog 4.2.0 true Menu objects were introduced. Therefore the menu methods
of the dialog object, other than getMenuBar() and hasMenuBar(), are deprecated. Use the methods
of the menu classes directly to work with menus. The listing of the deprecated dialog methods
documents all the methods to use to replace all deprecated methods.

3.16.1. getMenuBar

>>--getMenuUBar-------------c- oo ><

The getMenuBar method returns the Menu object attached to the dialog, or .nil if there is no menu
attached.

Arguments:
There are no arguments.

Return value:

If a menu is attached to the dialog, the Rexx menu object is returned. If no menu is attached, then
.nil is returned.

Example:
This snippet of code comes from a program where the user can customize the interface to use a
menu or to not use a menu. When writes should be disabled, the method checks for a menu and if
present disables the appropriate menu items.
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::method onDisableWrites

if self~hasMenuBar then do
menu = self~getMenuBar
menu~disable(IDM_WRITE_TO_FILE)
menu~disable(IDM_WRITE_TO_MEMORY)
menu~disable(IDM_WRITE_TO_SOCKET)

end

return 0

3.16.2. hasMenuBar

>>--hasMenuBar----------------ooooooo oo ><

Tests if the dialog has a menu bar attached.

Arguments:
There are no arguments.

Return value:
True if a menu is attached to the dialog, otherwise false.

Example:
See the example for the getMenuBar() method.

3.17. Operating System Related Methods

The methods in this section are used to access operating system functionality. Some of them return
information known to, or used by, the operating system when it works with dialogs or dialog controls.
Such as returning the window handle of a dialog or a dialog control. Other of the methods are used
to invoke some functionality provided by the operating system, such as capturing the mouse, or
converting dialog units to pixels.

3.17.1. dlgUnit2pixel

>>--dlgunit2pixel(--du--)----------ccmommmammo ><

Takes a dimension expressed in dialog units of this dialog and transforms it to a dimension expressed
in pixels.

Arguments:
du [required] [In/Out]
The object to transform, can be either a Point, Size, or Rect On input, the unit of measurement
is assumed to be dialog units and on return the dialog units will have been converted to pixels

213



Chapter 3. The Dialog Object

Return value:
Returns true on success and false on error.

Remarks:

This method accurately converts dialog units of this dialog to pixels. Do not use factorX and
factorY for the conversion as they are inaccurate.

Normally, this method is invoked prior to the creation of the underlying dialog. In order to be
accurate, the fontName and fontSize attributes must reflect the actual font the dialog will use. Use
the setDIgFont() method if necessary.

Details:
Raises syntax errors when incorrect arguments are detected.

3.17.2. getSelf

>>--getSelf-----------m o ><

The getSelf method returns the handle of the Windows dialog associated with the Rexx dialog
instance.

Arguments:
This method has no arguments.

Return value:
Returns the window handle of the underlying Windows dialog for this Rexx dialog, or 0 if the
underlying dialog has not been created yet.

Remarks:
Prior to ooRexx 3.2.0, the getSelf method was not documented. The get method was documented
as if it were the getSelf method. The get method returns the handle to the most recently created
dialog. In an application with more than one dialog this may not be the same as the Windows
dialog associated with the instance object the programmer is working with.

Example:

Below is an example demonstrating these Windows handles and how they are related. Assume
showHandles is a method of a subclass of a RcDialog and that staticDlg is a saved reference to
another ooDialog object that was just created. The showHandles method is connected to a push
button and then displays the handles when the user clicks that button.

::method showHandles
expose staticDlg

hwndTop = self~get
hwndMyDialogHandle = self~dlgHandle
hwndMySelf = self~getSelf
hwndStatic = staticDlg~dlgHandle

say "Top dialog: " hwndTop
say "Self (dlgHandle):" hwndMyDialogHandle
say "Self (getSelf): " hwndMySelf
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say "Static dialog: " hwndStatic

Output:
The above might write to the console something like the following:

Top dialog: 787096
Self (dlgHandle): 4522228
Self (getSelf): 4522228
Static dialog: 787096

3.17.3. get

The get method returns the handle of the Windows dialog associated with the top Rexx dialog
instance.

Arguments:
This method has no arguments.

Return value:
Returns the window handle of the underlying Windows dialog for the top Rexx dialog, or O if there
is no top dialog.

Remarks:
If more than one ooDialog exists, the top dialog and the dialog whose method is executing may
not be the same. When more than one dialog exists, the top dialog is the one that was created
last.

Example:
Below is an example demonstrating that the top dialog and the executing dialog may not be the
same. Assume display is a method of a subclass of a UserDialog and that staticDlg is a saved
reference to another ooDialog object.

::method display
expose staticDlg

hwndTop = self~get

hwndSelf = self~dlgHandle
hwndStatic = staticDlg~dlgHandle
say "Top dialog: " hwndTop

say "Self: " hwndSelf
say "Static dialog:" hwndStatic
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Output:
The above might write to the console something like the following:

Top dialog: 787096
Self: 4522228
Static dialog: 787096

3.17.4. getControlHandle

>>--getControlHandle(--id--+--------- +--)-------- ><
+-,--hDlg-+

Retrieves the window handle of the specified dialog control.

Arguments:
The arguments are:
id [required]
The resource id of the dialog control whose window handle is to be retrieved. May be numeric
or symbolic.

hDlIg [optional]
The window handle of the dialog the control belongs to. By default, it is assumed that the
dialog control belongs to this dialog.

Return value:
On success, the return is the window handle of the dialog control with the specified resource ID.
On error, 0 is returned.

Details
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:
This example get the window handle of the Ok button.

hwndOkButton = self~getControlHandle(OK)

3.17.5. getControllD
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>>--getControlID(--hwnd--)---------mcmooommmon ><

Given a valid window handle to a dialog control, the getControllD method returns the numeric resource
ID of the control.

Arguments:
The only argument is:
hwnd [required]
The window handle of the dialog control.

Return value:
Negative values indicate an error.
-1
The hwnd argument is not a valid window handle.

less than -1

The value is the negated Operating System Error code. The absolute value of the return can
be used to look up the error reason in the Windows documentation.

other
The resource ID of the dialog control.

Example:
The following is a complete working example. It allows the user to check a check box with the F2
key and uncheck it with the F3 key. The F2 and F3 key press events are connected to the check
and uncheck methods. When the user presses the F2 key, the program determines which control
has the focus, uses the returned window handle to get the control ID, and then uses the ID to
check the check box. And the same approach if the F3 key is pressed.

Note that in this dialog, there are only four controls that can have the focus. If the OK button has
the focus, then nothing is done. In a more complex application, the programmer would probably
check that the resource ID matches one of the check boxes instead.

/* Simple Grocery List */

dlg = .SimpleDialog~new

dlg~constDir[IDC_GB_LIST] = 101
dlg~constDir[IDC_CB_MILK] = 102
dlg~constDir [IDC_CB_BREAD] = 103
dlg~constDir [IDC_CB_FRUIT] = 104

dlg~constDir[IDC_CB_CEREAL] = 105

if dlg~initCode = 0 then do
dlg~create(30, 30, 150, 150, "The Simple Grocery List", "VISIBLE")
dlg~execute("SHOWTOP")

end

-- End of entry point.
::requires "ooDialog.cls"

::class 'SimpleDialog' subclass UserDialog
::method check

hwnd = self~getFocus
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id = self~getControlID(hwnd)
if id == self~constDir[IDOK] then return

self~newCheckBox(id)~check
::method unCheck

id = self~getControlID(self~getFocus)
if id == self~constDir[IDOK] then return

self~newCheckBox(id)~uncheck
::method defineDialog

self~createGroupbox(IDC_GB_LIST, 10, 20, 130, 90, , "Check Needed Groceries");
self~createCheckBox(IDC_CB_MILK, 30, 35, , , "GROUP", "Milk");
self~createCheckBox(IDC_CB_BREAD, 30, 55, , , "NOTAB", "Bread");
self~createCheckBox(IDC_CB_FRUIT, 30, 75, , , "NOTAB", "Fruit");
self~createCheckBox(IDC_CB_CEREAL, 30, 95, , , "NOTAB", "Cereal");

self~createPushButton(IDOK, 105, 120, 35, 15, "GROUP", "OK")
::method initDialog

-- We use the 'none' filter so that only a F2 or F3 key press is
-- captured. (Not Alt-F2, or Shift-F2, etc..)
self~connectKeyPress(check, .VK~F2, "NONE")
self~connectKeyPress(unCheck, .VK~F3, "NONE")

3.17.6. getTextSizeDu

>>--getTextSizeDu(--text--)---------------------- ><

Calculates the size the given string will occupy in the dialog. The size is returned in dialog unit. To
calculate the size in pixels use the getTextSizePx() method. The getTextSizeDIg() method is similar to
getTextSizeDu, but should only be used when necessary

The primary use of this method would be in laying out the dialog template in a UserDialog before the
underlying dialog is created. To be sure the calculation is correct, ensure that the dialog font fontName
are set to the font that will be used by the dialog when it is created. The attributes can be set directly
or by using the setDIgFont() method.

dlg~setDlgFont("fontName", fontSize)
dlg~getTextSizeDu("some text")

Arguments:
The only argument is:
text
Calculate the size for this string.
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Return value:
The size needed for the string is returned as a Size object.

Example:

This example calculates the size needed to display a static message. It then uses that size to
initialize a .Rect object with the coordinates of where to place the static control in the dialog. Note
that a .Rect object normally defines a bounding rectangle. But, in this case the rectangle is used to

specify the upper left corner and the width and the height of the rectangle.

::method calcSizes private
expose msgRect okRext

-- Get the size needed for the message, place the static
-- control at (10, 10) in the dialog.

size = self~getTextSizeDu(message)
msgRect = .Rect~new(10, 10, size~width, size~height)

-- Get a reactangle for the ok push button, we know we
-- want the width and height to be 40 and 14.

okRect = .Rect~new(0, 0, 40, 14)

-- Now calculate its position in relation to the message.

-- This aligns the right edge of the button with the right
-- edge of the message and places it 5 dialog units below

-- the button.

okRect~left msgRect~left + msgRect~right - 40
okRect~top = msgRect~top + msgRect~bottom + 5

::method defineDialog
expose message msgRect okRect

-- Create our dialog controls.
r = msgRect

self~createStaticText(IDC_STATIC, r~left, r~top, r~right, r~bottom, , message)

r = okRect

self~createPushButton(IDOK, r~left, r~top, r~right, r~bottom,

3.17.7. getTextSizeDlg

>>--getTextSizeDlg(--text--+------------- e LT Footoo-aoo -

"DEFAULT", "Ok")

+-,-fontname--+ +-,-fontSize--+ +-,-hwnd--+

Calculates the size, (width and height,) in dialog unit for a given string.
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Note: The convoluted arguments to this method are needed to retain backwards compatibility with
older versions of ooDialog. The recommendation is to not use this method, if at all possible. The
getTextSizeDu() method should be used in all cases where it is feasible.

In general, dialog units are only of value in laying out the dialog controls before the underlying dialog is
created. Once the underlying dialog is created, it makes more sense to work with pixels. Since dialog
units are tied directly to the font actually used by a specific dialog, specifying a font different from that
used by the dialog will usually give incorrect results. Likewise, specifying a window handle other than
the window handle of the dialog will also give incorrect results. Because of this, the optional arguments
are usually not of much use, making getTextSizeDu is easier to use.

One exception to this, is when the text size is being calculated for a dialog control that the programmer
intends to set to a font different than the dialog font. In this case, specify the name and size of the font
that the dialog control will use.

If this method is used to aid in the lay out of the dialog controls, to be sure the calculation is correct,
the dialog font fontName must be set to the font that will be used by the dialog when it is created. The
attributes can be set directly or by using the setDIgFont() method.

dlg~setDlgFont("fontName", fontSize)
size = dlg~getTextSizeDlg('"some text")

The ooDialog programmer is strongly urged to use the getTextSizeDu() rather than this method.

Arguments:
The arguments are:
text [required]
The string whose size is desired. If none of the optional arguments are specified then the
dialog font is used to calculate the size.

fontName [optional]
The name of the font to use to calculate the size needed for the string. Use This argument
when the string will be displayed in a dialog control that is using a font different than the
dialog font. When this argument is used, then the specified font is always used in the
calculation.

fontSize [optional]
The size of the font named by the fontName argument. This argument is always ignored when
the fontName argument is omitted. If the fontName is specified and this argument is omitted
then the default font size is used. (Currently the default size is 8.)

hwnd [optional]
A valid window handle. The font of this window is used to calculate the text size. This
argument is always ignored when the fontName argument is specified. As per the notes above
the Rexx programmer is encouraged not to use this argument.

Return value:
The size needed for the string is returned in a Size object.

3.17.8. getTextSizeTitleBar
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>>--getTextSizeTitleBar(--text--)---------------- ><

Gets the size, width and height, of a string used in the caption bar for the title.

Arguments:
The single argument is:

text [required]
The string to get the size of. This can be any string, it does not have to be the actual string
used for the title. This method returns the size for the string, if it were to be used in the caption
bar.

Return value:
Returns a Size object containing the width and height of a rectangle that would contain the string.

Remarks:
This method can be used before the underlying Windows dialog is created. The returned size is
identical whether the dialog has been created by the operating system or not.

Example:
This example calculates the width, in dialog units, that is required for a dialog such that the title fits
without the operating system clipping it:

::method getMinD1lgCX private
use strict arg title

s = self~getTextSizeTitleBar(title)
padding = 18
s~width += (2 * .SM~cxFixedFrame) + .SM~cxSize + .SM~cxSmIcon + padding

self~pixel2dlgunit(s)

return s~width

3.17.9. pixel2digUnit

>>--pixel2dlgUnit(--pixels--)-------------------- ><

Takes a dimension expressed in pixels and transforms it to a dimension expressed in dialog units of
this dialog.

Arguments:
The single argument is:
pixels [required] [In/Out]
The object to transform, can be either a Point, Size, or Rect On input, the unit of measurement
is assumed to be pixels and on return the pixels will have been converted to dialog units.
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Return value:
True on succes, false on error.

Remarks:
This method accurately converts pixels to the correct dialog units of this dialog. Do not use factorX
and factorY as they are inaccurate.

However, if this method is invoked prior to the creation of the underlying dialog, the fontName and
fontSize attributes must reflect the actual font the dialog will use. Use the setDIgFont() method if
necessary.

Details:
Raises syntax errors when incorrect arguments are detected.

Example:
This example shows how to position controls in a UserDialog relative to a static image control. The
pixel size of the picture is known. That size is then converted to dialog units so the other controls
can be positioned correctly.

::method defineDialog

-- Be sure the font name and size attributes are correct. We are using MS
-- Shell Dlg 2 with a point size of 8 to create the dialog:
self~setDlgFont("MS Shell Dlg 2", 8)

caption = "Conrad, King of the Hill"

-- The values used for the size and width of the image are ignored by the 0S

-- when the REALSIZEIMAGE style is used. The 0S will addjust the size of the
-- static control to match the actual size of the bitmap.
self~createStaticImage(IDC_BMP_PICTURE, 10, 10, 20, 17, "BITMAP REALSIZEIMAGE")

-- We know the real size of the bitmap in pixels:
size = .Size~new(265, 282)

-- Convert the pixels to dialog units so we can position the other controls.
self~pixel2dlgUnit(size)

-- Position the caption, 5 dialog units below the picture, aligned with the

-- left edge of the picture.

yPos = 10 + size~height + 5

self~createStaticText(IDC_ST_DESCRIPTION, 10, yPos, 176, 20, "TEXT LEFT", caption)

-- Position the Ok button top aligned with the caption and aligne with the
-- right edge of the picture.

xPos = 10 + size~width - 50
self~createPushButton(IDOK, xPos, yPos, 50, 14, "DEFAULT", "Ok", ok)

3.18. Scroll Bar Methods

The methods in this section are dialog object methods used to set or get the behavior of a scroll bar.
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3.18.1. determineSBPosition

DialogExtensions: :determineSBPosition

>>--determineSBPosition(--id--, --posdata--+---------- B Fo-)-mmmee - ><
+-,-single-+ +-,-page-+

3.18.2. getSBPos

DialogExtensions::getSBPos

>>--getSBPosS(--id--)-------------------------- - ><

3.18.3. getSBRange

DialogExtensions: :getSBRange

>>--getSBRange(--id--)---------------"------------ ><

3.18.4. setSBPos

DialogExtensions: :setSBPos

>>--setSBPos(--id--, --poS--+---------- +--)------- ><
+-,-redraw-+

3.18.5. setSBRange

DialogExtensions: :setSBRange

>>--setSBRange(--id--, --min--, --max--, --+-------- ) R R T T ><
+-redraw-+

3.19. Sending Window Messages

3.19.1. sendMessageToControl
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>>- -sendMessageToControl(--id--,--msg--, --wParam--, --1Param--)----------------- ><

The sendMessageToControl method sends a Windows message to a dialog control and returns the
response as a whole number.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control. May be numeric or symbolic.

msg [required]
The Windows message ID. This may be numeric or a string in conventional hexidecimal
format.

wParam [required]
The WPARAM message parameter.

IParam [required]
The LPARAM message parameter.

Return value:
The underlying dialog control's response to the message, as a whole number.

Remarks:
This method returns the response as a whole number. This will not be usable if the response is a
window handle. For those cases, use the sendMessageToControlH() method.

Details:
Sets the .systemErrorCode.

This method requires an understanding of Windows messages.

Example:
The following example checks the radio button with resource ID 9001.

MyDialog~sendMessageToControl(96001, "Ox000000F1", 1, 0)

3.19.2. sendMessageToControlH

>>--sendMessageToControlH(--id--, --msg--, - -wParam--, --1Param--)---------------- ><

The sendMessageToControlH method sends a Windows message to a dialog control and returns the
response as a window handle.
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Arguments:
The arguments are:
id [required]
The resource ID of the dialog control. May be numeric or symbolic.

msg [required]
The Windows message ID. This may be numeric or a string in conventional hexidecimal
format.

wParam [required]
The WPARAM message parameter.

[Param [required]
The LPARAM message parameter.

Return value:
The underlying dialog control's response to the message, as a window handle.

Remarks:
This method returns the response as a window handle. This will not be of much use if the dialog
control's response is a whole number. For those cases, use the sendMessage ToControl() method.

Details:
Sets the .systemErrorCode.

This method requires an understanding of Windows messages.

Example:
The following example changes the font of the list-view control with symbolic ID of
IDC_LV_ADDRESSES and returns the old font. Note that this is exactly what the getFont() and
setFont methods do. In most cases, there is really no need for the Rexx programmer to use the
sendMessageToControl or sendMessageToControlH methods.

::method changeFont private
use strict arg newFont

oldFont = self~sendMessageToControlH(IDC_LV_ADDRESSES, "0x0031", 0, 0)
self~sendMessageToControl(IDC_LV_ADDRESSES, "0x0030", newFont, 1)

return oldFont

3.19.3. sendMessageToWindow

>>--sendMessageToWindow( - -hwnd- -, --msg--, - -wParam--, --1Param--)---------------- ><

The sendMessage ToWindow method sends a Windows message to a window and returns the
response as a whole number.
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Arguments:
The arguments are:
id [required]
The resource ID of the dialog control. May be numeric or symbolic.

msg [required]
The Windows message ID. This may be numeric or a string in conventional hexidecimal
format.

wParam [required]
The WPARAM message parameter.

IParam [required]
The LPARAM message parameter.

Return value:
The underlying window's response to the message, as a whole number.

Remarks:

This method returns the response as a whole number. This will not be usable if the response is a
window handle. For those cases, use the sendMessage ToWindowH() method.

Details:
Sets the .systemErrorCode.

This method requires an understanding of Windows messages.

Example:

The following example sets a new font for the date time picker's month calendar and returns

the font it was using. Note that the same thing can be done by using the getMonthCalFont and
setMonthCalFont methods of the DateTimePicker class. In most cases, there is really no need for
the Rexx programmer to use the sendMessageToWindow or sendMessage ToWindowH methods.

::method changeCalendarFont private
use strict arg hNewFont

hwnd = self~newDateTimePicker (IDC_DTP_SCHEDULER)~hwnd

hOoldFont = self~sendMessageToWindowH(hwnd, "Ox100A", 0, 0)
self~sendMessageTowindow(hwnd, "©x1009", hNewFont, 1)

return hOldFont

3.19.4. sendMessageToWindowH

>>--sendMessageTowWwindowH( - -hwnd, - -msg- -, --wParam--, --1Param--)----------------- ><

The sendMessage ToWindowH method sends a Windows message to a window and returns the
response as a handle.
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Arguments:
The arguments are:
hwnd [required]
The handle of the window the message is sent to.

msg [required]
The Windows message ID. This may be numeric or a string in conventional hexidecimal
format.

wParam [required]
The WPARAM message parameter.

[Param [required]
The LPARAM message parameter.

Return value:
The underlying window's response to the message, as a handle.

Remarks:
This method returns the response as a handle. This will not be of much use if the window's
response is a whole number. For those cases, use the sendMessage ToWindow() method.

Details:
Sets the .systemErrorCode.

This method requires an understanding of Windows messages.

Example:
The sendMessage ToWindow example also uses the sendMessage ToWindowH method.

3.20. Window Draw Methods

The methods listed in this section are all related to drawing, redrawing, and clearing window areas. In
Windows, the terms drawing and painting are often used to refer to the process of displaying anything
on the screen. This includes displaying text.

All drawing operations make use of a device context. The ooDialog framework provides a number of
methods, such as the getWindowDC, getDC, and getControlDC methods that allow the programmer to
retrieve a device context.

3.20.1. clearControlRect

DialogExtensions::clearControlRect

>>--clearControlRect(--id--)--------------------- ><

3.20.2. clearRect

DialogExtensions::clearRect
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Form 1:
>>--clearRect(--hwnd--, --rectangle--)------------ ><
Form 2:
>>--clearRect(--hwnd--, --ptl--,--pt2--)---------- ><
Form 3:

>>--clearRect(--hwnd--,--Xx-,--y-,--CX-,--Cy--)---><

Generic form:

>>--clearRect(--hwnd--, --rectCoordinates--)------ ><

3.20.3. clearWindowRect

DialogExtensions::clearWindowRect

>>--clearWindowRect(--hwnd--)-------------------- ><

3.20.4. createBrush

DialogExtensions::createBrush

>>--createBrush(--+--------- B e LT T T L e L LR T T ><
+--color--+ +-,-brushSpecifier-+

3.20.5. drawButton

DialogExtensions: :drawButton

>>--drawButton(--id--)--------------------------- ><

3.20.6. freeControlDC

DialogExtensions::freeControlDC

>>--freeControlDC(--id--,--dC--)----------------- ><
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3.20.7. freeWindowDC

DialogExtensions: :freeWindowDC

>>- -freeWindowDC(--hwnd--, --dc--)---------------~ ><

3.20.8. getControlDC

DialogExtensions::getControlDC

>>--getControlDC(--id--)------------------------- ><

3.20.9. getWindowDC

DialogExtensions: :getWindowDC

>>--getWindowDC(--hwnd--)------------------------ ><

3.20.10. redrawControl

DialogExtensions::redrawControl

>>--redrawControl(--id--+------------- LD EE TR ><
+-, --erasebkg-+

3.20.11. redrawRect

DialogExtensions::redrawRect

+-hwnd -+

>>--redrawRect(--+------+-,-1left-, -top-, -right-, -bottom-, -+------- +o-)--mm- - ><

+-erase-+

3.20.12. redrawWindow
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DialogExtensions: :redrawWindow

>>--redrawWindow(--hwnd--)---------------------- ><

3.20.13. redrawWindowRect

DialogExtensions::redrawWindowRect

>>--redrawwWwindowRect(--+-------- R R T TP ><
+--hwnd--+ +-,-erasebkg-+

3.20.14. scrollinControl

DialogExtensions::scrollInControl
>>--scrollInControl(--id-, -text--+-------- R R +o-t----- +--->
+-,-font-+ +-,-size-+ +-,-opts-+ +-,-y-+

Doodcccoocos Poodoccococas Poodoccococas Pooccccococcccocococoooncocoonncocoonnoas ><
+-,-step-+ +-,-sleep-+ +-,-color-+

3.20.15. scrollText

DialogExtensions::scrollText
>>--scrollText(--hwnd-, -text--+-------- LT CEEE e LT CEEE e +--t----- +------ >
+-,-font-+ +-,-size-+ +-,-opts-+ +-,-y-+

Soodbooocoooo dootbooocoooon dootbooocoooon Ty =TT T-T-T-T=pepypopapepepepeygs ><
+-,-step-+ +-,-sleep-+ +-,-color-+

3.20.16. writeToWindow

DialogExtensions: :writeToWindow

>>--writeToWindow(-h-, -x-, -y-, -tXt-+-------dobooo bt oo oo b oo - ) - o3<
+-,-fnt-+ +-,-fs-+ +-, -opts-+ +-,-fg-+ +-, -bk-+

3.20.17. writeToControl
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DialogExtensions::writeToControl

>>--writeToControl(-id-, -x-,-y-, -txt-+------- +eotooeo-- totoeeeea- +otooeo-- +otooeo-- +-)-><
+-,-fnt-+ +-,-fs-+ +-, -opts-+ +-,-fg-+ +-, -bk-+
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Chapter 4.

Base and Mixin Classes

ooDialog programs primarily deal with dialog and dialog control objects. The top-level objects in the
programs, say a user UserDialog or a button Button are actually composed of a number of base
objects and / or mixin classes. All dialog and dialog control objects contain the methods of their
component base classes.

To make it easier to understand the methods and attributes that all dialogs have in common, this
documentation treats the dialog object as a whole. The dialog object chapter shows all the methods
and attributes that every dialog has, without making much distinction as to what specific mixin or base
class the method belongs to. The dialog control object, is treated in a similar fashion in its chapter.

This chapter describes the base and mixin classes that make up the dialog object and the dialog
control object and shows how they fit together. In addition, it contains the detailed information for the
mixin classes inherited by both the dialog and dialog control object. The dialog object and the dialog
control object chapters link back to this chapter for the detailed information where needed.

4.1. Component Classes Diagram

The diagram shown here shows the relation between the dialog and the dialog control objects and
their respective component classes. The abstract classes are shown in red. The mixin classes in
green. And the concrete subclasses in blue.

Components of the dialog object and the dialog control obiectl

: —
ResourceUtils WindowBase WindowExtensions
EventNotification (e
DialogExtentions
PlainBaseDialog DialogControl
t {The dialog object) {The dialog control object)
Y [y T
; ListBox ListControl
UserDialog |« ResDialog 1
- . .
(ListView)
ButtonControl
RcDialog & 1
and more ...
—|
and more ...
|y

Figure 4.1. Components
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4.2. CustomDraw Mixin Class

Custom draw is a service provided by some of the Windows common controls. This service allows the
programmer greater control over the appearance of a control than that provided directly though the
styles and methods of the control. Not all controls support custom draw, but those that do provide the
service in a generic manner through the use of custom draw event natifications.

The following Windows controls provide custom draw services:
» Header controls.

 List-view controls.
* Rebar controls.
¢ Toolbar controls.
« Trackbar controls.
e Tree-view controls.

The current implementation of custom draw in ooDialog supports simple custom draw for the /ist-view
and tree-view controls.

4.2.1. Custom Draw Overview

All windows in the Windows operating system periodically paint and erase themselves based on
messages received from the system or other applications. This process of painting or erasing is called
a paint cycle. The common controls that support custom draw send event notifications at specific
points while the control is being drawn. The notifications describe drawing operations that apply to the
entire control as well as drawing operations specific to items within the control.

Part of the the information sent in the custom draw notification is what stage of the paint cycle the
control is in. The stage will either be part of the overall painting of the control or part of the painting of
an item the control contains. The stage is identified by a constant value supplied by the CustomDraw
class. The possible draw stages are described in the following table:

Table 4.1. Stages of Custom Draw

Constant Value Description

Global Draw Stages
CDDS_PREPAINT This stage is before the paint cycle begins.
CDDS _POSTPAINT This stage is after the paint cycle is complete.
CDDS_PREERASE This stage is before the erase cycle begins.
CDDS_POSTERASE This stage is after the erase cycle is complete.

Item Specific Draw Stages
CDDS_ITEMPREPAINT This stage is before an item is drawn.
CDDS_ITEMPOSTPAINT This stage is after an item has been drawn.
CDDS_ITEMPREERASE This stage is before an item is erased.
CDDS_ITEMPOSTERASE This stage is after an item has been erased.

CDDS SUBITEMPREPAINT This stage is before an subitem is drawn. Only used in ListView
controls in report mode.
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Constant Value Description

CDDS_SUBITEMPOSTPAINT | This stage is after an subitem has been drawn. Only used in list-
view controls in report mode.

The ooDialog program that uses custom draw processes the information sent by the control and
returns information that instructs the underlying dialog control what to do. The key to using custom
draw is in this information sent back to the control in response to the event notification message. The
information returned by the program determines the control's behavior for that paint cycle.

Part of the information returned is a combination of response codes to the event notification. The
CustomDraw class provides constant values for these codes as summarized in the following table:

Table 4.2. Notification Responses

Constant Value Effect

CDRF_DODEFAULT The control will draw itself. It will not send additional event
notifications for this paint cycle. This respons cannot be used with
any other response.

CDRF_NOTIFYITEMDRAW The control will send event notifications for any item-specific
drawing operations. It will send event natification messages before
and after it draws items.

CDRF_NOTIFYPOSTPAINT The control will send an event notification when the painting cycle
for the entire control is complete.

CDRF_NOTIFYSUBITEMDRAW, The control will send event notifications for any subitem-specific
drawing operations. It will send event natification messages before
and after it draws subitems.

CDRF_SKIPDEFAULT The control will not perform any painting at all.
CDRF_DOERASE The control will only draw the background.
CDRF_SKIPPOSTPAINT The control will not draw the focus rectangle around an item.

Custom draw can be used by the program to draw the entire item, or to change part of the way an
item is drawn. Custom draw can be used to change the foreground and background colors, and the
font used by the control for each item. For list-view controls in report view, the programmer can also
change change the colors and the font for each individual subitem.

4.2.2. Custom Draw in ooDialog

Using custom draw in ooDialog involves a few basic steps.

Inherit CustomDraw
The dialog subclass where the programmer wants to use custom draw must inherit the
CustomDraw mixin class.

::class 'CustomDrawDlg' subclass RcDialog inherit CustomDraw

The dialog subclass does not have to be a RcDialog of course. It can be any dialog class
supported by ooDialog, except the PropertySheetDialog. Recall that the property sheet dialog is
managed by the operating system, not ooDialog. However, the pages of the property sheet dialog,
any PropertySheetPage dialogs, can use custom draw.
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Initialize CustomDraw

Before any other use of custom draw, the CustomDraw class must be initialized. This is done
through the customDraw method. This can be done wherever it seems convenient, but typically it
would be done before the dialog control is populated with its items.

::method init
expose textRed textBlack

forward class (super) continue

self~customDraw

Register Control(s)

Once the CustomDraw class is initialized, the next step is to register the dialog controls that
will use custom draw. Each individual control must be registered using the customDrawControl
method.

::method init

self~customDrawControl(IDC_LV_CUSTOM, 'ListView', onCustomDraw)

Code an Event Handler
The last part of using custom draw is coding the event handler. In ooDialog, the information from
the Windows dialog control is passed on the the Rexx event handler in the form of an object.
Each individual dialog control type has a control specific class that is used to pass the information.
Details on how to code the event handler are explained in the documentation of the control
specific class.

Supported Dialog controls.
ooDialog supports custom draw for the dialog controls listed in the following table. The table has
a link to the class used to provide the event handler with the information sent by the underlying
dialog control and a link to the documentation for the event handler for the specific type of control.

Table 4.3. ooDialog Supported Custom Draw Controls

Control Information Class Event Handler

ListView LvCustomDrawSimple List-view CustomDraw Event
Handler

TreeView TvCustomDrawSimple TreeView CustomDraw Event
Handler

4.2.3. Simple Custom Draw

Currently, ooDialog supports a limited subset of the full functionality supplied by the Windows custom
draw API. The developers are denoting this as simple custom draw. Simple custom draw allows the
ooDialog programmer to change the foreground and background colors of individual dialog control
items and subitems. It also allows the programmer to change the font of individual items and subitems.

There are a number of reasons for only supporting simple custom draw at this point. For one, it is
probably sufficient for everything an ooDialog programmer will want to do. It allows the most useful
functionality of custom draw to be delievered sooner and leaves the possiblity of future enhancements
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providing more functionality. Drawing in Windows needs to be done quickly and efficiently. This type of
programming is normally done in a low-level language. It is not clear that a complete implementation
of custom draw would produce satisfactory results.

In simple custom draw, the ooDialog framework does not invoke the custom draw event handler for
every single custom draw notification sent by the dialog control. Rather, it replies directly for a number
of the drawing stages itself, returning the correct information so that the item and subitem prepaint
notifications are sent by the control. It then invokes the Rexx event handler for the item and subitem
prepaint notifications. This allows the ooDialog programmer to change the colors and fonts for any
individual item or subitem.

In simple custom draw, the Rexx event handler will not recieve notifications for the postpaint,
preerase, and posterase drawing stages. The ooDialog programmer just needs to focus on handling
the prepaint notifications for items and subitems.

4.2.4. Method Table

The following table lists the class and instance methods of the CustomDraw class:

Table 4.4. CustomDraw Class Method Reference

Method Description

Constant Methods
constants The CustomDraw class provides a number of constant values needed to work
with the custom draw interface.
Instance Methods
customDraw Initializes the custom draw interface in ooDialog.

customDrawContro| Registers the specified dialog control to use custom draw.

rgb Constructs a COLORREF from the red, green, and blue values of a color..

4.2.5. Constants

The Windows API for custom draw has a number of constant values used to specify varying things.
There are constants used to indicate the current stage of custom draw paint cycle, constants to use

in replying to custom draw event notifications, etc.. The CustomDraw class supplies the following
constant values to use with custom drawing. Note that, except where indicated, the CDRF_* response
codes can be combined together. The or method can be used to combine values.

CDDS_ITEMPREERASE
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent before an item is erased.

CDDS_ITEMPREPAINT
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent before an item is drawn.

CDDS_ITEMPOSTERASE
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent after an item has been erased.

CDDS_ITEMPOSTPAINT
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent after an item has been drawn.
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CDDS_POSTERASE
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent when the erase cycle is complete.

CDDS_POSTPAINT
Part of the information sent in a custom draw event natification. It indicates the current draw stage.
This is sent when the paint cycle is complete.

CDDS_PREERASE
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent before the erase cycle begins.

CDDS_PREPAINT
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent before the paint cycle begins.

CDDS_SUBITEMPREPAINT
Part of the information sent in a custom draw event natification. It indicates the current draw stage.
This is sent before a subitem is drawn. This only applies to list-view controls in report view.

CDDS_SUBITEMPOSTPAINT
Part of the information sent in a custom draw event notification. It indicates the current draw stage.
This is sent after a subitem has been drawn. It is only sent for list-view controls in report view.

CDRF_DODEFAULT
One of the response values that can be returned to the dialog control from the custom draw
event handler. It indicates that the control should draw itself. The control will not send any more
notification messages for the current paint cycle. This response can not be combined with other
response values.

CDRF_DOERASE
One of the response values that can be returned to the dialog control from the custom draw event
handler. It indicates that the control should only draw the background.

CDRF_NEWFONT
One of the response values that can be returned to the dialog control from the custom draw event
handler. It indicates that the programmer has changed the font for the item being drawn. For list-
view and tree-view custom draw, it should also be used to indicate that the colors have been
changed.

CDRF_NOTIFYITEMDRAW
One of the response values that can be returned to the dialog control from the custom draw event
handler. It indicates the control should send natification message for any item-specific drawing
operations. The control will send event notifications before and after it draws items.

CDRF_NOTIFYPOSTPAINT
One of the response values that can be returned to the dialog control from the custom draw event
handler. It indicates the control should send a notification when the painting cycle for the entire
control is complete.

CDRF_NOTIFYSUBITEMDRAW
One of the response values that can be returned to the dialog control from the custom draw event
handler. It indicates the control should send notification message for any subitem-specific drawing
operations. The control will send event notifications before and after it draws subitems.
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CDRF_SKIPDEFAULT
One of the response values that can be returned to the dialog control from the custom draw
8event handler. It indicates that the control should not do any painting, the application will paint the
entire control.

CDRF_SKIPPOSTPAINT
One of the response values that can be returned to the dialog control from the custom draw event
handler. It indicates that the control should not draw the focus rectangle around an item.

CLR_DEFAULT
A special COLORREF value. COLORREFs are discussed in the documentation for both the rgb
and colorRef methods. The CLR_DEFAULT constant value is identical to the value returned either
of those methods when the CLR_DEFAULT keyword is used as the first argument to the method.

CLR_INVALID
A special COLORREF value. COLORREFs are discussed in the documentation for both the rgb
and colorRef methods. The CLR_INVALID constant value is identical to the value returned either
of those methods when the CLR_INVALID keyword is used as the first argument to the method.

CLR_NONE
A special COLORREF value. COLORREFs are discussed in the documentation for both the rgb
and colorRef methods. The CLR_NONE constant value is identical to the value returned either of
those methods when the CLR_NONE keyword is used as the first argument to the method.

4.2.6. customDraw

EBe cCUBSEADFENr=r=rorccecssansssssnnssocea0a03 ><

Initializes the custom draw interface in ooDialog and allows dialog controls to register for custom draw.

Arguments:
There are no arguments for this method.

Return value:
Returns true on success and false on error. An error is highly unlikely.

Remarks:
The customDraw method must be invoked before any other use of custom draw. It performs the
basic initialization that allows ooDialog to inteact with the Windows custom draw service. The
basic sequence is to invoke the customDraw method and then register the control(s) that will use
custom draw.

Example:
This example initializes the custom draw interface and then registers a list-view control to use
custom draw.

::method init
expose textRed textBlack
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forward class (super) continue

self~customDraw
self~customDrawControl(IDC_LV_CUSTOM, 'ListView', onCustomDraw)

4.2.7. customDrawControl

>>--customDrawControl(-id--+----------- R B R +--)----- ><
+-,-ctrlName+ +-,-methName-+ +-,-reserved-+

Specifies that the programmer will custom draw the named control.

Arguments:
The arguments are:
id [required]
Resource ID of the control, may be numeric or symbolic. A syntax condition is raised if the ID
is symbolic and it can not be resolved.

ctrlName [optional]

The name of the type of control. l.e., treeView, TrackBar, LISTVIEW. By default the control is
assumed to be a ListView. Case is not significant. Only ListView and TreeView controls are
currently supported.

methName [optional]

The name of a method in the Rexx dialog that will be invoked for the custom draw event. If
omitted it defaults to onCustomDraw.

reserved [optional]
Reserverd for future use. This argument is currently ignored.

Return value:
Returns 0 on success and 1 on error.

Remarks:

The customDrawControl method in effect registers a specific dialog control to receive custom draw
event notifications and to use a certain type of custom draw. Currently the only type implemented
in ooDialog is simple custom draw.

It is important that the programmer correctly names the control using custom draw through the
ctrlName argument. Failure to do so will result in undefined behaviour.

The event handling method for the custom draw event will recieve a single object as its argument.
The object conveys information to the event handler concerning the event and receives
information from the event handle to pass back to the underlying Windows control. The exact
object will depend on the type of dialog control. List-views will receive a LvCustomDrawSimple
object and tree-views will receive a TvCustomDrawSimple object.

It is possible to have several dialog controls register to use the same event handling method. The
information object sent to the event handler has the resource ID of the control the event is for.
However, the event handler needs to respond to the events as quickly as possible. Therefore it
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may be better to use a different event handler for each dialog control and eliminate the need to
decipher which control the event is for in a single handler.

Details
Raises syntax errors when incorrect usage is detected.

Example:

This example initializes the custom draw interface and then registers two controls to use custom
draw:

self~customDraw
self~customDrawControl(IDC_LV_A, 'ListView', onCustomDrawA)
self~customDrawControl(IDC_LV_B, 'ListView', onCustomDrawB)

4.2.8. rgb

>>--rgb(--+---+--+----- L e ><

Constructs a COLORREF from the red, green, and blue components of a color. In the Windows API
values of the type COLORREF are often used for colors.

Arguments:
The arguments are:
r [optional]
The red component for the color. The default is 0.

This argument can also be one of 3 keywords: CLR_DEFAULT, CLR_NONE, or
CLR_INVALID, case is not significant. If a keyword is used, the other arguments are ignored.
See the remarks section for more information on the keywords.

g [optional]
The green component for the color. The default is 0.

b [optional]
The blue component for the color. The default is 0.

Return value:
Returns the COLORREF value for the specified arguments.

Remarks:
A COLORREF is a 32-bit number with a hexidecimal format of: @x00bbggrr. The rgb method
provides a way to construct a COLORREF from the red, green, and blue values. Each color value
(red, green, or blue) is a whole number in the range of 0 to 255 inclusive.

The CLR_DEFAULT, CLR_NONE, etc., keywords represent special COLORREF values defined
in the Windows API. The exact meaning of the value seems dependent on the context it is used
in. For instance, in the list-view custom draw interface, if an item's foreground or background color
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is assigned CLR_DEFAULT, the list-view draws that item in its default color. On the other hand, if
the same thing is done for a tree-view item, the tree-view draws that item in black.

CLR_DEFAULT and CLR_INVALID are actually the same value. The CLR_INVAID keyword is
provided for completeness.

The functionality of the rgb method is identical to the functionality of the colorRef class method of
the Image class. Either method will return the same value for the same inputs.

Details
Raises syntax errors when incorrect usage is detected.

Example:
This example specifies the custom draw colors for a list-view item. The item will be drawn with
dark blue text on a light blue background.

if list~isChecked(item) then do
lvcds~clrText = self~RGB( 17, 5, 250)
lvcds~clrTextBk = self~RGB(115, 245, 186)
end

4.3. DialogControl

In a similar relationship as the PlainBaseDialog and dialog objects, the DialogControl is the base class
of all dialog control classes in the ooDialog framework. It implements methods that are common to
every dialog control. DialogControl is also an abstract class. A programmer can not instantiate a new
DialogControl object. Rather, one of the concrete dialog control classes such as, the DateTimePicker
or the ListView, are used.

See Figure 4.1, “Components” to visualize the mixin classes that the DialogControl inherits.

In essence the DialogControl is the dialog control object. All the methods and attributes of the
DialogControl are listed and documented in the dialog control object chapter. This includes the
methods and attributes of its inherited mixin classes.

The DialogControl inherits the following mixin classes:
» WindowsBase

* WindowsExtensions

4.3.1. Method Table

The following table lists the attribute methods and instance methods of the DialogControl class:

Table 4.5. DialogControl Method Reference

DialogControl Method Description

Attributes
hDIg Reflects the window handle of the underlying Windows dialog that the
dialog control belongs to.
id Reflects the numeric resource ID for the dialog control.
oDlg Reflects the Rexx dialog object that the dialog control belongs to.
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DialogControl Method Description

Instance Methods

assignFocus Sets the input focus to this dialog control.

clearRect Clears the specified rectangular within the client area of this control.

connectCharEvent Connects a character event notification sent to the control to a method in
the Rexx dialog.

connectFKeyPress Connects all F Key key press events to a method in the Rexx dialog.

connectKeyPress Connects a key press event notification with a method in the Rexx
dialog.

data Reprieves the data (the value) of the underlying control's state.

Section 4.3.8, “data="

Sets the state of the underlying dialog control to the data (the value)
specified.

disconnectKeyPress Disconnects a method in the Rexx dialog from a previously connected
key press event.

getTextSizeDIlg Calculates the size, (width and height,) in dialog units for a given string.

group Adds or removes the group style for the control.

hasKeyPressConnection

Queries if a specific method, or any method, in the Rexx dialog has a
connection to a key press event.

redrawRect Immediately redraws the rectangle of the client area of the associated
dialog.

setColor Sets the background color, and optionally the text color, for this dialog
control.

setSysColor Sets the background color, and optionally the text color, for this dialog
control using the system colors.

tabStop Add or remove the tab stop style for the control.

textSize Computes the width and height in pixels of the specified string of text
when displayed by this control.

useUnicode Sets the format flag telling the control to use, or not use, Unicode.

usingUnicode

Determines if the control is using Unicode or not.

4.3.2. assighFocus

DialogControl::assignFocus

>>--assignFocus---------

4.3.3. clearRect

DialogControl::clearRect

Form 1:
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>>--clearRect(--rectangle--)--------------------- ><
Form 2:
>>--clearRect(--ptl--,--pt2--)------------------- ><
Form 3:
>>--clearRect(--x-,--y-,--CX-,--Cy--)------------ ><

Generic form:

>>--clearRect(--rectCoordinates--)--------------- ><

4.3.4. connectCharEvent

DialogControl::connectCharEvent

>>--connectCharEvent(--+-------------- +--)------- ><
+--methodName- -+

4.3.5. connectFKeyPress

DialogControl: :connectFKeyPress

>>--connectFKeyPress(--methodName--)------------- ><

4.3.6. connectKeyPress

DialogControl::connectKeyPress

>>--connectKeyPress(--methodName--, --keys--+----------- +--)----- ><
+-,-filter--+

4.3.7. data

DialogControl::data

SPoo@flifflccocccocococcooccoocoooocooccoocoooocooocoos ><
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4.3.8. data=

DialogControl::data =

>>--data = newData-----------------------~-------- ><

4.3.9. disconnectKeyPress

DialogControl: :disconnectKeyPress

>>--disconnectKeyPress(--+-------------- +--)----- ><
+--methodName- -+

4.3.10. getTextSizeDIg

DialogControl::getTextSizeDlg

+-,-fontname--+ +-,-fontSize--+ +-,-hwnd--+

>>--getTextSizeDlg(--text--+------------- B T B +--)----><

4.3.11. group

DialogControl: :group

>>--group(--+----------- R T T ><
+-wantStyle-+

4.3.12. hasKeyPressConnection

DialogControl: :hasKeyPressConnection

>>- -hasKeyPressConnection(--+-------------- +--)--><
+--methodName- -+

4.3.13. redrawRect

DialogControl::redrawRect
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Form 1:
>>--redrawRect(--rectangle--+--------- +--)------- ><

+-,-erase-+
Form 2:
>>--redrawRect(--ptl--,--pt2--+--------- +--)----- ><

+-,-erase-+

Form 3:
>>--redrawRect(--x-,--y-,--X1-,--yl--+--------- L EELEELEEEEEEE ><

+-,-erase-+
Generic form:

>>--redrawRect(--rectCoordinates--+--------- +--)-><
+-,-erase-+

4.3.14. setColor

DialogControl::setColor

>>--setColor(--bk--+------- R e e T T ><

4.3.15. setSysColor

DialogControl: :setSysColor

>>--setSysColor(--bk--+------- S IO ><

4.3.16. tabStop

DialogControl::tabStop

>>--tabStop(--+----------- e e T ><
+-wantStyle-+

4.3.17. textSize
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DialogControl::textSize

>>--textSize(--text--,--size--)------------------ ><

4.3.18. useUnicode

DialogControl: :useUnicode

>>--useUnicode(--USe--)-------------mmmmema oo ><

4.3.19. usingUnicode

DialogControl: :usingUnicode

>>--usingUnicode------

4.4. DialogExtensions Mixin Class

The DialogExtensions class is a mixin class inherited by PlainBaseDialog class. Therefore the
methods of this class are methods of every dialog. The methods of the DialogExtensions class are
probably methods added after the original release of the ooDialog framework, thus the extensions part

of the class name.

4.4.1. Method Table

The following table provides links to the documentation for the methods DialogExtensions Mixin Class:

Table 4.6. DialogExtensions Methods

Method Description

addAutoStartMethod Adds a method name and parameters to an internal queue whose
items are started automatically and run concurrently when the dialog is
executed.

changeBitmapButton Changes the bitmap of a bitmap button.

clearControlRect Clears the client area of the specified dialog control by redrawing the
area with the background brush set to the default background color of a
dialog.

clearRect Clears the specified rectangular within the client area of a window.

clearWindowRect Erases the client area of the given window.

createBrush Creates a logical brush that has the specified style, color, and pattern.

determineSBPosition Calculates and sets the new scroll bar position based on the position
data retrieved from the scroll bar and the step information.

dimBitmap Draws a bitmap step by step.
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Method Description

displaceBitmap Sets the position of the bitmap within a bitmap button.

drawBitmap Draws the bitmap for a bitmap button at the specified position.

drawButton Draws the specified button.

endAsyncExecution Used to end the asynchronous execution of a dialog started using the
executedAsync method.

executeAsync Creates the underlying Windows dialog, starts it executing, shows it in
the same way as the execute method does, and returns immediately.

freeControlDC Releases the device context of a control.

freeWindowDC Releases the device context of a window.

getBitmapPosition Retrieves the position, as a point, of the upper left corner of a bitmap
within a bitmap button.

getBitmapSizeX Retrieves the width of the bitmap that is set for a bitmap button.

getBitmapSizeY Retrieves the height of the bitmap that is set for a bitmap button.

getBmpDisplacement

Retrieves the position of the bitmap within a bitmap button.

getControlDC Returns the device context of a dialog control.

getControlRect Returns the size and position rectangle of the specified dialog control.
getListltemHeight Returns the height of the items in a list box in dialog units. (Inaccurate)
getListitemHeightPx Returns the height of the items in a list box in pixels.

getListWidth Returns the scrollable width of a list box in dialog units. (Inaccurate)
getListWidthPx Returns the scrollable width of a list box in pixels.

getSBPos Returns the current position of a scroll bar control.

getSBRange Returns the range of a scroll bar control.

getWindowDC Returns the device context of a window.

installAnimatedButton

Installs an animated button and runs it concurrently with the main
activity.

installBitmapbutton

Connects bitmap(s) and a method with a push button.

moveControl Moves a dialog control to another position within the dialog window.

popup Starts a modeless dialog executing and returns immediately.

popupAsChild Assigns a parent dialog, starts a modeless dialog executing, and returns
immediately. The dialog is closed automatically when the parent dialog
ends.

redrawControl Redraws the specified dialog control.

redrawRect Redraws a rectangle within the client area of this dialog, or optionally the
client area of a specified window.

redrawWindow Redraws the specified window.

redrawWindowRect Forces this dialog to completely redraw its client area, or optionally the
client area of a specified window.

resizeControl Changes the size of a dialog control.

scrollBitmapFromTo Scrolls the bitmap within the bitmap button from one position to another.

scrollButton Moves a rectangle within the button and redraws the uncovered area

with the button background color.
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Method Description

scrollinControl Scrolls text in a dialog control using the specified font.

scrollText Scrolls text in the specified window using the specified font.

setBitmapPosition Sets the position of the upper left corner of a bitmap within the bitmap
button.

setControlFont Changes the font for specified dialog control.

setControlColor Sets the background color, and optionally the text color, for the specified
dialog control.

setControlSysColor Sets the background color, and optionally the text color, for the specified
dialog control using the system colors.

setForegroundWindow Brings the specified window to the foreground.

setListColumnWidth Sets the width of all columns in a list box in dialog units. (Inaccurate)

setListColumnWidthPx Sets the width of all columns in a list box in pixels.

setListitemHeight Sets the height for all items in a list box in dialog units. (Inaccurate)

setListltemHeightPx Sets the height for all items in a list box in pixels.

setListWidth Sets the scrollable width of a list box in dialog units. (Inaccurate)

setListWidthPx Sets the scrollable width of a list box in pixels.

setSBPos Sets the current position of a scroll bar control.

setSBRange Sets the range of a scroll bar control.

setSBRange Changes the size and position of the specified window.

write ToWindow Writes text to the dialog or dialog control, specified by its window handle,
in the given font at the specified position.

writeToControl Writes text to the dialog control, specified by its resource ID, in the given
font at the specified position.

4.4.2. addAutoStartMethod

>>--addAutoStartMethod(--+--------- +--,--methodName--+--------------- +--)------ ><

+-inClass-+ +-,--parameters-+

The addAutoStartMethod method adds a method name and parameters to a special internal queue. All
methods in this queue will be started automatically and run concurrently when the dialog is executed.
The given method (MethodName) in the given class (InClass) is started concurrently with the dialog
when the dialog is activated using the execute or executeAsync method. This is useful for processing

animated buttons.

Arguments:
The arguments are:
inClass

The class where the method is defined. If this argument is omitted, the method is assumed to
be defined in the dialog class.
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methodName
The name of the method

parameters
All parameters that are passed to this method

Example:
The following example installs the ExecuteB method of the MyAnimatedButton class so that it is
processed concurrently with the dialog execution:

MyDialog~addAutoStartMethod("MyAnimatedButton", "ExecuteB")

::class MyAnimatedButton
::method ExecuteB

4.4.3. changeBitmapButton

>>--changeBitmapButton(--id-, -bN--+------ Poefocccce Poefocccce Poefoccnccss +--)--><
+-,-bF-+ +-,-bS-+ +-,-bD-+ +-,-opts-+

Changes the bitmaps for an already installBitmapbutton bitmap button and optionally immediately
redraws the button.

Arguments:
The arguments are:
id [required]
The resource ID for the bitmap button whose bitmaps are being changed. May be numeric or
symbolic.

bN [required]
The bitmap to use for the normal state of the button. See the remarks for information on how
the bitmap may be specified.

focused [optional]
The bitmap to use for the focused state of the button. See the remarks for information on how
the bitmap may be specified. If this argument is omitted, the normal bitmap is used for the
focused state.

selected [optional]
The bitmap to use for the selected state of the button. See the remarks for information on how
the bitmap may be specified. If this argument is omitted, the normal bitmap is used for the
selected state.
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disabled [optional]
The bitmap to use for the disabled state of the button. See the remarks for information on how
the bitmap may be specified. If this argument is omitted, the normal bitmap is used for the
disabled state.

style [optional]
A list of O or more of the following keywords separated by spaces, case is not significant:

FRAME INMEMORY NODRAW
USEPAL STRETCH
FRAME

With this option, when the ooDialog framework draws the bitmap button, it attempts
to draw it with the 3D effect. Note that the drawing method is outdated and will give a
somewhat different appearance to the button than that of buttons in modern Windows
versions.

USEPAL
Uses the colors of the bitmap for the normal state to create a system color palette. Use
this option when the bitmap was created with a palette other than the default Windows
color palette. This palette is used when drawing all of the bitmap states so when different
bitmaps are used for the different states, they should all use the same colors.

INMEMORY
The bitmaps can be loaded into memory through the loadBitmap method. In this case, the
programmer uses the bitmap handle to specify the bitmaps and must use the INMEMORY
keyword.

STRETCH
If the size of the bitmap is smaller than the size of the button rectangle, the bitmap is
stretched to match the size of the button. This option has no effect on bitmaps loaded from
a dynamic-link library.

NODRAW
By default, when the button bitmaps are changed, the button is immediately redrawn.
If this keyword is used, the button is not redrawn immediately. The next time the button
needs to be redrawn, it will be redrawn using the new bitmaps.

Return value:
Returns 0 for success. On error returns -1 if the resource 1D was symbolic and it could not be
resolved to a numeric ID, or 1 for any other error.

Remarks:
The arguments specifying the bitmaps can be a bitmap file name, a bitmap handle, or the resource
number of a bitmap compiled into the resource DLL of a ResDialog. The bitmap arguments must
all be the same type. l.e. all file names, all resource IDs, or all handles. Symbolic resource IDs can
be used for the bitmap arguments. If the bitmap arguments are handles the style argument must
contain the INMEMORY keyword.

The bitmap button must have already been assigned bitmaps, if there are no assigned bitmaps
this method fails. All of the existing assigned bitmaps are removed, the programmer must reassign
all 4 bitmaps, even if the bitmap for some state is the same as the previous bitmap.

In ooDialog a bitmap button is an owner-drawn button that uses the supplied bitmap(s) for the
button. ooDialog internally handles the drawing of the button.
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Up to 4 bitmaps can be assigned to the button. These bitmaps are drawn for the different button
states: normal, focused, selected and disabled. The normal bitmap must be supplied and that
bitmap is used for any of the other states if no bitmap for the state is supplied.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:

self~changeBitmap("IDOK", "AddBut_n.bmp", "AddBut_f.bmp", -
"AddBut_s.bmp", "AddBut_d.bmp", "FRAME")

4.4.4. clearControlRect

>>--clearControlRect(--id--)--------------------- ><

The clearControlRect clears the client area of the specified dialog control by redrawing the area with
the background brush set to the default background color of a dialog.

Arguments:
The single argument is:
id [required]
The resource id of the dialog control that is to be cleared. May be numeric or symbolic.

Return value:
0 on success, or 1 on any error.

Remarks:
The client area of the control is not really cleared, but rather the dialog background is painted
over the top of the area. Most dialog controls do not have a border, but if the control does have a
border, the border is not cleared because it is outside of the client area.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

4.4.5. clearRect

Form 1:
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>>--clearRect(--hwnd--, --rectangle--)------------ ><

Form 2:

>>--clearRect(--hwnd--, --pt1--,--pt2--)---------- ><

Form 3:

>>--clearRect(--hwnd--, --X--,--y--, --X1--,--yl--)-ccmomomu ><

Generic form:

>>--clearRect(--hwnd--, --rectCoordinates--)------ ><

The clearRect method clears the specified bounding rectangle within the client area of a window. The
rectangle is cleared by redrawing it with the background brush set to the typical background color for
dialog boxes and three dimensional elements.

Arguments:
The arguments are:
hwnd [required]
The handle of the window containing the rectangle to be cleared.

rectCoordinates [required]
The coordinates of the rectangle to be cleared. The coordinates specify the upper left and
lower right corners of the rectangle. The corners can be specified using either a Rect object,
two Point objects, or the individual x and y coordinates of each corner.

The coordinates are specified as client area coordinates, in pixels.

Return value:
0 on success, 1 on error.

Remarks:
The rectangle is not really cleared, but rather is redrawn using the normal background color for a
dialog box.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:
This example is a complete program, it can be copy and pasted into a file and executed. Running
the program and reading the code should give a better understanding of the clearRect method
than a text description alone.

/* Shows clearRect() at work. */

dlg = .Simple~new
dlg~execute("SHOWTOP")
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return 0
-- End of entry point.

::requires "ooDialog.cls"
::class 'Simple' subclass UserDialog
::method init

forward class (super) continue
self~createCenter (245, 132, "clearRect() Example")

::method defineDialog

self~createGroupBox (100, 10, 13, 107, 70, , "Test Group Box")
self~createListView (200, 130, 13, 107, 70, "REPORT")

self~createPushButton(300, 115, 108, 65, 14, , "Clear Group Box", onClear)
self~createPushButton(IDOK, 185, 108, 50, 14, "DEFAULT", "Ok")

::method initDialog
expose list gb pb

list = self~newListView(200)

list~insertColumn(®, "Text", 40)
list~insertColumn(1, "Number", 30)
do i=1+to 3

list~addRow(i, , "Line", 1)

end
gb = self~newGroupBox(100)
pb = self~newPushButton(300)

::method onClear unguarded
expose list gb pb

text = pb~getText

select
when text == "Clear Group Box" then do
text = "Clear List View"

r = gb~clientRect
r~right %= 2
r~bottom %= 2
self~clearRect(gb~hwnd, r)
end
when text == "Clear List View" then do
text = "Refresh"
self~clearRect(list~hwnd, 10, 10, 55, 80)

end
otherwise do
text = "Clear Group Box"

gb~redrawClient
list~redrawClient
end
end
-- End select

pb~setText(text)
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4.4.6. clearWindowRect

>>--clearWindowRect(--hwnd--)-------------------- ><

The clearWindowRect method erases the client area of the given window.

Arguments:
The only argument is:
hwnd
The handle of the window. See getSelf, get, or getControlHandle for some methods to get a
window handle.

Example:

The following example gets the window handle of a dialog control with the symbolic resource ID of
IDC_PB_DONE and then clears the dialog control window:

hwnd = self~getControlHandle(IDC_PB_DONE)
MyDialog~clearWindowRect (hwnd)

4.4.7. createBrush

>>--createBrush(--+--------- L R e ) e T ><
+--color--+ +-,-brushSpecifier--+

The createBrush method creates a logical brush that has the specified style, color, and pattern.

Arguments:
Both arguments are optional. If both arguments are omitted then a hollow brush is created.
Otherwise, the arguments are:
color [optional]
The color number. When this argument is omitted and brushSpecifier is used, the color
number defaults to 1.

brushSpecifier [optional]
If this argument is omitted a solid brush using the color specified is created. Otherwise, this
argument can be the name of a bitmap file, the resource ID of a bitmap compiled in the
resource only DLL of a ResDialog, or one of the following keywords. The keywords create a
hatched brush. A bitmap file name will cause the bitmap to be loaded into memory and then
used for the brush. Case is not significant in the keywords.

UPDIAGONAL DOWNDIAGONAL
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CROSS HORIZONTAL
DIAGCROSS VERTICAL
UPDIAGONAL

A 45-degree upward, left-to-right hatch.

CROSS
A horizontal and vertical crosshatch.

DIAGCROSS
A 45-degree crosshatch.

DOWNDIAGONAL
A 45-degree downward, left-to-right hatch.

HORIZONTAL
A horizontal hatch.

VERTICAL
A vertical hatch.

Remarks:
A brush is a bitmap that the operating system uses to paint the interiors of filled shapes. After the
programmer creates a brush, it can then be selected into a device context using the objectToDC
method. When the brush is no longer needed use the deleteObject method to release the
operating resources used by the brush.

When brushSpecifier is a non-negative whole number, it is taken to be the resource ID of a bitmap
compiled in to the resource only DLL of a ResDialog. If the dialog is not a ResDialog, or if there
is no matching bitmap in the DLL, the method fails. Note that, technically, if the dialog is not a
ResDialog, the ooDialog.d11 is searched for the bitmap. However, since there are currently
no bitmaps compiled in to ooDialog.d11, the restriction that the dialog must be a ResDialog is
essentially correct.

The createBrush method here is almost identical to the createBrush method of the
WindowsExtensions class. The method documented here is a method of the DialogExtensions
class and is therefore inherited only by the dialog object.

In the dialog object, the createBrush method of the DialogExtensions class over-rides

the createBrush method of the WindowExtensions class. Therefore, this documentation is
essentially the dialog object's createBrush documentation. The createBrush documentation is for
the dialog control object's createBrush method.

Details:
Sets the .systemErrorCode.

4.4.8. determineSBPosition

>>--determineSBPosition(--id--, --posdata--+----------- R +--)-------- ><
+-,-single--+ +-,-page--+
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The determineSBPosition method calculates and sets the new scroll bar position based on the position
data retrieved from the scroll bar and the step information.

Protected:
This method is protected.

Arguments:

The arguments are:
id

The ID of the scroll bar.

posdata
The position information sent with the connected scroll bar event.

single

This number is added (or subtracted if negative) to the current position for a single step. If
omitted, the single step size is 1.

page

This number is added (or subtracted if negative) to the current position for a page step. If
omitted, the page step size is 10.

Return value:
The new scroll bar position.

Example:

The following example demonstrates how to update the scroll bar position. Each time the
ScrollBarEventHandler is called by an event for scroll bar SB_SIZE, the position of the scroll bar is
calculated and updated. posdata is sent along with the scroll bar event.

/* Method ScrollBarEventHandler is connected to item SB_SIZE */
::method ScrollBarEventHandler
use arg posdata, sbwnd

pos = self~determineSBPosition("SB_SIZE", posdata,l,25)
return pos

4.4.9. dimBitmap

>>--dimBitmap(--id-, -bmp-, -cx-, -Cy--+--------- L L +--)---><
+-,-stepX-+ +-,-stepY-+ +-,-steps-+

Draws a bitmap on the client area of a button control step by step.

Arguments:
The arguments are:
id [required]
The resource 1D of the button. May be numeric or symbolic.
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bmp [required]
A handle to the bitmap loaded with loadBitmap.

cXx, cy [required]
The width and height of the bitmap.

stepx, stepy [optional]
The number of pixels to increment the x and y position of the bitmap at each step. The default
is 2 pixels for both cx and cy.

steps [optional]
The number of iterations used to draw the bitmap. The bitmap is redrawn at each step. The
default is 10.

Return value:
Returns 0 on success and -1 if an error is detected.

Remarks:
This method is only intended to be used with button controls. It will fail if the resource ID argument
specifies a dialog control that is not a button.

The underlying Windows dialog must exist to use this method.

Details:
Raises syntax errors when incorrect usage is detected.

Sets the .systemErrorCode.

4.4.10. displaceBitmap

>>--displaceBitmap(--id--,--X--,--y--)----------- ><

The displaceBitmap method sets the position of a bitmap within the client area of a bitmap button.

Arguments:
The arguments are:
X [required]
The x coordinate of the top left corner of the bitmap within the client area of the bitmap button.

y [required]
The y coordinate of the upper left corner of the bitmap within the client area of the bitmap
button.

Remarks:
Both the x and y coordinates are in pixels and can have negative values.

Recall that client area coordinates are specified in relation to the (0, 0) point of the client area of a
window. Negative values then place the bitmap outside of the client area of the bitmap
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The setBitmapPosition method is most likely a better method to use than the displaceBitmap. It
accepts either a Point object or the individual x and y coordinates to specify the position of the
bitmap. Set position more accurately describes what the method does than displace.

Example:
The following example moves the bitmap within the associated bitmap button 4 screen pixels to
the right and 3 pixels upward. Contrast this with the setBitmapPosition example:

parse value self~getBmpDisplacement(IDC_PB_BITMAP1l) with dx dy
if dx <> -1 then do

dx += 4

dy -=3

self~displaceBitmap(IDC_PB_BITMAP1, dx, dy)
end

4.4.11. drawBitmap

>>--drawBitmap(--+-------- +--,--id--4------ e LRt Fomee e >
+--hwnd- -+ +-,-X--+ -+-,-y--+ -+-, -bmpX--+

Sectome e amaa Feoetmm e e e s Foetmm e e eaa ) e ><
+-,-bmpY--+ +-,-width--+ +-,-height--+

Draws all, or part of, the bitmap for a bitmap button at the specified position.

Arguments:
The arguments are:
hwnd [optional]
The window handle of the bitmap button. This argument is, and has always been, ignored. It is
simply retained for backwards compatibility.

id [required]
The resource 1D of the bitmap button. May be numeric or symbolic.

X, Y [optional]
The client area coordinates where the upper left corner of the bitmap is to be drawn, in pixels.
The default is (0, 0).

bmpX, bmpY [optional]
The coordinates in the bitmap for the upper left corner of the portion that is to be drawn. The
default is (0, 0). This, along with the width and height arguments, can be used to draw only a
portion of the bitmap. For instance, to draw only the lower right quadrant of the bitmap, this
argument could be set to the mid point of the bitmap.
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width [optional]
The width, starting from ()bmpX, bmpY) of the bitmap of the portion for the bitmap being
drawn. If omitted or 0, the remaining width of the bitmap is drawn.

height [optional]
The height, starting from ()bmpX, bmpY) of the bitmap for the portion of the bitmap being
drawn. If omitted or 0, the remaining height of the bitmap is drawn.

Return value:
Returns 0 on success or 1 for error.

Remarks:

This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to the button then 1 is returned.

Unlike the setBitmapPosition method, which permanently sets the position for the bitmap, the
drawBitmap immediately draws the bitmap, or part of it, at the specified position. If the button
needs to be redrawn, maybe because the window was covered and then uncovered, the bitmap is
drawn at the position set with setBitmapPosition. drawBitmap is used by scrollBitmapFromTo, for
example.

You can use the drawBitmap method to animate a bitmap by providing a bitmap that contains
several images and use the offset and extension arguments to display a single image of the
bitmap.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

4.4.12. drawButton

>>--drawButton(--id--)-------------mmm oo ><

The drawButton method draws the given button.

Arguments:

The only argument is:
id
The ID of the button

4.4.13. endAsyncExecution

>>--endAsyncExecution--------------oooooooooooooo ><
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The endAsyncExecution method is used to end the asynchronous execution of a dialog started using
the executeAsync method. The endAsyncExecution method does not return until the user closes the
dialog.

Arguments:
The method does not take any arguments.

Return value:
The return values are the same as for the execute method and are:

0
Some error ocurred, the dialog was not executed.
1
The user terminated the dialog using an ok command.
2
The user terminated the dialog using a cancel command.
Remarks:

Every dialog that is started using the executeAsync method must have a matching
endAsyncExecution invocation. This is the only way to ensure the proper termination of the dialog.
This does not apply of course if the invocation of executeAsync failed.

Example:
The executeAsync example shows the proper use of the endAsyncExecution method.

4.4.14. executeAsync

>>--executeAsync(--+----------- e L R L ><
+--ignored--+ +-,--showOption--+ +-,--icon--+

The executeAsync method creates the underlying Windows dialog, starts it executing, and shows

it in the same way as the execute method does. However, executeAsync does not wait for the

dialog to be closed, rather it returns immediately. This allows the programmer to execute other Rexx
statements asynchronously with the dialog execution. The endAsyncExecution method is used to halt
the asynchronously execution and wait for the dialog to be closed.

Arguments:
The arguments are:
ignored [optional]
This argument is completely ignored. It is a hold over from older versions of ooDialog,
versions prior to 4.0.0. However, for backwards program compatibility the argument must be
returned. The programmer should omit the argument altogether, or could put in any value as a
place holder.

showOption [optional]
Zero or one of the following keywords to specify how the dialog is shown. This keyword is
used in the automatic invocation of the show method. Case is not significant. If this argument
is omitted, the NORMAL keyword is used:

261



Chapter 4. Base and Mixin Classes

NORMAL
Makes the dialog visible in its default position and window size. This has the effect of
restoring the dialog size and position if it is minimized or maximized. This is the default if
the argument is omitted.

DEFAULT
DEFAULT is an alias for NORMAL. The two keywords are functionally identical.

SHOWTOP
Makes the dialog visible and the topmost window.

HIDE
Makes the dialog invisible.

MIN
Minimizes the dialog and activates the next window in the window order.

MAX
Maximizes, and makes visible if necessary, the dialog.

INACTIVE
Makes the dialog visible without changing the active window. When the NORMAL keyword
is used, the dialog is shown and becomes the active window. The INACTIVE keyword
makes the dialog visible without changing the focus from the current active window.

RESTORE
Makes the dialog visible and restores it to its original size and position if it was minimized
or maximized. An application should specify this flag when restoring a minimized window.

icon [optional]
The resource ID of the dialog icon. May be numeric or symbolic. If an icon ID is not supplied,
the default ooDialog icon will be used.

Return value:
The return values are:

0
The dialog was created and shown without problems. The dialog is currently executing.
1
An error occurred, the dialog was not created and is not executing. Do not invoke
endAsyncExecution in this case.
Remarks:

Although any of the show keywords can be used, for the executeAsync method the SHOWTOP,
HIDE, and MAX keywords make the most sense. SHOWTOP is the usual keyword. Rather than
use the HIDE keyword, it is more practical to simply create the dialog without the VISIBLE style.

If another ooDialog dialog has been started by the Rexx program, it is disabled when
executeAsync is invoked. This in effect makes the dialog a modal dialog. To start a modeless
dialog use the popup or popupAsChild methods.

Example:
This example shows an application that creates a tool pallette dialog. The tool pallette dialog can
not be executed until its underlying owner dialog has been created. So the main dialog is started
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using executeAsync, then the pallette dialog is executed, and finally endAsyncExecution is used to
wait for the main dialog to close:

.application~useGlobalConstDir ("0", "useTools.h")
dlg = .MainDialog~new

dlgTool = .ToolPaletteDlg~new
dlgTool~ownerDialog = dlg

dlg~executeAsync("SHOWTOP", IDI_DLG_OOREXX)
dlgTool~popup("SHOWTOP")

dlg~endAsyncExecution

4.4.15. freeControlDC

>>--freeControlDC(--id--,--dC--)----------------- ><

The freeControlDC method releases the device context of a control.

Arguments:
The arguments are:
id

The resource ID of the control.

dc
The device context previously received by the getContro/lDC method

4.4.16. freeWindowDC

>>--freeWindowDC( - -hwnd--, --dc--)---------------- ><

The freeWindowDC method frees the device context of a window.

Arguments:
The arguments are:
hwnd
The window handle
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dc
The device context previously received by the getWindowDC method

4.4.17. getBitmapPosition

>>--getBitmapPosition(--id--,--pos--)------------ ><

Retrieves the position in client coordinates of the upper left corner of a bitmap within a bitmap button.

Arguments:
The arguments are:
id [required]
The resource ID of the bitmap button. May be numeric or symbolic.

pos
A Point object. On a successful return the point object is updated with the position of the
bitmap. On an error return, the point object is left unchanged.

Return value:
Returns . true on success and . false on error.

Remarks:
Recall that client area coordinates are relative to the (0, 0) point of the client area of a window.
Both or either of the coordinates can be negative. A negative x will place the bitmap to the left of
the edge of the button. A negative y will place the bitmap above the top of the bitmap.

This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to the button then . false is returned.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

4.4.18. getBitmapSize

>>--getBitmapSize(--id--)------------------------ ><

Retrieves the size of the bitmap for a bitmap button as a Size object.

Arguments:
The single arguments is:
id [required]
The resource ID of the bitmap button. May be numeric or symbolic.
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Return value:
On success, returns the bitmap size. On failure returns -1.

Remarks:

If id is not the resource ID of a bitmap button, or if the bitmap for the button can not be located, the
negative one is returned.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:

This example retrieves the size of the bitmap for the bitmap button with symbolic resource 1D of
IDC_PB_TICKET:

size = self~getBitmapSize(IDC_PB_TICKET)
say 'Size for the ticket push button bitmap:' size~width 'by' size~height

/* Output might be:
Size for the ticket push button bitmap: 152 by 178

*/

4.4.19. getBitmapSizeX

>>--getBitmapSizeX(--id--)----------------------- ><

Gets the width of the bitmap assigned to this bitmap button in pixels.

Arguments:
The single argument is:
id [required]
The resource ID of the bitmap button. May be numeric or symbolic.

Return value:
On success, the width of the bitmap for the bitmap button in pixels, on error -1.

Remarks:
This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to this button then -1 is returned.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.
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4.4.20. getBitmapSizeY

>>--getBitmapSizeY(--id--)-----------------oooo-- ><

Gets the height of the bitmap assigned to this bitmap button in pixels.

Arguments:
The single argument is:
id [required]
The resource ID of the bitmap button. May be numeric or symbolic.

Return value:
On success, the height of the bitmap for the bitmap button in pixels, on error -1.

Remarks:
This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to this button then -1 is returned.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

4.4.21. getBmpDisplacement

>>--getBmpDisplacement(--id--)------------------- ><

Returns a string containing the client area coordinates of the bitmap in a bitmap button.

Arguments:
The single argument is:
id [required]
The resource ID of the bitmap button. May be numeric or symbolic.

Return value:
A string with the X position and then the Y position of the bitmap, in pixels. The X and Y
coordinates are separated by a blank. On error, -1 is returned.

Remarks:
Recall that client area coordinates are relative to the (0, 0) point of the client area of a window.
Both or either of the coordinates can be negative.

This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to the button then -1 is returned.
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Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:
This following example shows how to use the getBmpDisplacement method:

bmpPos = self~getBmpDisplacement (IDC_PB_TICKET)
parse var bmpPos x y

4.4.22. getControlDC

>>--getControlDC(--id--)-------------"-mmmmo o ><

The getControlDC method returns the device context of a dialog control. Do not forget to free the
device context after you have completed the operations (see freeControlDC).

Arguments:
The only argument is:
id

The resource ID of the dialog control. May be numeric or symbolic.

4.4.23. getControlRect

>>--getControlRect(--id--)---------------mmm-n ><

The getControlRect method returns the size and position rectangle of the given dialog control. The
four values (left, top, right, bottom) are returned in one string separated by blanks.

Arguments:
The only argument is:
id

The ID of the dialog control.

4.4.24. getListitemHeight
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>>--getListItemHeight(--id--)-------------c"----- ><

The getListitemHeight method returns the height of the items in a list box, in dialog units.

The value is usually inaccurate because it is calculated using factorX. The programmer is advised to
use the getListitemHeightPx method instead, which will return the correct height of a list item.

Arguments:

The only argument is:
id
The ID of the list box of which you want to know the item height.

Return value:
The height of the list box items, in dialog units.

4.4.25. getListitemHeightPx

>>--getListItemHeightPx(--id--)------------------ ><

Gets the height, in pixels, of an individual item in a ListBox control.

Arguments:
The single arguments is:
id [required]
The resource ID of the list box. May be numeric or symbolic.

Return value:
Returns the height of each item in the list box, in pixels.

4.4.26. getListWidth

>>--getLiStWidth(--dd--)-=---mccmommmmomceoaoooo ><

The getListWidth method returns the scrollable width of a list box, in dialog units.

The value is usually inaccurate because it is calculated using factorX. The programmer is advised to
use the getListWidthPx method instead, which will return the correct width in pixels.

Arguments:
The only argument is:
id
The ID of the list box of which you want to know the scrollable width.

268



getListWidthPx

Return value:
The width of the scrollable area of the list box, in dialog units.

4.4.27. getListWidthPx

>>--getListWidthPx(--id--)---------------“"-"---- ><

Retrieves the width, in pixels, that a list box can be scrolled horizontally, if the list box has a horizontal
scroll bar.

Arguments:
The single arguments is:
id [required]
The resource ID of the list box. May be numeric or symbolic.

Return value:
The scrollable width of the list box, in pixels

4.4.28. getSBPos

>>--getSBPOS(--id--)---------------------oea- - ><

The getSBPos method returns the current position of a scroll bar control.

Arguments:
The only argument is:
id
The ID of the scroll bar.

4.4.29. getSBRange

>>--getSBRange(--id--)--------------"-"------------ ><

The getSBRange method returns the range of a scroll bar control. It returns the two values (minimum
and maximum) in one string, separated by a blank.

Protected:
This method is protected.
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Arguments:

The only argument is:
id
The ID of the scroll bar.

Example:

The following example demonstrates how to get the minimum and the maximum values of the
scroll bar:

::method dumpSBRange
sbRange = self~getSBRange(IDC_SB)

parse var sbRange sbMin sbMax
say sbMin " - " sbMax

4.4.30. getWindowDC

>>--getWindowDC(--hwnd--)----------ccoouuunnnnnon ><

The getWindowDC method returns the device context of a window. Do not forget to free the device
context after you have completed the operations (see freeWindowDC).

Arguments:

The only argument is:
hwnd
The handle of the window

4.4.31. installAnimatedButton

>>--installAnimatedButton(--id-, -+--------4-+--------+- -bmMpF-+--------+-, --mX->
+-,-mth--+ +-,-cls--+ +-, -bmpT-+
D | R +--,--delay---+-------- e R ><
+-,-sizeX-+ +-,-sizeY-+ +-,-xNow-+ +-, -yNow-+

The installAnimatedButton method installs an animated button and runs it concurrently with the main
activity.
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Arguments:
The arguments are:
id
The ID of the button

mth
The name of a method within the same class. This method is called each time the button is
clicked.

cls
The class that controls the animation. The default is AnimatedButton Class.

bmpF
The ID of the first bitmap in the animation sequence within a binary resource. It can also
be the name of an array stored in the .local directory containing handles of bitmaps to be
animated and bmpTo is omitted. See loadBitmap for how to get bitmap handles. The array
starts at index 1.

bmpT
The ID of the last bitmap in the animation sequence within a binary resource. If omitted,
bmpFrom is expected to be the name of an array stored in .local that holds the bitmap handles
of the bitmaps that are to be animated.

mX, mY
Size of one move (in pixels)

sizeX, sizeY
Size of the bitmaps (if omitted, the size of the bitmaps is retrieved)

delay
The time in milliseconds the method waits after each move

xNow, yNow
The starting position of the bitmap

Example:
The following example defines and runs an animated button. The example loads ten bitmaps
("anibmpl.bmp" to "anibmp10.bmp") into memory and stores them into the array "My.Bitmaps"
that is stored in the .local directory. The name "My.Bitmaps" is specified as the bmpfrom
and bmpto is omitted. After the dialog execution the bitmaps are removed from memory
again. The sample also uses a different animation class (".MyAnimation™) which subclasses
from .AnimatedButton and overrides method HitRight which plays a tune each time the animated
bitmap hits the right border.

/* store array in .local */

.Local["My.Bitmaps"] = .array~new(10)

/* load 10 bitmaps into .local array */

do i= 1 to 10
.Local["My.Bitmaps"][i] = Dialog~loadBitmap("anibmp"i".bmp")
/* you could also use .My.Bitmaps[i] = ... */

end

/* connect bitmap sequence and .MyAnimated class with button IDANI */
Dialog~installAnimatedButton("IDANI", ,.MyAnimation, "My.Bitmaps", ,1,1, , ,100)
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Dialog~execute

/* Free the bitmap previously loaded */

do bmp over .Local["My.Bitmaps"] /* You could also use do bmp over .My.Bitmaps */
Dialog~removeBitmap (bmp)

end

::class MyAnimation subclass AnimatedButton
/* play sound.wav whenever the bitmap hits the right border */

::method HitRight
ret = Play("sound.wav", yes)
return self~super:hitright

4.4.32. installBitmapbutton

>>--installBitmapButton(-id-+-------#-, -DN--dF--oododo oot ) DS
+-,-mth-+ +-,-bF-+ +-,-bS-+ +-,-bD--+ +-, -opts-+

The installBitmapButton method installs the bitmaps for a bitmap push button and optionally connects
the push button click event with a method in the Rexx dialog. When the button needs to be drawn, the
ooDialog framework draws the button using the suppliced bitmaps rather than having the operating
system draw a default push button.

Arguments:
The arguments are:
id [required]
The resource ID of the button. May be numeric or symbolic.

mth [optional]
The name of the event handler method in the Rexx dialog that will be invoked when the push
button is clicked. If this method is omitted, then the event notification is not connected.

bN [required]
The source of the bitmap to be used for the button face when it is in the normal state. See the
Remarks section for details on how to specify a bitmap source for this method.

bF [optional]
The source of the bitmap to be used for the button face when it is in the focused state. See the
Remarks section for details on how to specify a bitmap source for this method.

bS [optional]
The source of the bitmap to be used for the button face when it is in the selected state. See
the Remarks section for details on how to specify a bitmap source for this method.

bD [optional]
The source of the bitmap to be used for the button face when it is in the disabled state. See
the Remarks section for details on how to specify a bitmap source for this method.

272



installBitmapbutton

opts [optional]
A list of 0 or more of the following keywords separated by spaces, case is not significant:

FRAME STRETCH
INMEMORY USEPAL
FRAME

Draws a frame around the button. When this option is used, the appearance of the bitmap
button is more similar to a normal Windows button, except that the button face is drawn
using the bitmap rather than text.

INMEMORY
This option must be used if the named bitmaps are already loaded into memory by using
the loadBitmap method. The bitmap source arguments must be specified as the bitmap
handle returned from the loadBitmap method.

STRETCH
If this option is specified and the extent of the bitmap is smaller than the extent of the
button rectangle, the bitmap is adapted to match the extent of the button. STRETCH has
no effect for bitmaps loaded through a DLL.

USEPAL
Stores the colors of the bitmap file as the system color palette. This option is needed
when the bitmap was created with a palette other than the default Windows color palette.
Use it for one button only, because only one color palette can be active at any time.
USEPAL is invalid for a bitmap loaded from a DLL.

Return value:

Retunrs 0 on success. Otherwise, returns -1 if the id argument was symbolic and could not be
resolved and 1 for any other error.

Remarks:
There are 3 ways to specify the bitmap source for the bN, bf, bS, and bD arguments. The
arguments can be a bitmap file name, in which case the bitmap is loaded from the file, the
arguments can be the resource ID of bitmap compiled into the resource DLL for a ResDialog, or
the arguments can be a bitmap handle returned from the loadBitmap method.

However, all the bitmap source arguments must be the same type. l.e., if the bN argument is
specified as a file name, if any of the other bitmap source arguments are used they must also be
specified as file names. Symbolic IDs can be used when using resource IDs to specify the bitmap
sources.

Once a bitmap push button is installed, the changeBitmapButton method can be used to change
the bitmaps assoicated with the button.

Details
Raises syntax errors when incorrect usage is detected.

Example:

This example installs a bitmap push button using four bitmaps and connects the button click event
to a method:

::method initDialog
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self~installBitmapButton (204, "onBmpButtonClicked", -
"AddBut_n.bmp", "AddBut_f.bmp", -
"AddBut_s.bmp", "AddBut_d.bmp", "FRAME")

::method onBmpButtonClicked

4.4.33. moveControl

>>--moveControl(--id--, --xP0sS--, --yPOS--+------------ LD EEE T ><
+-, -showOpt--+

The moveControl method moves a dialog control to another position within the dialog window.

Arguments:
The arguments are:
id

The ID of the dialog control you want to move

xPos, yPos
The new position in dialog units relative to the dialog window

showOpt
This argument can be one of the following keywords:
HIDEWINDOW
Hides the dialog

SHOWWINDOW
Shows the dialog

NOREDRAW
Moves the dialog control without updating the display. Use the update method to manually
update the display.

4.4.34. popup

>>--popup(--+-------------- doodbooocooocoooo doodbooocoooo +--)----- ><
+--showOption--+ +-,-ignored--+ +-,-icon-+

The popup method starts a modeless dialog executing and returns immediately.

Arguments:
The arguments are:
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showOption [optional]

Zero or one of the following keywords to specify how the dialog is shown. This keyword is

used in the automatic invocation of the show method. Case is not significant. If this argument

is omitted, the NORMAL keyword is used:

NORMAL
Makes the dialog visible in its default position and window size. This has the effect of
restoring the dialog size and position if it is minimized or maximized. This is the default if
the argument is omitted.

DEFAULT
DEFAULT is an alias for NORMAL. The two keywords are functionally identical.

SHOWTOP
Makes the dialog visible and the topmost window.

HIDE
Makes the dialog invisible.

MIN
Minimizes the dialog and activates the next window in the window order.

MAX
Maximizes, and makes visible if necessary, the dialog.

INACTIVE
Makes the dialog visible without changing the active window. When the NORMAL keyword
is used, the dialog is shown and becomes the active window. The INACTIVE keyword
makes the dialog visible without changing the focus from the current active window.

RESTORE
Makes the dialog visible and restores it to its original size and position if it was minimized
or maximized. An application should specify this flag when restoring a minimized window.

ignored [optional]
This argument is completely ignored. It is a hold over from the original ooDialog
implementation. However, since the icon argument follows it, the ignored must be retained.
It serves as a place holder argument to preserve backwards compatibility. The programmer
should simply omit it, or use a value such as 1 to serve as the place holder.

icon [optional]
The resource ID of the dialog icon. May be numeric or symbolic. If an icon ID is not supplied,
the default ooDialog icon will be used.

Return value:
The return is a Rexx Message object, (see the Open Object Rexx reference manual to learn more
about the Message class.) The message object can be used, for instance, to check if the dialog
has been closed by the user, to obtain the result value from the execution of the dialog, etc..

Remarks:
Note that the example shown below for the popup method makes use of the returned Message
object to illustrate a possible use of the return. However, it is a contrived use case. Typically it
is easier to just work with the instantiated dialog object directly. (In the case of the example this
would be the dlg variable.)
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Example:
This example demonstrates how a dialog started with popup executes asynchronously to the code
in the main portion of the program. The example code below is complete. | can be cut and pasted
into a file and will run as is.

dlg = .ExampleDlg~new( , "simple.h")
msg0bj = dlg~popup("SHOWTOP", IDI_DLG_OOREXX)

do i =1 to 1000
say "Iteration" i
j = msSleep(1000)

if msgObj~completed then do
val = msgObj~result

select
when val == 1 then say 'The user closed the dialog with Ok.'
when val == 2 then say 'The user closed the dialog with Cancel.'
otherwise say 'The dialog has closed with an error'
end
leave
end

end

if \ msgObj~completed then say 'Iteration loop ended, dialog is still running.'
::requires "ooDialog.cls"
::class 'ExampleDlg' subclass UserDialog
::method init

forward class (super) continue

self~create(30, 30, 257, 123, "Simple Dialog", "CENTER")

::method defineDialog

self~createPushButton(IDOK, 142, 99, 50, 14, "DEFAULT", "Ok")
self~createPushButton(IDCANCEL, 197, 99, 50, 14, , "Cancel")

4.4.35. popupAsChild

>>--popupAsChild(--parent--+--------------- toho - toto - +--)---><
+-,-showOption--+ +-,-ignored--+ +-,-icon--+

The popupAsChild method starts a modeless dialog executing and returns immediately. It is very
similar to the popup method, but has the additional functionality that it is closed automatically when the
parent dialog is closed.

Arguments:
The arguments are:
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parent [required]
Some other Rexx dialog object. A relationship is established with the parent dialog such that
when the parent dialog is closed, this dialog is automatically closed also.

showOption [optional]

Zero or one of the following keywords to specify how the dialog is shown. This keyword is

used in the automatic invocation of the show method. Case is not significant. If this argument

is omitted, the NORMAL keyword is used:

NORMAL
Makes the dialog visible in its default position and window size. This has the effect of
restoring the dialog size and position if it is minimized or maximized. This is the default if
the argument is omitted.

DEFAULT
DEFAULT is an alias for NORMAL. The two keywords are functionally identical.

SHOWTOP
Makes the dialog visible and the topmost window.

HIDE
Makes the dialog invisible.

MIN
Minimizes the dialog and activates the next window in the window order.

MAX
Maximizes, and makes visible if necessary, the dialog.

INACTIVE
Makes the dialog visible without changing the active window. When the NORMAL keyword
is used, the dialog is shown and becomes the active window. The INACTIVE keyword
makes the dialog visible without changing the focus from the current active window.

RESTORE
Makes the dialog visible and restores it to its original size and position if it was minimized
or maximized. An application should specify this flag when restoring a minimized window.

ignored [optional]
This argument is completely ignored. It is a hold over from the original ooDialog
implementation. However, since the icon argument follows it, the ignored argument must
be retained. It serves as a place holder argument to preserve backwards compatibility. The
programmer should simply omit it, or use a value such as 1 to serve as the place holder.

icon [optional]
The resource ID of the dialog icon. May be numeric or symbolic. If an icon ID is not supplied,
the default ooDialog icon will be used.

Return value:
The return is a Rexx Message object, (see the Open Object Rexx reference manual to learn more
about the Message class.) The message object can be used, for instance, to check if the dialog
has been closed by the user, to obtain the result value from the execution of the dialog, etc..

Remarks:
Note that the relationship between the dialog started with popupAsChild and the parent dialog is
one-way. When the parent dialog is closed, the dialog started with the popupAsChild method is
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closed. But, when the dialog started with popupAsChild is closed, the parent dialog continues to
execute as normal. It is not effected by the closing of the child dialog.

Note also that the example shown below for the popupAsChild method makes use of the returned
Message object from the popup method to illustrate a possible use of the return. However, it is a
contrived use case. Typically it is easier to just work with the instantiated dialog object directly. (In
the case of the example this would be the parentDlg variable.)

Example:

This example creates and executes a parent dialog. It then executes a second dialog, using
popupAsChild to start the second dialog. The main program path then runs a loop to demonstrate
that both dialogs are executing asynchronously. When the loop counter reaches 20, the program
closes the parent dialog. This will also close the child dialog.

This example program is complete. It can be copy and pasted into a file and will execute as is:

parentDlg = .SimpleParentDlg~new

msgObj = parentDlg~popup("SHOWTOP", , IDI_DLG_OOREXX)
childDlg = .ExampleChildDlg~new
childDlg~popupAsChild(parentDlg, 'SHOWTOP', IDI_DLG_OODIALOG)

do i =1 to 1000
say "Iteration" i
j = msSleep(1000)

-- Check if the user closed the parent dialog. We do
-- not care if the user closed the child dialog, the
-- parent will keep executing.
if msgObj~completed then leave

-- After 20 seconds, close the parent dialog. This
-- will also close the child dialog.
if i == 20 then do
parentDlg~ok
leave
end
end

::requires "ooDialog.cls"
::class 'ExampleChildDlg' subclass UserDialog
::method init
forward class (super) continue
self~create(60, 70, 257, 123, "Example - I am the Child Dialog")
::method defineDialog
self~createPushButton(IDOK, 142, 99, 50, 14, "DEFAULT", "Ok")
self~createPushButton(IDCANCEL, 197, 99, 50, 14, , "Cancel")

::class 'SimpleParentDlg' subclass UserDialog

::method init
forward class (super) continue

self~create(30, 30, 257, 123, "Simple Parent Dialog", "CENTER")
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::method defineDialog

self~createPushButton(IDOK, 142, 99, 50, 14, "DEFAULT", "Ok")
self~createPushButton(IDCANCEL, 197, 99, 50, 14, , "Cancel")

4.4.36. redrawControl

>>--redrawControl(--id--+------------- +--)------- ><
+-, --erasebkg-+

The redrawControl method redraws the specified dialog control.

Arguments:
The arguments are:
id
The ID of the button

erasebkg
Determines whether (1) or not (0) the background of the drawing area should be erased
before redrawing. The default is O.

4.4.37. redrawRect

Form 1:

>>--redrawRect(--+-------- +-,--rectangle--+--------- L ><
+--hwnd- -+ +-,-erase-+

Form 2:

>>--redrawRect(--+-------- +-,--ptl--,--pt2--4--------- L R e T ><
+--hwnd- -+ +-,-erase-+

Form 3:

>>--redrawRect(--+--------+-, --X-,--y-, --X1-, --yl--d---u----- D R ><
+--hwnd--+ +-,-erase-+

Generic form:

>>--redrawRect(--+-------- +-,--rectCoordinates--+--------- ) ><
+--hwnd- -+ +-,-erase-+

The redrawRect method redraws the specified bounding rectangular within the client area of this
dialog. Optionally, another window can be specified, and the background of the rectangle can be
erased first.

279



Chapter 4. Base and Mixin Classes

Arguments:
The arguments are:
hwnd [optional]
By default the rectangle to redraw is assumed to belong to the client area of this dialog.
Optionally, the window handle of some other window can be specified.

rectCoordinates [required]
The coordinates of the rectangle to be redrawn. The coordinates specify the upper left and
lower right corners of the rectangle. The corners can be specified using either a Rect object,
two Point objects, or the individual x and y coordinates of each corner.

The coordinates are specified as client area coordinates, in pixels.

erase [optional]
A boolean (. true or . false) that specifies whether the background of the rectangle should
be redrawn (. true) or not . false.) The defaultis . false

Return value:
0 on success, 1 on error.

Remarks:

The rectangle is not really erased, but rather the background is specified to be redrawn also. By
default the operating system does not redraw the background.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:
This example shows 2 methods in an application that hides some of its dialog controls, under
certain circumstances, and unhides them later:

::method hideCustomerControls private

gb
pb

self~newGroupBox(IDC_GB)
self~newPushButton(IDC_PB)

rGB = gb~windowRect
self~screen2client(rGB)

rLV = list~windowRect
self~screen2client(rLV)

rRect = .Rect~new(rGB~left, rGB~top, rLV~right, rLV~bottom)
gb~hideFast

list~hideFast

self~redrawRect( , rRect, .true)

return 0

::method showCustomerControls private

gb
pb

self~newGroupBox(IDC_GB)
self~newPushButton(IDC_PB)
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rLvV = list~windowRect
self~screen2client(rLV)

rRect = .Rect~new(rGB~left, rGB~top, rLV~right, rLV~bottom)

gb~showFast
list~showFast
self~redrawRect( , rRect)

4.4.38. redrawWindow

>>--redrawWindow(--hwnd--)----------------------- ><

The redrawWindow method redraws a specific dialog.

Arguments:
The only argument is:
hwnd

The handle to the dialog that is to be redrawn.

Return value:
0
Redrawing was successful.

Redrawing failed.

4.4.39. redrawWindowRect

>>--redrawWindowRect (--+-------- R e T D e ><
+--hwnd--+ +-,-erasebkg-+

The redrawWindowRect method, by default, forces this dialog to completely redraw its client area.

Arguments:
The arguments are:
hwnd [optional]
Optionally, some other window can be forced to redraw by specifying the handle to the
window. All Rexx dialog and dialog controls have the hwnd attribute which contains the handle
of the underlying window. In addition, methods like getControlHandle can be used to obtain a
window handle. If you omit this argument, the handle of the dialog itself is used.
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erasebkg [optional]
Specifies whether the background of the client area should be erased before redrawing. If

. true the background is erased, if . false the background is not erased. The default is
.false.

Return value:
Returns 0 on success, 1 on error.

Details:
Sets the .systemErrorCode.

4.4.40. resizeControl

>>--resizeControl(--id--, --width--, --height--+------------ L R ><
+-, -showOpt--+

The resizeControl method changes the size of a dialog control.

Arguments:
The arguments are:
id
The ID of the dialog item you want to resize

width, height
The new size in dialog units

showOpt

This argument can be one of the following keywords:
HIDEWINDOW

Hides the control.

SHOWWINDOW
Shows the control.

NOREDRAW

Resizes the control without updating the display. Use the update method to manually
update the display.

Example:
The following example resizes a dialog control:

self~resizeControl(IDC_PB_NEXT, 40, 30, "SHOWWINDOW")

4.4.41. scrollBitmapFromTo
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>>--scrollBitmapFromTo(--id--, --fromX--, --fromY--, --toX--,--toY---------------- >

Secdtoeea o E E Foetmm e e emmeao o ) R T ><
+-,-stepX-+ +-,-stepY-+ +-,-delay-+ +-,-displace-+

Scrolls, (moves,) a bitmap from one position to another within a bitmap button.

Arguments:
The arguments are:
id [required]
The resource 1D of the bitmap button. May be numeric or symbolic.

fromX, fromY [required]

The starting position, in client coordinates, where the upper left corner of the bitmap is first
drawn. This is specified in pixels.

toX, toY [required]
The ending position, in client coordinates, where the upper left corner of the bitmap is drawn
last. This is specified in pixels.

stepX, stepY [optional]
The amount, in pixels, that the bitmap is moved for each step. For each move, stepX is the
amount the bitmap is moved horizontally and stepY is the amount the bitmap is vertically.
Either or both can be negative. The default for both is 0. However, they can not both be 0, or
both omitted.

delay [optional]
The time in milliseconds this method waits after each move before doing the next move. This
determines the speed at which the bitmap moves. The default is 0, which means there is no
delay between each move of the bitmap.

displace [optional]
If . true the internal position of the bitmap is updated after each incremental move.
setBitmapPosition is called after each step to adjust the bitmap position. If the dialog is
redrawn, the bitmap is shown at the correct position. The default is . true.

Return value:
Returns 0 on success and 1 on error.

Remarks:

This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to the button then 1 is returned.

Scrolling is done by positioning the bitmap and then drawing it. After the bitmap is drawn, it is
repositioned using the stepX and stepY arguments and drawn again. This is repeated until the
bitmap reaches the (toX, toY) ending position.

4.4.42. scrollButton
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>>--scrollButton(--id--, --xPos--, --yPos--,--1ft--,--top--,--rght--, --bttm--)---><

Moves the specified rectangle within the button and redraws the uncovered area with the button
background color. This method is used to move bitmaps within bitmap buttons.

Arguments:
The arguments are:
id [required]
The resource 1D of the button. May be numeric or symbolic.

xPos, yPos [required]
The client area coordinates of the new position for the upper left corner of the specified
rectangle. The coordinates are specified in pixels.

Ift, top, rght, bttm [required]
The client area coordinates of the upper left and bottom right corners of the rectangular area
to be moved. The coordinates are specified in pixels.

Return value:
Returns 0 on success and 1 on error.

Remarks:
This method is only intended to be used with button controls. It will fail if the resource ID argument
specifies a dialog control that is not a button.

The underlying Windows dialog must exist to use this method.

Details:
Raises syntax errors when incorrect usage is detected.

Sets the .systemErrorCode.

4.4.43. scrollinControl

>>--scrollInControl(--id-, -text--+-------- oot oot oo +--->
+-,-font-+ +-,-size-+ +-,-opts-+ +-,-y-+

Socdbcococococooo dboocdbccococococooo dboocdbccococococooo boccocococcococoooooooooooocooococooooooooooo oo oo ><
+-,-step-+ +-,-sleep-+ +-,-color-+

Scrolls text in a dialog control using the specified font.

Arguments:
The arguments are:
id [required]
The resource id of the dialog control where the text will be scrolled. May be numeric or
symbolic.

text [required]
A text string that is displayed and scrolled.
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font [optional]
The name of the font used to write the text. If omitted, the System font is used.

size [optional]
The size of the font used to write the text. If omitted, the default is 10.

opts [optional]
A list of 0 or more of the following keywords separated by spaces, case is not significant.
These options control aspects of the font and how the font is written. If this argument is
omitted a normal font is used, i.e., not bolded, underlined, italicized, or striked out.

THIN SEMIBOLD UNDERLINE
EXTRALIGHT EXTRABOLD ITALIC
LIGHT HEAVY STRIKEOUT
MEDIUM BOLD

THIN

The weight of the font in a range of 0 through 1000 will be 100.

EXTRALIGHT
The weight of the font in a range of 0 through 1000 will be 200.

LIGHT
The weight of the font in a range of 0 through 1000 will be 300.

MEDIUM
The weight of the font in a range of 0 through 1000 will be 500.

SEMIBOLD
The weight of the font in a range of 0 through 1000 will be 600.

BOLD
The weight of the font in a range of 0 through 1000 will be 700.

EXTRABOLD
The weight of the font in a range of 0 through 1000 will be 800.

HEAVY
The weight of the font in a range of 0 through 1000 will be 900.

UNDERLINE
An underline font is used.

ITALIC
An italic font is used.

STRIKEOUT
A strike out font is used.

displaceY

The Y client area coordinates of the text. The default is 0. This argument is used to shift the
text down from the top edge of the control, if needed.

step
The amount of screen pixels that the text is moved in each iteration. The default is 4.
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sleep
The time, in milliseconds, that the program waits after each iteration. This determines the
scrolling speed. The default is 10 milliseconds.

color
The color index used for the text. The default is 0, which is black.

Return value:
Returns 0 on success and 1 on error.

Remarks:
The text is scrolled from right to left. Scrolling is done by repeatedly rewriting the text at step pixels
to the left in the client area of the dialog control, starting at the right edge of the control. When the
writing position reaches the left edge of the control, the rewriting ends.

The font, size, style, and color arguments specify a font for the text being scrolled. The ooDialog
framework requests a font to match this description from the font manager.

If the method is started concurrently, call it a second time with no arguments to stop the scrolling.

Example:
The following example scrolls the string "Hello world!" from left to right within the dialog control
window with the symbolic resource id of IDC_PB_SCROLLER. The text is located 2 pixels below
the top of the client area, one move is 3 screen pixels, and the delay time after each movement is
15 ms.

self~start(scrollInControl, IDC_PB_SCROLLER, "Hello world!", "Arial", 36, -
"BOLD ITALIC", 2, 3, 15, 4)

4.4.44. scrollText

>>--scrollText(--hwnd-, -text--+-------- L L +o-t----- +------ >
+-,-font-+ +-,-size-+ +-,-opts-+ +-,-y-+

Soodbcococccooo dboodbccoocococooo dboodbccoocococooo boccocococccoooooooooooooooocococoooooooooo o oo ><
+-,-step-+ +-,-sleep-+ +-,-color-+

Scrolls text in the window using the specified font.

Arguments:
The arguments are:
hwnd [required]
The window handle where the text will be scrolled.

text [required]
A text string that is displayed and scrolled.
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font [optional]
The name of the font used to write the text. If omitted, the System font is used.

size [optional]
The size of the font used to write the text. If omitted, the default is 10.

opts [optional]
A list of 0 or more of the following keywords separated by spaces, case is not significant.
These options control aspects of the font and how the font is written. If this argument is
omitted a normal font is used, i.e., not bolded, underlined, italicized, or striked out.

THIN SEMIBOLD UNDERLINE
EXTRALIGHT EXTRABOLD ITALIC
LIGHT HEAVY STRIKEOUT
MEDIUM BOLD

THIN

The weight of the font in a range of 0 through 1000 will be 100.

EXTRALIGHT
The weight of the font in a range of 0 through 1000 will be 200.

LIGHT
The weight of the font in a range of 0 through 1000 will be 300.

MEDIUM
The weight of the font in a range of 0 through 1000 will be 500.

SEMIBOLD
The weight of the font in a range of 0 through 1000 will be 600.

BOLD
The weight of the font in a range of 0 through 1000 will be 700.

EXTRABOLD
The weight of the font in a range of 0 through 1000 will be 800.

HEAVY
The weight of the font in a range of 0 through 1000 will be 900.

UNDERLINE
An underline font is used.

ITALIC
An italic font is used.

STRIKEOUT
A strike out font is used.

displaceY

The Y client area coordinates of the text. The default is 0. This argument is used to shift the
text down from the top edge of the window, if needed.

step
The amount of screen pixels that the text is moved in each iteration. The default is 4.
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sleep
The time, in milliseconds, that the program waits after each iteration. This determines the
scrolling speed. The default is 10 milliseconds.

color
The color index used for the text. The default is 0, which is black.

Return value:
Returns 0 on success and 1 on error.

Remarks:
The text is scrolled from right to left. Scrolling is done by repeatedly rewriting the text at step pixels
to the left in the client area of the window, starting at the right edge of the window. When the
writing position reaches the left edge of the window, the rewriting ends.

The font, size, style, and color arguments specify a font for the text being scrolled. The ooDialog
framework requests a font to match this description from the font manager.

If the method is started concurrently, call it a second time with no arguments to stop the scrolling.

Example:
The following example scrolls the string "Hello world!" from left to right within the control window
with the symbolic resource id of IDC_PB_SCROLLER. The text is located 2 pixels below the top of
the client area, one move is 3 screen pixels, and the delay time after each movement is 15 ms.

hwnd = self~newPushButton(IDC_PB_SCROLLER)~hwnd

self~start(scrollText, hwnd, "Hello world!", "Arial", 36, -
"BOLD ITALIC", 2, 3, 15, 4)

4.4.45. setBitmapPosition

Form 1:
>>--setBitmapPosition(--id--, --point--)---------- ><
Form 2:
>>--setBitmapPosition(--id--,--X--,--y--)--------><

Generic form:

>>--setBitmapPosition(--id--, --newPosition--)----><

Sets the position of the upper left corner of the bitmap within the client area of a bitmap button.

Arguments:
The arguments are:

288



setControlColor

id [required]
The resource ID of the button. May be numeric or symbolic.

newPosition [required]
The newPosition argument(s) specify the (x, y) coordinates of the bitmap. These coordinates
can be specified either as a Point or as 2 separate whole number arguments, as in Form 2.

Whether specified as a point object, or using the x, y format, both the x and y coordinates
are required. If only one argument is used, it must be a point object. The coordinates are
specified as client area coordinates, in pixels.

Return value:
This method returns 0O for success and 1 on error.

Remarks:
Recall that client area coordinates are relative to the (0, 0) point of the client area of a window.
Both or either of the coordinates can be negative. A negative x will place the bitmap to the left of
the edge of the button. A negative y will place the bitmap above the top of the bitmap.

This method is only for bitmaps that have been assigned to a bitmap button through the
installBitmapbutton method. If there is no bitmap assigned to the button then 1 is returned.

Details:
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:

p = .Point~new

if button~getBitmapPosition(IDC_PB_HORSEBITMAP, p) then
p~x += 4
p~y += 3
button~setBitmapPosition(IDC_PB_HORSEBITMAP, p)

end

4.4.46. setControlColor

>>--setControlColor(--id--,--+------ T R ) e ><

Sets the background color or the text color, or both, for the specified dialog control.

Arguments:
The arguments are:

id [required]
The resource ID of the dialog control whose color is being set. May be numeric or symbolic.
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bk [optional]
Specifies the the background color of the dialog control. This may either be a palette color
number, or a COLORREF number. To use a COLORREF, the isCIr argument must be true.

fg [optional]
Specifies the the foreground color of the dialog control. This may either be a palette color
number, or a COLORREF number. To use a COLORREF, the isClr argument must be true.
The foreground color is the color that text is written in.

isClr [optional]
Specifies if the bg and fg arguments are to be interpreted as palette indexes or COLORREF
numbers. The default if omitted is false.

Return value:
Returns 0 on success, -1 if a symbolic ID is used for the resource ID and it could not be resolved,
or 1 on some other error.

Remarks:
If the bk argument is omitted, then ooDialog ensures that the background of the dialog control is
painted with the same color as the dialog background.

Both the bk and fg arguments must be specified in the same manner. They must both be palette
indexes or COLORREF numbers.

Earlier versions of ooDialog had a restriction on the number of different dialog controls that could
have their control changed from their default color. In ooDialog version 4.2.0 that restriction was
lifted and there is no limit to the number of controls having their color set.

Example:
This example changes the background color of a static control to red and the text color to yellow
using palette indexes:

self~setControlColor (IDC_ST_EDIT_LABEL, 2, 4)

4.4.47. setControlFont

>>--setControlFont(--id--, --fonthandle--+----------- LR R ><
+-.-redraw--+

The setControlFont method changes the font for a particular dialog control.
The best place to call this method is within initDialog. If the font is no longer needed, for instance,

when the dialog is closed or another font has been assigned to the dialog control, you should free the
font resource by calling deleteFont. A good place to do this is the leaving method.
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Arguments:
The arguments are:
id
The ID of the dialog item.

fonthandle
The handle returned by createFontEx.

redraw
0
Do not redraw the control.

Redraw the control, which is the default.

Example:
The following example sets a 12-point Arial font for the control:

::method initDialog

hFont = self~createFontEx("Arial",612)
self~setControlFont (IDC_LB_ADDRESSES, hFont, .false)

4.4.48. setControlSysColor

>>--setControlSysColor(--id--, --+------ L ) ><
+-,-bk-+ +-,-fg--+

Sets the background color or foreground color, or both, for the specified dialog control using the
specified system color.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control whose color is being set. May be numeric or symbolic.

bk [optional]
The system color ID for the background color of the dialog control. This can be either the
non-negative whole number ID or the keyword ID. IDs can be looked up in the System Color
Elements table.

fg [optional]
The system color for the foreground color of the dialog control. The foreground color is the
color that text is written in. This can be either the non-negative whole number ID or the
keyword ID. IDs can be looked up in the System Color Elements table.
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Return value:

Returns 0 on success, -1 if a symbolic ID is used for the resource ID and it could not be resolved,
or 1 on some other error.

Remarks:

If the bk argument is omitted, the ooDialog framework ensures that the operating system paints
the background using the background color of the dialog.

Earlier versions of ooDialog had a restriction on the number of different dialog controls that could
have their control changed from their default color. In ooDialog version 4.2.0 that restriction was
lifted and there is no limit to the number of controls having their color set.

Example:

This example changes the background color of a static control to the system background color for
a menu:

self~setControlSysColor (IDC_ST_STATES, 'MENU')

4.4.49. setForegroundWindow

>>--setForegroundWindow(--hwnd--)---------------- ><

Brings the specified window to the foreground.

Arguments:
The only argument is:
hwnd [required]
The handle to the window that is to become the foreground window.

Return value:
The window handle of the previous foreground window, or 0 if this method failed.

Remarks:
When a window becomes the foreground window the operating system puts the thread that
created the specified window into the foreground and activates the window. The window receives
the keyboard input, and visual cues are changed to alert the user of the new foreground window.
The system also gives a slightly higher priority to the thread that created the foreground window
than it does to other threads.

Windows no longer allows a program to arbitrarily change the foreground window. The system
restricts which processes can set the foreground window. A process can set the foreground
window only if one of the following conditions is true:

» The process is the foreground process.

» The process was started by the foreground process.
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» The process received the last input event.
» There is no foreground process.
* No menus are active.

With this change, an application cannot force a window to the foreground while the user is working
with another window.

Only top-level windows can become the foreground window. If hwnd specifies a dialog control
window, its owner dialog becomes the foreground window and the dialog control receives the input
focus.

In very rare cases, there might not be a previous foreground window and 0 would be returned. In
this case, the .systemErrorcCode will be 0, otherwise the .systemErrorCode will not be 0.

Details:
Sets the .systemErrorCode.

Example:
This example makes another dialog the foreground window and returns the window handle of the
current foreground window to the caller, or returns -1 if there was an error:

::method switchToReportDlg
expose reportDlg
currentHwnd = self~setForeGroundwindow(reportDlg~dlgHandle)
if currentHwnd == © then return -1 -- Report an error
return currentHwnd

4.4.50. setListColumnWidth

>>--setListColumnwidth(--id--, - -width--)--------- ><

The setListColumnWidth method sets the width of all columns in a list box, in dialog units.

The method usually produces inaccurate results because it converts the dialog units to pixels using
factorX. The programmer is advised to use the setListColumnWidthPx method instead, which will
produce the correct results.

Arguments:
The arguments are:
id [required]
The resource ID of the list box for which you want to set the column width. May be numeric or
symbolic .
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width [required]
The width, in pixels, to set the columns in the list box.

Return value:
Returns -1 if id is not correct, otherwise 0.

4.4.5]1. setListColumnWidthPx

>>--setListColumnWidthPx(--id--, --width--)------- ><

The setListColumnWidthPx method sets the width of all columns in a list box, in pixels.

Arguments:
The arguments are:
id [required]
The resource ID of the list box for which you want to set the column width. May be numeric or
symbolic .

width [required]
The width, in pixels, to set the columns in the list box.

Return value:
Returns -1 if id is not correct, otherwise 0.

4.4.52. setListitemHeight

>>--setListItemHeight(--id--, --height--)--------- ><

The setListitemHeight method sets the height for all items in a list box, in dialog units.

The method usually produces inaccurate results because it converts the dialog units to pixels using
factorX. The programmer is advised to use the seilListitemHeightPx method instead, which will
produce the correct results.

Arguments:
The arguments are:
id [required]
The resource ID of the list box for which you want to set the item height. May be numeric or
symbolic

height [required]
The height to set the items in the list box to, in dialog units.

Return value:
Returns -1 if id is not correct, otherwise 0.
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4.4.53. setListitemHeightPx

>>--setListItemHeightPx(--id--, --height--)------- ><

The setListlitemHeightPx method sets the height for all items in a list box, in pixels.

Arguments:
The arguments are:
id [required]
The resource ID of the list box for which you want to set the item height. May be numeric or
symbolic

height [required]
The height to set the items in the list box to, in pixels.

Return value:
Returns -1 if id is not correct, otherwise 0.

4.4.54. setListWidth

>>--setListWidth(--id--, --scrollwidth--)--------- ><

The setListWidth method sets the scrollable width of a list box, in dialog units.

The method usually produces inaccurate results because it converts the dialog units to pixels using
factorX. The programmer is advised to use the setListWidthPx method instead, which will produce the
correct results.

Arguments:
The arguments are:
id [required]
The ID of the list box for which you want to set the scrollable width. May be numeric or
symbolic.

scrollwidth [required]
The width of the scrollable area of the list box, in dialog units.

Return value:
Returns -1 if id is not correct, otherwise 0.

Remarks:
A list box will display a horizontal scrollbar only if it has the createListBox style and the scrollable
width of the list box is set wider than the width of the list box.

When the underlying list box is created it does not have any items and the list box sets its
scrollable width to its own width. The list box does not update its scrollable width dynamically, so
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if an item is added to the list box whose width is wider than the list box, no scrollbar will appear.
Likewise, for the user to be able to scroll enough to see all items in the list box, the scrollable width
must be set to at least the width of the widest item in the list.

4.4.55. setListWidthPx

>>--setListWidthPx(--id--, --scrollwidth--)------- ><

The setListWidthPx method sets the scrollable width of a list box, in pixels.

Arguments:
The arguments are:
id [required]
The ID of the list box for which you want to set the scrollable width. May be numeric or
symbolic.

scrollwidth [required]
The width of the scrollable area of the list box, in pixels.

Return value:
Returns -1 if id is not correct, otherwise 0.

Remarks:

A list box will display a horizontal scrollbar only if it has the createListBox style and the scrollable
width of the list box is set wider than the width of the list box.

When the underlying list box is created it does not have any items and the list box sets its
scrollable width to its own width. The list box does not update its scrollable width dynamically, so

if an item is added to the list box whose width is wider than the list box, no scrollbar will appear.
Likewise, for the user to be able to scroll enough to see all items in the list box, the scrollable width
must be set to at least the width of the widest item in the list.

4.4.56. setSBPos

>>--setSBPos(--id--,--pos--+---------- +--)------- ><
+-,-redraw-+

The setSBPos method sets the current position of a ScrollBar bar control.

Arguments:

The arguments are:
id

The resource ID of the scroll bar whose position is to be set. May be numeric or symboalic.
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pos
The new position for the scroll bar. It must be within the defined setSBRange of the scroll bar.

redraw
.true or . false, specifying whether or not the scroll bar should redraw itself after it is
repositioned. The default is . true.

4.4.57. setSBRange

>>--setSBRange(--id--, --min--, --max--, --+-------- S ><
+-redraw-+

The setSBRange method sets the range of a scroll bar control. It sets the minimum and maximum
values.

Protected:
This method is not intended to be used outside of the BaseDialog class.

Arguments:
The arguments are:
id

The ID of a scroll bar control.

min
The minimum value.

max
The maximum value.

redraw
A flag indicating whether (1) or not (0) the scroll bar should be redrawn. The default is 1.

Example:
The following example allows the scroll bar to take values between 1 and 10:

MyDialog~setSBRange(234, 1, 10, 1)

4.4.58. setWindowRect

Form 1:

>>--setWindowRect(--hwnd--, --rectangle--+--------- ) e e L L PP P ><
+-,-opts--+
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Form 2:

>>--setWindowRect(--hwnd--, --pt--,--size--+--------- Fom ) ><
+-,-opts--+

Form 3:

>>--setWindowRect (--hwnd--, --X-,--y-, --CX-, --Cy--+--------- ) R ><

+-,-opts--+

Generic form:

>>--setWindowRect(--hwnd--, --rectCoordinates--+--------- ) ><

+-,-opts--+

Changes the size and position of the specified window. By specifying either the NOSIZE or NOMOVE
options the programmer can only move or only resize the window.

Arguments:

The arguments are:
hwnd [required]

The handle of the window to be resized and / or moved.

rectCoordinates [required]

The coordinates for the new size and position of the window as a point/size rectangle. The
coordinates specify the upper left point of the the new position, the width of the window and
the height of the window. These coordinates can be specified using either a Rect object, a
Point and a Size object, or the individual x and y coordinates, width, and height values.

The coordinates are specified as client area coordinates, in pixels. All 4 of the coordinates

opts [optional]

A list of 0 or more of the following keywords separated by spaces. Case is not significant. If
this argument is omitted, the window is made visible, moved to the position specified by the X,
y coordinates and resized to the width and height specified by the width and height portion of
the point / size rectangle

NOSIZE HIDEWINDOW NOREDRAW
NOMOVE SHOWWINDOW
NOSIZE

The window will not be resized. The new width and height specified is ignored. The values
can be 0, or any other value.

NOMOVE

The position of the window will not be changed. The new X, y position is ignored. Again,
the values can be 0, or any other value.

HIDEWINDOW
In addition to any moving or resizing that is done, the window is made invisible.

SHOWWINDOW
In addition to any moving or resizing that is done, the window is made visible.
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NOREDRAW
No repainting of any kind is done. The programmer is responsible for invalidating or
redrawing any parts of the window and parent window that need redrawing. See the
redraw method.

Return value:
Returns 0 for success, 1 on error. On error, check the .systemErrorCode.

Remarks:
Note carefully: If a Rect object is used to specify the point / size rectangle, the semantics are not
quite correct. The right member of the Rect must contain the width of the window and the bottom
member must contain the height of the window.

When the showOpts argument contains the NOMOVE keyword, the X, y coordinates are ignored.
Likewise, if showOpts contains NOSIZE, the width and height portion of the point / size rectangle
is ignored.

Details
Raises syntax errors when incorrect arguments are detected.

Sets the .systemErrorCode.

Example:
This example resizes an edit control so that it takes up the entire client area of the dialog:

::method resizeEditControl
expose editControl isHidden

hwnd
rect

self~getControlHandle (IDC_MULTILINE)
self~clientRect

self~setWindowRect (hwnd, rect)

if isHidden then do
editControl~show
isHidden = .false
end

4.4.59. writeToWindow

>>--writeTowindow(-h-, -X-, -y-, -tXt-t-----ododboo bt oo bbb 4o ) - 3K
+-,-fnt-+ +-,-fs-+ +-, -opts-+ +-,-fg-+ +-, -bk-+

The writeToWindow method writes text to the specified dialog or dialog control in the given font, style,
and color, at the specified position.

Arguments:
The arguments are:
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h [required]
The window handle of the dialog or dialog control to write the text to.

X, y [required]
The starting position of the text, in pixels. The position coordinates are relative to the window,
by default, or the client area of the window, not relative to the screen. Use the CLIENT
keyword in the opts argument to indicate the starting position is relative to the client area of
the window.

txt [required]
The text string to be written.

fnt [optional]
The font name. The default if omitted is SYSTEM.

fs [optional]
The point size of the font. If omitted, the standard size (10) is used.

opts [optional]
A list of 0 or more of the following keywords separated by spaces, case is not significant.
These options control aspects of the font and how the font is written.

OPAQUE LIGHT BOLD
TRANSPARENT MEDIUM UNDERLINE
CLIENT SEMIBOLD ITALIC

THIN EXTRABOLD STRIKEOUT
EXTRALIGHT HEAVY

OPAQUE

The background of the area the text will occupy is painted with the specified background
color, or with white if the background color is omitted, before writing the text. This has
the effect of "erasing” whatever is currently drawn in that area. Contrast this with the
TRANSPARENT option. OPAQUE is the default.

TRANSPARENT

The background area of the text is left unchanged. (The background color option is
ignored if it is used.) This has the effect of writing the text over the top of whatever is
currently drawn in the area the text will occupy. Contrast this with the OPAQUE option.

CLIENT

The position for the text will be relative to the client area of the specified window, rather
than relative to the window itself.

THIN
The weight of the font in a range of 0 through 1000 will be 100.

EXTRALIGHT
The weight of the font in a range of 0 through 1000 will be 200.

LIGHT
The weight of the font in a range of 0 through 1000 will be 300.

MEDIUM
The weight of the font in a range of 0 through 1000 will be 500.
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SEMIBOLD
The weight of the font in a range of 0 through 1000 will be 600.

BOLD
The weight of the font in a range of 0 through 1000 will be 700.

EXTRABOLD
The weight of the font in a range of 0 through 1000 will be 800.

HEAVY
The weight of the font in a range of 0 through 1000 will be 900.

UNDERLINE
An underline font is used.

ITALIC
An italic font is used.

STRIKEOUT
A strike out font is used.

fg [optional]
The color index for the text foreground color. If omitted, the text color is left unchanged.

bk [optional]
The color index of the background color. If omitted, the background color is left unchanged.
The background color is not used in transparent mode.

Return value:
Returns 0 on success and 1 on error.

Remarks:
This method sets .systemErrorcCode to the error code set by the operating system
when a failure in one of the Win32 APIs is detected. However, there is one Win32 API,
SelectObject (), that does not set the system error code on failure. It is unlikely
that it will fail, but if it does, the ooDialog framework sets .systemErrorCode to 156,
ERROR_SIGNAL_REFUSED.

The text message for error code 156 is: The recipient process has refused the signal. In this
case, the text message is not really related to the failure, it is just used to indicate that the
SelectObject () API failed.

Details:
Sets the .systemErrorCode. See the remarks above.

Example:
The following example writes the string Hello world! on the surface of a button using a blue 24pt
Arial font in bold, italic style. The starting position of the text is at the point (3, 3) relative to the
client area of the button:

hwnd = self~NewPushButton(IDC_PB_CANVAS)
self~writeTowWindow(hwnd, 3, 3, "Hello world!", "Arial", 24, "BOLD ITALIC CLIENT", 4)
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4.4.60. writeToControl

>>--writeToControl(-id-, -X-, -y-, -tXt-t-o-mom bbb oo oo - ) -3<
+-,-fnt-+ +-,-fs-+ +-, -opts-+ +-,-fg-+ +-, -bk-+

The writeToControl method writes text to the specified dialog control in the given font, style, and color,
at the specified position.

Arguments:
The arguments are:
id [required]
The resource ID of the dialog control to write the text to. May be numeric or symbolic.

X, y [required]
The starting position of the text, in pixels. The position coordinates are relative to the window,
by default, or the client area of the window, not relative to the screen. Use the CLIENT
keyword in the opts argument to indicate the starting position is relative to the client area of
the window.

txt [required]
The string to be written.

fnt [optional]
The font name. The default if omitted is SYSTEM.

fs [optional]
The point size of the font. If omitted, the standard size (10) is used.

opts [optional]
A list of 0 or more of the following keywords separated by spaces, case is not significant.
These options control aspects of the font and how the font is written.

OPAQUE LIGHT BOLD
TRANSPARENT MEDIUM UNDERLINE
CLIENT SEMIBOLD ITALIC
THIN EXTRABOLD STRIKEOUT
EXTRALIGHT HEAVY

OPAQUE

The background of the area the text will occupy is painted with the specified background
color, or with white if the background color is omitted, before writing the text. This has
the effect of "erasing" whatever is currently drawn in that area. Contrast this with the
TRANSPARENT option. OPAQUE is the default.

TRANSPARENT
The background area of the text is left unchanged. (The background color option is
ignored if it is used.) This has the effect of writing the text over the top of whatever is
currently drawn in the area the text will occupy. Contrast this with the OPAQUE option.
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CLIENT

The position for the text will be relative to the client area of the specified window, rather
than relative to the window itself.

THIN
The weight of the font in a range of 0 through 1000 will be 100.

EXTRALIGHT
The weight of the font in a range of 0 through 1000 will be 200.

LIGHT
The weight of the font in a range of 0 through 1000 will be 300.

MEDIUM
The weight of the font in a range of 0 through 1000 will be 500.

SEMIBOLD
The weight of the font in a range of 0 through 1000 will be 600.

BOLD
The weight of the font in a range of 0 through 1000 will be 700.

EXTRABOLD
The weight of the font in a range of 0 through 1000 will be 800.

HEAVY
The weight of the font in a range of 0 through 1000 will be 900.

UNDERLINE
An underline font is used.

ITALIC
An italic font is used.

STRIKEOUT
A strike out font is used.

fg [optional]
The color index for the text foreground color. If omitted, the text color is left unchanged.

bk [optional]
The color index of the background color. If omitted, the background color is left unchanged.
The background color is not used in transparent mode.

Return value:
Returns 0 on success and 1 on error.

Remarks:
This method sets .systemErrorcCode to the error code set by the operating system
when a failure in one of the Win32 APIs is detected. However, there is one Win32 API,
SelectObject (), that does not set the system error code on failure. It is unlikely
that it will fail, but if it does, the ooDialog framework sets .systemErrorCode to 156,
ERROR_SIGNAL_REFUSED.
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The text message for error code 156 is: The recipient process has refused the signal. In this
case, the text message is not really related to the failure, it is just used to indicate that the
SelectObject () API failed.

Details:
Sets the .systemErrorCode. See the remarks above.

Example:
The following example writes the string I am done! to the client area of a static control. The font
of the text will be a blue 18pt Arial font in bold, italic style. The starting position of the text is at the
point (5, 5) relative to the client area of the static control.

self~writeToControl(IDC_ST_BLANK, 5, 5, "I am done!", "Arial", 18, "BOLD ITALIC CLIENT",
4)

4.5. DynamicDialog Mixin Class

The ooDialog framework allows the Rexx programmer to dynamically define a dialog template in her
code. This functionality is implemented by the DynamicDialog class. This class is inherited by the
UserDialogand its methods are fully documented there.

Historically the ooDialog documentation did not distinguish the difference between the UserDialog
methods and the DynamicDialog methods. The documentation merely treated the DynamicDialog
methods as methods of the UserDialog. The DynamicDialog methods are listed here as a
reference with a link to the full documentation in the UserDialog chapter.

4.5.1. Method Table

The following table lists the methods of the DynamicDialog class. The links in the table lead to the
full documentation for each method, which is in the UserDialog Class chapter.

Table 4.7. DynamicDialog Method Reference

Dialog Method Description

Instance Methods Instance Methods
addlconResource Adds the file name for an icon resource to the dialog's icon table.
create Begins the creation of the in-memory Windows dialog template by

specifying the general details for the dialog itself.

createBitmapButton Creates a bitmap push button in the dialog template.
createBlackFrame Creates a static black frame control in the dialog template.
createBlackRect Creates a static black rectangle control in the dialog template.
createCenter Begins the creation of an in-memory dialog template for a dialog that will

be centered in the user's screen.

createCheckBox Creates a check box control in the dialog template.

createCheckBoxGroup | Creates a group of check box controls in the dialog template using a single
string to specify the check box labels.
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Dialog Method Description

createCheckBoxStem | Creates a group of check box controls in the dialog template using a stem
to specify the check box labels.

createComboBox Creates a combobox control in the dialog template.

createComboBoxInput | Creates a combobox with a static text control (for the label) in the dialog
template.

createDateTimePicker | Creates a date time picker control in the dialog template.

createEdit Creates an edit control in the dialog template

createEditinput Creates an edit control and a static text control (for the label) in the dialog
template, in one step.

createEditinputGroup Creates one or more edit controls with labels in the dialog template using a
single string to specify the labels.

createEditinputStem Creates one or more edit controls with labels in the dialog template using a
stem to specify the labels.

createEtchedFrame Creates a static etched frame control in the dialog template.

createEtchedHorizontal

Creates a static control in the dialog template that is an etched horizontal
line.

createEtchedVertical Creates a static frame control in the dialog template that is a single etched
vertical line.

createGrayFrame Creates a static gray frame control in the dialog template.

createGrayRect Creates a static gray rectangle control in the dialog template.

createGroupbox Creates a group box in the dialog template.

createListBox

Creates a list box control in the dialog template.

createListView

Creates a list-view control in the dialog template.

createMonthCalendar

Creates a month calendar control in the dialog template.

createOkCancelRightBo

t@reates an Ok and Cancel push buttons in the right bottom corner of the
dialog template.

createOkCancelRightToj

b Creates an Ok and Cancel push buttons in the right top corner of the
dialog template.

createOkCancelL eftBottq

i@reates an Ok and Cancel push buttons in the left bottom corner of the
dialog template.

createOkCancellLeftTop

Creates an Ok and Cancel push buttons in the left top corner of the dialog
template.

createPasswordEdit Creates an edit control with the PASSWORD style set in the dialog
template.

createProgressBar Creates a progress bar control in the dialog template.

createPushButton Creates a push button in the dialog template.

createPushButtonGroup

Creates any number of push buttons in the dialog template at one time.

createRadioButton

Creates a radio button control in the dialog template.

createRadioButtonGrouf

Creates a group of radio buttons with labels in the dialog template using a
single string to specify the labels.

createRadioButtonStem

Creates a group of radio buttons with labels in the dialog template using a
stem to specify the labels.
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Dialog Method Description

createScrollBar Creates a scroll bar control in the dialog template.

CreateStatic Creates a static control in the dialog template.

createStaticFrame Creates one of the static frame controls in the dialog template.

createStaticlmage Creates a static image control in the dialog template.

createStaticText Creates a static text control in the dialog template.

createTab Creates a tab control in the dialog template.

createTrackbar Creates a trackbar control in the dialog template.

createTreeView Creates a tree view control in the dialog template

createUpDown Creates an up-down control in the dialog template.

createWhiteFrame Creates a white static frame control in the dialog template.

createWhiteRect Creates a white static rectangle control in the dialog template.

defineDialog The programmer uses this method to dynamically create the dialog
controls in the dialog template by using the appropriate create ... methods.

load Creates the in-memory dialog template by reading the dialog template
from a resource script file.

loadFrame Starts the in-memory Windows dialog template by reading a dialog
template from a resource script file.

loadltems Creates the dialog controls in the dialog template, and finishes the dialog
template, by reading a dialog template from a resource script file.

4.,5.2. addiconResource

DynamicDialog: :addIconResource

>>--addIconResource(--id--,--fileName--)--------- ><

4.5.3. create

DynamicDialog: :create

>>--create(--x--,--y--,--CX--,--cy--,--title-+----------- e +----- >

+-,-options-+ +-,-dlgClass-+

Seceebomememeaaa o Fomtmmm e emeaa o Fomtmmm e emeaa o B R e T T ><

+-, -fontName-+

+-,-fontSize-+ +-,-expected-+

4.5.4. createBitmapButton

DynamicDialog: :createBitmapButton
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createBlackFrame

>>--createBitmapButton(-id-, -x-,-y-+------ +ot------ e S +--->
+-,-CX-+ +-,-cy-+ +-,-style--+ +-, -text-+

Secdmem e amemeao o +-,-normal-+------------ Foetmmm e e emeaaa o Foetmmm e e eaaa o +--)--><
+-, -methName -+ +-,-focused--+ +-,-selected--+ +-,-disabled--+

4.5.5. createBlackFrame

DynamicDialog: :createBlackFrame

>>--createBlackFrame(--+------ +--X-,-Y-,-CX-, -CYy--Ht----------- L ><
+--id--+ +-,--style--+

4.5.6. createBlackRect

DynamicDialog: :createBlackRect

>>--createBlackRect(--+------ +--X-,-Y-,-CX-, -CY--Ht------m---- Fo)mmm - ><
+--id--+ +-,--style--+

4.5.7. createCenter

DynamicDialog: :createCenter

>>--createCenter(--cx--,--cy--,--title-+----------- R e e >
+-,-options-+ +-,-dlgClass-+

+-,-fontName-+ +-,-fontSize-+ +-,-expected-+

4.5.8. createCheckBox

DynamicDialog: :createCheckBox
>>--createCheckBox(-id-, --x-, --y--+------ to-t------ R R +->
+-,-cx-+ +-,-cy-+ +-,-style-+ +-,-label-+

Soocoojpocccococooocoosooo dboofbocooccoosooooo +--)----><
+-,-attributeName-+ +-,-connectOpt-+
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4.5.9. createCheckBoxGroup

DynamicDialog: :createCheckBoxGroup

docooo +
v I
>>--createCheckBoxGroup(id, -X-, -y-+------+-, ---txt-+--+--------- Fotoom-ao- - +-)--><
+-,-CX-+ +-,-style-+ +-,-idStat-+
4.5.10. createCheckBoxStem
DynamicDialog: :createCheckBoxStem
>>--createCheckBoxStem(id, -x-, -y-+------+-,-txt.-+------- e L +-)-><
+-,-CX-+ +-,-max-+ +-,-style-+ +-,-idStat-+
4.5.11. createComboBox
DynamicDialog: :createComboBox
>>--createComboBox(--id--,--X--,--y--,--CX--,--Cy--+--------- R +--)-><

+-,-style-+ +-,-attrName-+

4.5.12. createComboBoxInput

DynamicDialog: :createComboBoxInput
>>--createComboBoxInput(-id-, -X-,-y-+-------+-,-CX2-+--------- +-,--text------- >
+-,-cx1-+ +-,-count-+

Socodhoccocoooo doootocoooocooo doofboocoooocooo e R P P ><
+-,-style-+ +-,-idStat-+ +-,-attName-+

4.5.13. createDateTimePicker

DynamicDialog: :createDateTimePicker

>>--createDateTimePicker(-id--x-,--y-,--CX-, --Cy-+--------- e T T +--)-><
+-,-style-+ +-,-attrName-+
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4.5.14. createEdit

DynamicDialog: :createEdit

>>--createEdit(-id-, -x-,-y-, -CX--+------ LR R +--)------ ><
+-,-cy-+ +-,-style-+ +-,-attrName-+

4.5.15. createEditinput

DynamicDialog: :createEditInput
>>--createEditInput(-id-, -x-, -y-+-------+-, -CX2-, -+------+- -text-+---------- +->
+-,-cx1-+ +-,-cy-+ +-,-style-+

Soodfboccccccocoaa dbodboccoocaa o) ooccoocooooooocoooo00o0000000000000000000000000a00 ><
+-,-idStatic-+ +-,-attr-+

4.5.16. createEditinputGroup

DynamicDialog: :createEditInputGroup

+---+
v
>>--createEditInputGroup(-id-, -x-, -y-+-------+-,-cX2-, --tXt-*+-+------F-+-------+-)-><
+-,-Ccx1-+ +-,-S-+ +-,-1id2-+
4.5.17. createEditinputStem
DynamicDialog: :createEditInputStem
>>--createEditInputStem(-id-, -x-,-y-+-------+-,-cx2-,-text.-------------------- >
+-,-cx1-+
Scodbocococooos dhodboccoosooos dhs)oocoooocoocooocooocoocooooco00o000c000oc000c00000oS 000 ><

+-,-style-+ +-,-idStat-+

4.5.18. createEtchedFrame

DynamicDialog: :createEtchedFrame
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>>--createEtchedFrame(--+-------+--X-,-y-,-CX-,-Cy--+----------- S ><
+--id-, -+ +-,--style--+

4.5.19. createEtchedHorizontal

DynamicDialog: :createEtchedHorizontal
>>--createEtchedHorizontal(--+-------+--X-,-y-,-CX-, -Cy--+----------- +-)------- ><

+--id-, -+ +-,--style--+

4.5.20. createEtchedVertical

DynamicDialog: :createEtchedVertical
>>--createEtchedvertical(--+-------+--X-,-y-,-CX-, -Cy--+----------- L ><

+--id-, -+ +-,--style--+

4.5.21. createGrayFrame

DynamicDialog: :createGrayFrame
>>--createGrayFrame(--+------+--X-,-y-, -CX-, -Cy--+----------- =)o oo oo ><

+--id--+ +-,--style--+

4.5.22. createGrayRect

DynamicDialog: :createGrayRect
>>--createGrayRect(--+------+--X-,-y-,-CX-, -Cy--*t----------- =)= m oo oo - ><

+--id--+ +-,--style--+

4.5.23. createGroupbox

DynamicDialog: :createGroupbox

>>--createGroupbox(-+------+-,-X-,-y-,-CX-, -Cy--+--------- LR TR +-)------- ><
+--id--+ +-,-style-+ +-,-text-+
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4.5.24. createListBox

DynamicDialog: :createlListBox

>>--createlListBox(--id-, -x-,-y-,-CX-, -Cy--+--------- S L +-)------- - ><
+-,-style-+ +-, -attrName-+

4.5.25. createListView

DynamicDialog: :createlListView

>>--createlListView(-id-, --X-,--y-, --CX-, --Cy-+--------- R +--)----><
+-,-style-+ +-,-attrName-+

4.5.26. createMonthCalendar

DynamicDialog: :createMonthCalendar

>>--createMonthCalendar(-id--x-,--y-,--CX-,--Cy-+--------- R +--)-><
+-,-style-+ +-,-attrName-+

4.5.27. createOkCancelLeftBottom

DynamicDialog: :createOkCancellLeftBottom

>>--createOkCancellLeftBottom------------------- ><

4.5.28. createOkCancelLeftTop

DynamicDialog: :createOkCancellLeftTop

>>--createOkCancelLeftTop------------------------ ><

4.5.29. createOkCancelRightBottom

DynamicDialog: :createOkCancelRightBottom
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>>--createOkCancelRightBottom-------------------- ><

4.5.30. createOkCancelRightTop

DynamicDialog: :createOkCancelRightTop

>>--createOkCancelRightTop----------------------- ><

4.5.31. createPasswordEdit

DynamicDialog: :createPasswordEdit

>>--createPasswordEdit(-id-, -x-,-y-, -CX--+------ tootoo oo L +--)---><

4.5.32. createProgressBar

DynamicDialog: :createProgressBar

>>--createProgressBar(--id--,--X--,--y--,--CX--,--Cy-+----------- R e ><
+--,-style--+

4.5.33. createPushButton

DynamicDialog: :createPushButton

>>--createPushButton(-id-, -X-, -y-, -CX-, -Cy -, =#-----cooodbocommm et mma o) -><
+-,-style-+ +-,-txt-+ +-, -mth-+

4.5.34. createPushButtonGroup

DynamicDialog: :createPushButtonGroup

doccocococcocoooooooo +
\
>>--createPushButtonGroup(-x-, -y-+------+-4------4- -txt- -id- -m-+--+-----+-+-----+-)-><
+-,-CX-+ +-,-cy-+ +-,-r-+ +-,-0-+
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4.5.35. createRadioButton

DynamicDialog: :createRadioButton
>>--createRadioButton(-id-, -x-, -y-+------ to-t------ R e >
+-,-CX-+ +-,-cy-+ +-,-style-+

R - E R L e e ><
+-,-text-+ +-,-attr-+

4.5.36. createRadioButtonGroup

DynamicDialog: :createRadioButtonGroup

v I
>>--createRadioButtonGroup(idl, -x-, -y-+------+-, ---txt-+--+--------- L +-)--><
+-,-Cx-+ +-,-style-+ +-,-idSt-+

4.5.37. createRadioButtonStem

DynamicDialog: :createRadioButtonStem
>>--createRadioButtonStem(-id-, -x-, -y--+------+-, -text.--+------- B >
+-,-CX-+ +-, -max-+

Secteccnaaaaa +eetecam e T ><
+-,-style-+ +-,-idStat-+

4.5.38. createScrollBar

DynamicDialog: :create createScrollBar

>>--createScrollBar(--id--,--X--,--y--,--CX--,--CY--+---------- D ><
+-,-style--+

4.5.39. createStatic

DynamicDialog: :createStatic
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>>--createStatic(--+----+--,-X-,-y-,-CX-,-Cy--+---------- LR +--)----- ><
+-id-+ +-,-style--+ +-,-text--+

4.5.40. createStaticFrame

DynamicDialog::createStaticFrame
>>--createStaticFrame(--id--,-X--,-y--,-CX--,-Cy--+---------- LR R ><

+-,-style--+

4.5.41. createStaticimage

DynamicDialog::createStaticImage
>>--createStaticImage(--id--,-X--,-y--,-CX--, -Cy--+---------- LR ><

+-,-style--+

4.5.42. createStaticText

DynamicDialog::createStaticText
>>--createStaticText(-+------+--X-, --y-tommmo oot oo oo ) 23S

+-id-, -+ +-,-CX-+ +-,-cy-+ +-,-style--+ +-,-text-+

4.5.43. createWhiteFrame

DynamicDialog: :createwhiteFrame

>>--createwWhiteFrame(--+------+--X-,-y-,-CX-, -Cy--+----------- L e ><
+--id--+ +-,--style--+

4.5.44. createWhiteRect

DynamicDialog: :createWhiteRect

>>--createwWhiteRect(--+------+--X-,-y-,-CX-, -Cy--+----------- L e ><
+--id--+ +-,--style--+
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4.5.45. createTab

DynamicDialog: :createTab

>>--createTab(-id-, --x-,--y-,--CX-,--Cy-+--------- R L R T +--)----><
+-,-style-+ +-,-attributeName-+

4.5.46. createTrackBar

DynamicDialog: :createTrackbar

>>--createTrackBar(-id-, --x-,--y-,--CX-, --Cy-+--------- R e +--)----><
+-,-style-+ +-,-attrName-+

4.5.47. createTreeView

DynamicDialog: :createTreeView

>>--createTreeview(-id-, --Xx-,--y-,--CX-,--Cy-+--------- e +--)----><
+-,-style-+ +-,-attrName-+

4.5.48. createUpDown

DynamicDialog: :createUpDown

>>--createUpbDown(-id-, --X-,--y-,--CX-, --Cy-+--------- S e R e +--)-><
+-,-style-+ +-,-attributeName-+

4.5.49. defineDialog

DynamicDialog: :defineDialog

>>--defineDialog----------------------"-~--~-------- ><

4.5.50. load
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DynamicDialog: : Ioad

>>--load(--rcFile--+------- B R R L ><
+-,-id--+ +--,-opts--+ +-,--expected-+

4.5.51. loadFrame

DynamicDialog: : loadFrame

>>--loadFrame(--rcFile--+------- L toeto oo t--)--m - ><
+-,-id--+ +--,-opts--+ +-,--expected-+

4.5.52. loadltems

DynamicDialog: :loadItems

>>--loadItems(--rcFile--+------- L ) ><
+-,-id--+ +--,-opts--+

4.6. EventNotification Mixin Class

The event notification class is a Mixin class that contains methods that connect the notification of a
Windows event sent to the underlying dialog with a method in the Rexx dialog object. Except as noted
below, the Rexx programmer adds the method to her dialog subclass. Once the event notification is
connected, each time the event occurs, the connected method is invoked. The programmer codes the
method to take the appropriate action for the event.

In the Windows user interface, as the user interacts with the system, events are generated that specify
what the action of the user was. Mouse clicks, keyboard presses, moving or sizing windows, all
generate events.

Some simple examples of how this works:

« Push buttons notify their parent dialog of a number of events. The programmer connects one of
these events to a method in his Rexx dialog. Typically the CLICKED event is connected. Then, the
connected method is called each time the button is pressed (clicked.)

« List boxes, multiple-select list boxes, and combo boxes can be connected to a method that is called
each time a line in the list box or combo box is selected.

« For a scroll bar, the programmer can specify different methods that are called depending on the
user action. The user can click on the arrow buttons, drag the thumb, or use the page down / page
up keys. Each of these events can be connected to a method in the Rexx dialog.

Whenever a dialog object is instantiated, the ooDialog framework automatically makes several event
connections. For all other events the Rexx programmer, usually, needs to specifically connect the
event to his dialog, through one of the event notification methods, to be able to respond to the event.
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In a UserDialog, some of the methods that create dialog controls have an option that automatically
connects an event to a dialog method. But, for most events, say the resize or move events, the
connection needs to be made explicitly. Indeed, except for trivial dialogs, most of the programming is
deciding which events to be notified of and taking action upon receiving the notification.

4.6.1. Connecting Event Handlers

In general, events should be connected before the dialog is shown on the screen, or immediately after
the dialog is created. There is no reason why the programmer can not place the invocation where ever
it makes the most sense. Connecting the events in the initDialog() method is usually sufficient. In a
UserDialog, the defineDialog() method also makes a good place for the connect event methods. If
the programmer is overriding the init() method, the connect event methods can be placed there. In this
case, do not invoke the connect event method until after the superclass has been initialized.

4.6.2. Coding Event Handlers

The methods in a Rexx dialog object connected to Windows event notifications are commonly called
event handlers because the method handles the event. In order to properly code an event handler,
the Rexx programmer needs to understand somewhat the underlying mechanism of event notification.
This is particularly important in ooDialog 4.2.0 and later with its ability to directly invoke the event
handling method from the window message processing loop.

When the operating system sends an event notification to the underlying dialog, the operating system
waits for a reply to the notification in the message processing loop. This is significant because while
the operating system is waiting, in general, other messages can not be processed by the window. If an
application does not reply in a timely manner to the notification messages, it can cause the application
to appear hung. With today's fast processors there are plenty of CPU cycles for an event handler to
process and reply to event notifications. But, if an application were to do something like sleep for 10
seconds in an event handler, the user would think the application was hung.

Prior to ooDialog 4.2.0, the ooDialog