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Defining Extended Rules in Application
Scope

Extended rules apply to dialogs that have been created using a resource editor. You can use any resource
editor that can create standard Windows resource DLLs (dynamic link libraries), for example Microsoft
Visual Studio. Other editors, such as Visual Basic 6.0, use a different format for resource DLLs and can
therefore not be used with Entire Screen Builder.

This chapter covers the following topics:

About the Dialog Used in This Tutorial

Preparations

Opening the DLL

Defining the Corresponding Input Fields

Defining an Image

Saving the DDT and Building the BDD

Detecting the Screen on Which the Extended Rules are to be Applied

Defining a Dialog Title Using a Basic Rule
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About the Dialog Used in This Tutorial

In the following exercises, you will define extended rules for a logon screen. This is illustrated, using the
following character screen:

"I SDK - Entire Screen Builder Window Yiewer

Session  Edit  Migw  Utilikies  Options  Development  Help

Time: 10:40:25 Term: DAEFTCFE Model: 32z278-Z Date: O03/06/03
S8558558058 An GEEEEEEEE
Z8EESE8E8888 hang GGEEGEEGEEE
28 =8 hn AR G GG
13 hn An G
SBsE8sE858s Ah AR G GGEGEG
SBsE8sE858s AAnBARBARAND GG GGEEGE
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DAEE-MACHINE
L ARPMETADT Production-Machine

TPH Session Monitor by Computer Associates International, Inc.

Userid: Password: New Password:
Optiorn:

PFl=Help PF3=Logoff

[ | [OVR [SKIP 2




About the Dialog Used in This Tutorial Defining Extended Rules in Application Scope

When all rules have been defined, the dialog for this logon screen will look as follows:

"= TPX Session Monitor =]

Session  Edit  Wiew Utilities Opkions  Development  Help

SOftWARE AG

THE XML COMPANY

Fleaze logon

zer D I
Pazzwaord: I

O ptionz: I
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Preparations
Before you can define the extended rules, you have to proceed as described below.
Tip:

Instead of creating a DLL yourself as described in the following exercise, you can also use the DLL that is
delivered with Entire Screen Builder. In this case, you need not work with a resource editor.

¥ To be done before you start with the exercises below
1. Open global scope
2. Capture the logon screen and save it as a screen file
3. Define an applicatiomhich is able to detect the logon screen and call it "Logon™.
For example:
Mew Application |
Application  Regions |

Fegion: | dentific.ation
R [13.56)1368] * DAEE-MACHIME Mew...

e zubregion...

Edit...

[elete

Qk Cancel Help

4. In the resource editor, create a DLL containing the following logon dialog (or use the DLL that is
delivered with Entire Screen Builder; in this case, you can omit this step).
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|

Button

Flease logon

zer [D:

FPazzaword:

O ptions:

HHNEK

A

IEdit

For the image, a push button control has to be created. Make sure that the "Owner draw" style is

defined.

Change the dialog ID to "LOGONDLG". This ID must be enclosed in quotation marks.

Do not define a dialog title.

For a description on how to create a DLL containing a dialog using Microsoft Visual C+#Jsisge

a Resource Editoin the documentatioBefining the Rules Using the SDK

5. In the SDKppen application scoder the application you have named "Logon".

6. From theFile menu, choos®pen Screen Fileand open the screen file containing the logon screen.
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Opening the DLL

You can only open a DLL when you are working in application scope.

» ToopenaDLL
1. From the~ile menu of the SDK, choogepen DLL.

Or:
Choose the following toolbar button:

o

The Open DLL dialog box appears.
2. Select the DLL you have just created.
Or:
If you want to use the DLL that is delivered with Entire Screen Builder, select the following DLL.:
.\Entire Screen Builder 5\samples\sampleconfidemo\NSWTutor.dll

3. Choose th®pen button.

A dialog box appears providing for selection all dialogs that have been defined in the DLL.

Dialogs in NSW Tutor.dll Ed |

Select dialog to edit:
LOGOMDLG 1]:4

Cancel

Help

4. Select the dialog that has been created for the logon screen.
5. Choose th&©K button.

The dialog is how shown.
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I |

Fleaze logon

Uzer D

Fazzwiord: I—
|

O ptions:

Defining the Corresponding Input Fields

You have to associate the edit boxes in the dialog with the corresponding input fields of the character
screen.

¥ To define the corresponding input field for an edit box
1. Inthe dialog, select théser ID edit box.
2. From theExtended menu, choos€ontrol Properties.

Or:
Click the right mouse button and from the resulting context menu, clmrygeol Properties.

Or:
Double-click the control.

The Edit Properties dialog box appears.
3. Select théink the control to the field with the ID... option button.
4. Choose th€hoose an identificationbutton.

The scope window containing the screen file is now shown. All input fields are shown as blue boxes.
5. Select the input field that you want to associate withuter ID edit box.

The identification of this field is now shown in tReld identification text box.
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Edit Properties |
Fizld |dentification | Digplay Styles I Mouze I
" Mo link

™ Link the cantral to the field with the zame 1D

(% Link the contral to the field with the 10

Field identification: |4521 Chooze an identification. ..

= Link the zontrol to the following region...

B o I'I _% [Zalumr; I'I _% Width:lﬂ E Select aregian ...

k. Cancel Help

6. Choose th©K button.

7. Repeat the above steps for the edit b®asswordandOptions.
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Defining an Image
You will now define the image that is to be shown on the push button.
¥ To define the image
1. In the dialog, double-click the push button control (i.e. the rectangle at the top of the dialog).

This corresponds to selecting the control and then choGsingol Properties from theExtended
menu or context menu.

The Button Properties dialog box appears.

Button Properties |

Action | Image | Mn:lusel

¢ Mone

= Send host key
" Send test

" URL

" Run a javascript routine

[T Dizable the control when the coresponding bost key or field is not detected

Qk Cancel Help

2. Make sure that tHdone option button is selected on the Action page.

No action will be taken when the user chooses the push button. This option is always used if you only
want to display an image.

3. Select the Image page.
4. Select th&how image filecheck box.

This check box is only available when the "Owner draw" style has been defined in the resource
editor. When this check box is selected, all options in the Image group box will be available.

5. Disable th&D effectcheck box.
The image will then be shown without a border.

6. Make sure that theéonstant option button is selected.
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7. Choose th€hoosebutton.
The Open dialog box appears.

8. Select the following imagel\Entire Screen Builder 5\samples\sampleconf\demo\gifs\saglogo.gif

9. Choose th®pen button.
The path to the image is now shown in Bethnametext box.

Button Properties |

Ation  mage |M|:|use|

V¥ Show image file
v Adiust the image to the button size
[T 3D effect

% Constant " Dynamic Chaose...

Fathname: Idemn'\gifhsaglngn.gif

] Cancel Help

10. Choose th&K button.

The dialog should now look as follows:

]|

SOftWARE AG

THE XML COMPANY

Fleaze lagon

Uzer [D: I
Fazsword: I

O ptichs: I
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Saving the DDT and Building the BDD

All definitions for the dialog controls are saved in a DDT (Dialog Definition Table). This file is always
created in the same folder as the DLL containing the dialogs. It receives the same name as the DLL.

The DDT is the basis for building the BDD (Binary Dialog Definition). The BDD contains the DLL and
DDT in binary format. The BDD is also created in the same folder as the DLL, and it also receives the
same name as the DLL.

¥ To save the DDT
® From theFile menu, choos8ave DDT File

Or:
ChooseSave DDTfrom the context menu that is invoked by pressing the right mouse button.

¥ To build the BDD
® From theExtended menu, choosBuild BDD.

Or:
ChooseBuild BDD from the context menu that is invoked by pressing the right mouse button.

Information about the build process is now shown in the output window.
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Detecting the Screen on Which the Extended Rules are to be
Applied

When the BDD has been built, you have to associate your extended dialog with the character screen for
which it is to be displayed. To do so, you select a line in the screen which uniquely identifies this screen.

¥ To define the Detection rule
1. From theextended menu, choosBetection > Single Screen

The Extended Detection dialog box appears.

Extended Detection |

D efined regions:
| dentification | T op-left | B attarn-right | MHew. ..
Edit...
==
Cloze Help

2. Choose thdlew button.

3. In the scope window, use the mouse to select the region which contains the string that is to be used to
detect the screen.

The Extended Detection Configuration dialog box appears.

12
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Extended Detection Configuration |

General | Heginngl

[ Disable the "Dialog Detection’' e

[ Getthe content of the region as the dialog name

BOD file: I Browsze... |
[ ame: I j

Qk Cancel Help

4. In theBDD file text box, specify the path to the BDD file containing the extended dialog for the
character screen.

Or:
Choose th&rowse button to select the BDD file from the Open dialog box.

When you used the filRSWTutor.dll select the file.\Entire Screen Builder
S\samples\sampleconfldemo\NSWTutor.BDD

The names of all extended dialogs contained in the BDD file are now availableNartiee
drop-down list box. Since this BDD file contains only one dialog, you need not select another dialog.

5. Make sure that the text b@et the contents of the region as the dialog name not selected.

Note:
Information about the selected region is provided on the Regions page.

6. Choose th®K button.

7. Choose th€losebutton to close the Extended Detection dialog box.

13
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Defining a Dialog Title Using a Basic Rule

Several basic rules can be used together with extended rules. You will now use the basic rule Iltem to
define a dialog title that is to appear in the title bar of the viewer window.

Important:
A dialog title can only be defined with the Item rule if it has not been defined in dialog resource.

¥ To define the dialog title using the Item rule
1. From theBasicmenu, choostem.

The Item dialog box appears.

Defined regions:
Descriphion | Top-left | B ottom-right | Mew...
Edit...
[Ielete
Cloze Help

2. Choose thdlew button.

3. In the scope window, use the mouse to select the region containing the string that is to appear in the
title bar.

The Item Configuration dialog box appears, showing the string that you have selected and its position
in the screen (row, column and width).

4. Select th®ialog title option button.

The Item Configuration dialog box should now look as follows:

14
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Item Configuration |

[~ Disable "thiz Item'

R Colurnn: — Width: Dezcription;
I-IE ﬁlm ﬁ |19 ﬁ ITPKSessinnMnnitnr

— Location = Aligrment
™ Status bar = Lt
 window title
= Center
' Dialog title
= Mon Dizplay " Right
—&pply this tem.. ———— — Copw/Move
£ Only i b iwind
ARV Rl LA % Move text to the location
= Only i child windows
" Copy text to the location
" InBoth
Qk Cancel Spply Help
Note:

When used together with extended rules, only the optindow title andDialog title and the
options in theApply this item group box are considered. However, they are only used if this has not
been defined in the dialog resource. All other options are ignored.

5. Choose th®K button.

The Item dialog box should now look as follows:

Defined regions:

Descriphion T-:np-leftl B ottom-right | Mew...
Al (16.10]  [16.28)
Edit...
Delete
Cloze Help
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6. Choose th€losebutton to close the Item dialog box.
7. From the-ile menu, choos8ave Scope

Or:
Choose the following toolbar button:

8. Check how your extended dialog is shown in the Windows Viewer.
It should look as shown at tlheginningof this section.

You have successfully completed the tutorial. You can now close the SDK. The Windows Viewer is
automatically closed when you close the SDK.
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