Defining Extended Rules Defining Extended Rules

Defining Extended Rules

Extended rules apply to GUI controls such as push buttons, radio buttons or check boxes. These GUI
controls are defined using a resource editor.

This chapter covers the following topics:

Using a Resource Editor
Opening a DLL

Opening a Dialog

Closing a Dialog

Defining the Dialog Properties
Defining the Control Properties
Defining the Font

Using Styles

Saving the DDT File

Building the BDD File

Detecting the Screen on which the Extended Rules are to be Applied (Single Screen)

See théextended Rules Refererfoe a detailed description of each rule.

See the-irst Stepsfor a step-by-step description of how to define extended rules.

See alsotsing Basic Rules Together with Extended Rules

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.

The following topics are covered below:

Creating a DLL
Reserved Control IDs

Reserved Dialog Names
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Creating a DLL

In the resource editor, a DLL has to be created containing a dialog for each screen that is to be presented
in an extended dialog. You can only use the controls that are supported by Entire Screen Builder. See the

Extended Rules Referenfoe further information.

The following description applies when you use Microsoft Visual C++ Version 6, which is part of
Microsoft Visual Studio, to create the DLL.

¥ To create a DLL containing a dialog using Microsoft Visual C++
1. From the~ile menu, choosBlew.
The New dialog box appears.
2. Make sure that the Projects page is shown.
3. SelecMFC AppWizard (dll) .

4. In theProject nametext box, specify the desired project name.

Mew K |
Filzz  Projects | Wiorkspaces | Other Docurnetts |
L2 ATL COM Appiwizard % | win32 Static Library Project name:
5] Cluster Resource Type ‘Wizard ItESt'I
35 Custom Appwizard _
Databasze Project Logatior:
B [ ey Studio AddHin Wizard [I:ASAG nsw 311 \test] ]

"' E stended Stared Proc Wizard
& |54 E=tension ‘Wwizard
< | M akefile % Create new workspace

MFC Appiwizard [dil] = Dependensyiof
BAl 1AFC Appwizard (exe) | of [
i Mew Databaze Wizard —

il Utility Project

& |"Windz Application Platforms:
Wind2 Conzole Application =

(%] Win32 Dynamic-Link Library IW"132

L | I3

] I Cancel

5. Choose th®K button.

The following dialog box appears.
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MFC AppWizard - Step 1 of 1 HE|

Wwhat tppe of DLL would vou like to create?

% Microsoft Developer Studio
File Edit ¥iew Insert Build Help

I

™ Begular DLL with MFC statically inked
% Regular DLL using shared MFC DLL
" MFC Extension DLL [using shared MFC DLL]

Wwhat features would vou like in your DLL?

Feady

[ Automation
™ Windows Sockets

“Wiould wou like to generate zource file comments?

% ‘es, please
™ Mo, thank vou

< Back [Herts Einizh Cancel

Leave the default options as shown in the above dialog box.
6. Choose th&inish button.

The New Project Information dialog box appears.
7. Choose th®K button.

The DLL is now created. The name you have defined for the project is shown in the workspace
window.

8. Make sure that the ResourceView page is shown.
9. Select the resource name and invoke the context menu.

10. From the context menu, chodssert.
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2l x]
Rezource Includes. .
0= Bezource Symbols.
Save test] o
[Ehech Mk,
Inzert...
Irmpart. .
IT Dacking Wigw
Hide
Propertiez
B Clazsiew Resourcelfisw Filetigw
The Insert Resource dialog box appears.
11. Select the resource typelog.
Inzert Resource |
Resource bype: Mew
Bz Accelerator
Bitmap Impaort...
- Fe Cursor
Cuiztom. .
= Diclon. ER=ss el
[®] HTML Carcel
9 leon -
B Menu

abe Sting Table
=8 Toalbar
Werzion

12. Choose thBlew button.

A new dialog is now shown. Its name is shown in the tree.
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2l 2] LIIIIIIII_]
Ela test]l resources =
S-Dieg Dialg |
= b0 _DIALOGT =
- Wersion z oK
Cancel
=
Important:

Change the ID of the new dialog to a string value as described below.
13. In the tree, select the dialog name and invoke a context menu.
14. From the context menu, chodd®perties.

The Dialog Properties dialog box appears.

15. In thelD text box, specify a new ID enclosed in quotation marks.

Dialog Properties ¢ I

== ? Resouce |
1Dr: I"DiaIDgT' jF’review:
Language: IEninsh .5 j el
LConditicn: I

16. Press ENTER to close the dialog box.
You can now design the dialog as follows:

® either design a new dialog, or

® |oad an existing screen file that has been saved using the Entire Screen Builder SDK into the
dialog (see the description below).

When the dialog design has been completed, you have to build the DLL.
17. From théBuild menu, choosBuild namedll.

Or:
Press F7.
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When the DLL has been built successfully, you can open it using the Entire Screen Builder SDK. See
Opening a DLLfor further information.

¥ To load an Entire Screen Builder screen file into the dialog
1. From the~ile menu, choos®pen.
The Open dialog box appears.
2. Select the desired screen file.
3. Choose th®pen button.
Information similar to the following is now shown:
B logon.ic

=23 Dialog
"DLGMAP"

4. Open the dialog (for example, by double-clicking its name).
The content of the screen file is now shown in a dialog.

5. Make sure that this dialog is selected.

6. From theEdit menu, choos&elect All

Or:
Press CTRL+A.

7. From theEdit menu, choos€opy.

Or:
Press CTRL+C.

8. In the tree view, open the dialog you have created in the previous exercise.
9. If required, resize the dialog.
10. From theéedit menu, choosPasteto copy the contents of the screen file to the dialog.

Or:
Press CTRL+V.
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Reserved Control IDs

The following control IDs are reserved for Entire Screen Builder. Therefore, all controls that you create in
the resource editor (for example, push buttons, group boxes or list boxes) must to have a control ID bigger
than 0x5000 (20480).

Control ID Description

0x0000 - 0x0009 Reserved for Windows

Ox000A - 0x0100 Undefined

0x0101 - 0x2480 Screen ID (se€ield Identificationfor further information)
0x2481 - 0x24FD Undefined

0x24FE Message line (basic rules)

Ox24FF ENTER key

0x2500 - 0x2563 Host keys

0x2564 - 0x25C7 Images

0x25C8 Group box

0x25C9 - 0x25CF 3270 special keys

0x25D0 - 0x26D0 Popup menu

0x26D1 - Ox2AF7 Undefined

0x2AF8 Message line (extended rules)

Ox2AF9 - 0x4999 Undefined

Reserved Dialog Names
The following dialog names are reserved for Entire Screen Builder. They are usedriantieerule.
e "TOP"
® 'LEFT"
e "RIGHT"
e "BOTTOM"

Important:
The quotation marks are part of the frame name.
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Opening a DLL
A DLL contains the dialogs that have been created using a resource editor.

Important:
You can only open a DLL when you are working in application or map scope.

If you want to open another DLL, you must first close an already open dialog.

» To openaDLL

1. From the~ile menu, choos®pen DLL.

Or:
Choose the following toolbar button:

I

The Open DLL dialog box appears.
2. Select the desired DLL.

3. Choose th®pen button.

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

Opening a Dialog

After the DLL has been opened, you can open a dialog contained in it. To do so, you can either use a
menu command or the drop-down list box in the toolbar. Only one dialog can be shown at one time. If you

want to display another dialog, you must first close an already open dialog.
» To open a dialog using a menu command
1. From theextended menu, choos®pen Dialog

Or:
Choose the following toolbar button:

Z

A dialog box appears listing all dialogs that have been defined in the DLL.
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Dialogs in NSWTutor.dI =]

Select dialog to edit:
LOGEOMDLEG OF.

Canicel

Help

2. Select the desired dialog.
3. Choose th®K button.

¥ To open a dialog using the drop-down list box in the toolbar

e From the drop-down list box in the toolbar, select the desired dialog.

|LoGON |

Closing a Dialog

You can either close a dialog with the standard button in the upper right corner of the dialog or with a
command.

¥ To close a dialog using a command
e From theExtendedmenu, choos€lose

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



Defining Extended Rules Defining the Dialog Properties

Defining the Dialog Properties

You can define a background color or image for the current dialog. When a dialog style has been defined
for the background color, you also define this style.

Note:
You can also use tHent toolbarto define a backgound color or style.

¥ To define the dialog properties
1. Openthe dialog for which you want to define the dialog properties.
2. From theExtended menu, choosPialog Properties
Or:
Click the right mouse button in an area of the dialog that does not contain a control and choose

Dialog Propertiesfrom the resulting context menu.

The Dialog Properties dialog box appears.

Dialog Properties Ed |

— Background
* Color " Style " Image
Celar: ||:| System j
Style name: I j
Imaae narme: I Choose, . |

v Dialog for multi screen

k. Cancel | Help |

3. In the Background group box, select one of the following option buttons:

Color

When this option button is selected, ®alor drop-down list box is available and you can
select the desired color from this drop-down list box.

When you selecdystemfrom this drop-down list box, the background color as defined
under Windows will be used.

When you seledCustom...from this drop-down list box, the Color dialog box appears and
you can select additional colors or define custom colors. The currently defined color is

shown next t&Custom...

10
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Style

When this option button is selected, Bigle namedrop-down list box is available. When

a style has been defined, you can select it from this drop-down list boRe8eimg a
Dialog Style

Image

When this option button is selected, theage nametext box is available and you can
specify the path to an image in the rules repository (relative to the root folder of the rules

repository). You can also choose thleoosebutton to select the file from the "Open”
dialog box.

The background image can be any GIF, JPG or BMP fileGgeeral Information on
Image Files

4. If you want to use the multi screen feature, select the following check box:

Dialog for multi screen

When this check box is selected, an additional pagesen Numbeis available in the
control properties. See alddsing the Multi Screen Feature

Note:
This check box is disabled wherad controlhas been defined in the extended dialog.

5. Choose th®K button.

11
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Defining the Control Properties

The context menu that appears when you click the right mouse button shows all commands that apply to
the selected control. In order to apply extended rules to the selected control, you have to choose the
commandControl Properties. This command is available in the context menu and iExtended

menu.

¥ To define the control properties
1. Select the control to which you want to apply extended rules.
2. From theExtended menu, choos€ontrol Properties.

Or:
Invoke the context menu and cho&entrol Properties.

Or:
Double-click the control.

Depending on the control that is currently selected, different pages are available in the resulting
dialog box. The pages that are used by more than one control are explained in the following topics
below:

® Field Identification
® Display Styles

® Action

® Mouse

® Screen Number

For information on the rule-specific pages not covered below, see the descriptions of the
corresponding rules in thextended Rules Reference

3. Specify all required information on the different pages.

4. Choose th®K button.

12
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Field ldentification

In order to transfer the values that a user enters in an extended dialog to the character screen and vice
versa, you have to define the corresponding field for a number of dialog controls. Each field has a unique
ID based on its position in the screen. The ID is calculated as follows:

ID = (row * 256) + column
There are two different ways of creating a dialog:

® You save a character screen as a screen file and then modify it using the resource editor. In this case,
it is not required that you define the corresponding fields. By saving the screen, all screen IDs
(0x0101-0x2480) are automatically defined. However, if you create new dialog controls, you have to
define all corresponding fields manually. By default, the option buitththe control to the field
with the same ID(see below) is enabled for controls such as edit boxes. For a static text control, the
option buttonNo link is enabled by default.

® You start from scratch, i.e. you create a new dialog for a screen using the resource editor. In this case,
you have to define all corresponding fields manually.

When the definition of the corresponding field is required, the Field Identification page is available.

Text Properties E3 |

Field Identifizatian |Displa_l,l St_I,IIE$| .ﬂ.-:til:unl Ml:uusel

" Molink

& iLink the control to the field with the same D [3601]

" Link the contral ta the figld with the [D...

Freld identifieatianm IEI [Ehimose an dertiicatEr..

™ Link the contral to the following region...

o I'I _,? Sl I'I _,? ﬂidth:lﬂ _l; Selech areqion...

] Cancel Help

No link
The content of the control is not changed.

For example, if you have defined a static text control with the label "None:", this label is always
shown.

13
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Link the control to the field with the same ID

The content of the control is substituted with the content of a field that has the same ID.

For example, you have defined a static text control with ID 257 and the label "None:". When the
following has been defined for the field, the label "Same:" is then shown on the control:

ID = 257, row=1, column=1, text="Same:"

Link the control to the field with the ID

The content of the control is substituted with the content of a field that has another ID. In this
case, you can either type the field ID in the text box or choogeththese an identification
button to select the desired field in the scope window.

For example, you have defined a static text control with ID 257 and the label "None:". When the
following has been defined for the field, the label "Other:" is then shown on the control:

ID = 2580, row=10, column=20, text="Other:"

Link the control to the following region

The content of the control is substituted with the content of the defined region. In this case, you
can either specify the coordinates of the region using the spin boxes (row, column and width) or
choose thé&elect a regiorbutton to define the desired region in the scope window.

For example, you have defined a static text control with ID 257 and the label "None:". When the
following has been defined for the region, the label "Region" is then shown on the control:

row=20, column=5, width=10, text="Region"
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Display Styles

When the definition of the corresponding field is required, the Display Styles page is also available (in
addition to the Field Identification page). The options on the Display Styles page are only available when
an option other thaNo link is selected on the Field Identification page.

Text Properties E3 |

Field Identification  Display Styles |.-'3.-:ti|:|n| Ml:uusel

v Aisible when the field [region] iz not in the character soreen

[T Disabled when the field [region] is not it the character screen

¥ Trim whitespace characters from the sting [left and right)

] Cancel Help

Visible when the field (region) is not in the character screen

When this check box is selected, the control will be shown even if the corresponding field or
region is not available in the character screen.

Disabled when the field (region) is not in the character screen

This check box is only available when the check Yisible when the field (region) is not in
the character screerhas also been selected.

When this check box is selected, the control will be disabled if the corresponding field or region
is not available in the character screen. Otherwise, it is not shown at all.

When the corresponding field for a control is a protected field (this may happen when the
application changes an unprotected field to a protected field), the control is automatically
disabled. The setting of this option is ignored in this case.

Trim whitespace characters from the string (left and right)

This check box is only available for static text. When this check box is selected, any blank
characters before and after the string which makes up the static text are removed.

15
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Action

The Action page is available for push button and static text controls. When you define an action, it is
recommended that you enable Bheable the single clickcheck box on thiousepage.

Text Properties E |

Field Identificatinnl Dizplay Styles  Achian | Ml:uusel

f* Maone
= Send host-key
= Send text

" URL

™ Bun a javascript routine

™ Uszer defined event

[T | Dizable the control when the conresponding host key or field is not detected

] Cancel Help

None

When this option button is selected, no action will be taken when the user chooses the control.
Use this option for a push button control, if you want to display an image only.

Send host key

When this option button is selected, additional options are shown:

£ Mone Hoszt kew:

f* Send host key  Field identification: I Choose...

You can send the defined function key to the application.

® Host key
From the drop-down list box, select the host key you want to associate with the control.

This drop-down list box also contains BS2000 keys.

® Field identification
Specify the identification of the input field which receives the focus when the user chooses
the control. To do so, make sure that the corresponding screen file is shown in the scope
window and choose thehoosebutton. You can now click the desired field in the scope
window.

16
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Send text

When this option button is selected, additional options are shown:

= Mone Huost key: I vI
i~ Send hozt key  Field identification: I Chaonze. ..
{* Send hext Text: I [~ Daon't clear field

You can display text in an input field and then send the defined function key to the application.

® Host key
From the drop-down list box, select the host key you want to associate with the control.

This drop-down list box also contains BS2000 keys.

® Field identification
Specify the identification of the input field which receives the focus when the user chooses
the control. To do so, make sure that the corresponding screen file is shown in the scope
window, choose th€hoosebutton and click the desired field in the scope window.

® Text
In the text box, specify the text that is to be shown in the input field.

® Don't clear field
When this check box is not selected, the content of the input field is cleared before new
information is written to it. However, when this check box is selected, the new information
just overwrites (part of) the information in this input field.

For example: the input field contains the text "ABCDEF" and the new text "?" is sent to
this input field. When this check box is not selected, "?" is then shown in the input field.
When this check box is selected, "?BCDEF" is shown in the input field.

URL

When this option button is selected, an additional text box is shown:

............

& RL &ddress:

You can open a hew browser window.

® Address
Specify the URL of the web site that is to be opened in a new browser window when the
user chooses the control. For example:

http://lwww.softwareag.com/corporat/default.htm

17
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Run a JavaScript routine

When this option button is selected, an additional text box is shown:

" Run a javascript routine j

The drop-down list box provides for selection the script files stored iRrtiafuctionfolder.
Select the script file that is to be executed when the user chooses the control.

See alsoGeneral Information on Script Filda theScript Filesdocumentation.
User defined event

When this option button is selected, an additional text box is shown:

¥ szer defined event Text:

Specify the event that is to be fired when the user chooses the control:

® Text is not specified
When only the option button has been selected and a text has not been defined in the text
box, the eventyserDefinedEvent  will be fired into the HTML page. This enables you
to have local processing in the HTML page on the client workstation using a scripting
language supported by the browser (for example, VBScript).

® Textis specified
Optional. You can specify a text for the user-defined event. In this case, the event
UserDefinedEvent(szText) , including the text that you have specified, will be
fired into the HTML page. This is helpful when you have specified a user-defined event for
more than one control in the dialog. The event will then be identified by its name.

See alsoEventsin theWeb Viewer Client Functions (ARsgction of theJser Exits
documentation.

Disable the control when the corresponding host key or field is not detected
This check box is only available for push buttons. It is available when an option othiliotian

has been selected. When this check box is selected, the control is disabled if the corresponding
host key or field is not available in the character screen.

18
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Mouse

The Mouse page is available for most resource editor controls that are supported by Entire Screen Builder.

Text Properties E3 |

Field Identificatinnl Dizplay St_I,IIE$| fiction  Mouse |

Cursors

..................

& Default " Hand " Help " Custom

[ErERE CursaT: Browze,.

[~ Enable the single click

] Cancel Help

Cursors
You can define the type of cursor that is to be used. Select one of the following option buttons:

o Default
The cursor as defined under Windows.

e Hand
Hand-shape cursor.

e Help
Cursor in the shape of a question mark.

e Custom
You can define your own cursor (see below).

Custom cursor

When theCustom option button has been selected, you must specify a path and file name in this
text box. This can be a file with the extensaam or ani.

Using theBrowse button, you can also choose the file from a dialog box.
Enable the single click

When this check box is selected, a single click on a control has the same effect as a
double-click. If an action has been defined for the con8eh( host keySend text URL or
Run a JavaScript routine), this action is executed after a single click. If no action has been
defined, the corresponding host key that has been defined with the baSlomtrig Attributes
is sent to the host.

19
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Screen Number

The Screen Number page is only available when the opi@ng for multi screen has been activated in
the dialog properties (s&efining the Dialog Propertigs

See alsotJsing the Multi Screen Feature

Text Properties |

Field ldentification I Dizplay Stylez I Mousze Screen Mumber |

Screen number: _:l

Qk Cancel Help

Screen number
With the multi screen feature, fields from different terminal screens can be shown in one dialog.

You have to specify the number of the terminal screen which contains the corresponding field
for the current control.

20
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Defining the Font

You can define another font or character set for a control.

Note:
You can also use tHent toolbarto define a font.

¥ To define another font
1. Select the control for which you want to define another font.
2. From theExtended menu, choosEont.

Or:
Invoke the context menu and chodsmt.

The Font dialog box appears.

ot ___________________________________EH

Font; Font style:

IM IFieguIar ak.
Aial Black = |halic Cancel
(} fial Marow Bold

H Arial Bounded MT Bole Bald talic
T Avial Unicode M5

Batang
(} Book Antiqua |

— Sample

AaBhYyiz

Script;

I"-.-'-.n"estern j

3. Select the desired font, font style and size.

4. If you want to use another character set, select it frofadtipt drop-down list box.

5. Choose th®K button.
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Using Styles

You can define styles for frequently-used font and color settings. You can then apply these styles to your
controls and dialogs.

The following topics are covered below:
® Defining a Control Style
® Defining a Dialog Style

e Applying a Style to a Control or Dialog

Defining a Control Style
Control styles can be applied to the following controls:

Check boxes

Edit boxegone input field and several input fields)
Group boxes

List box controlglist boxes and combo boxes)
List view controls

Radio buttons

Static text

You can only define control styles when you are working in application or map scope. A dialog must not
be open.

Using theControl Attributesrule, you can define that the size of a control is automatically increased or
reduced according to the font that has been defined for the text in this control.

22
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» To define a new control style

1. From theextendedmenu, choosBefine Styles > Control Styles

The Define Styles dialog box appears.

Define styles |
Defined styles:
Desciption | Hew
> purple 10

Edit...
Delete

— Style presview

Comic purple 10
] Cancel Help

When control styles have already been defined, the names you defined for them are shown in this
dialog box. When you select a control style, the preview section shows how this style looks like.

The following command buttons are available:

New Define a new style (see below).
Edit Modify the selected style.
Delete Delete the selected style.

2. To define a new control style, choose v button.

The New Style dialog box appears.

23
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Hew Style

Note:
The option buttons for background color and background image are not available for control styles.

3. In theStyle nametext box, enter a name for the style.
4. To define the font and/or color, choose the corresponding command button.

The Font dialog box appears.

24
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Font | 7] |
Eont; Font style: Size:
IFieguIar ] 4

E r [ Fiequiar [ [ RPN

T Arial Black Italic 3 Cancel
T Arial Marrow Bold 10

B avial Rounded MT Bol: Bold Italic 11

% Book Antigua 12

Bookman Old Style 14

H Bookshelf Symbol 1 =] e =l
— Effects — Sample

[ Stikeout

[T Undedine

Color:

I- Elack j Scripk:

5. Specify all required options and choose@ie button.
The new font and color are now shown in the preview section of the New Style dialog box.
6. To define the background color, choose the corresponding command button.

The Color dialog box appears.

Coo |
Basic colors:

T T =T
U
TN ..

... N

Custom colors:

[l
ol

Defing Cusgtom Colors > |

]9 Cancel |
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7. Define the desired color and chooseQiie button.
The new background color is now shown in the preview section of the New Style dialog box.

8. Choose th®K button to close the New Style dialog box.

26
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Defining a Dialog Style
Dialog styles can only be applied to dialogs. You can define a background color or a background image.

You can only define dialog styles when you are working in application or map scope. A dialog must not
be open.

¥ To define a new dialog style

1. From theextended menu, choosBefine Styles > Dialog Styles

The Define Styles dialog box appeatrs.

Define styles |
D efined styles:
Dezcription | Hew. .
o neve dialog shyle
Edit...
Delete
— Style preview
by new dialog style
k. Cancel Help

When dialog styles have already been defined, the names you defined for them are shown in this
dialog box. When you select a dialog style, the preview section shows how this style looks like.

The following command buttons are available:

New Define a new style (see below).
Edit Modify the selected style.
Delete Delete the selected style.

2. To define a new dialog style, choose sav button.

The New Style dialog box appears.

27
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Mew Style |

Style name: I

— Font, calors and image

[Ehomse fant and/calan..

Choose back colar... " Background colar

™ Background image

|mage mames [EhoeEe. |

— Style presview

Entire Screen Builder

] Cancel Help

Note:
The command button for choosing a font and color is not available for dialog styles.

3. In theStyle nametext box, enter a name for the style.

4. To define a background color, make sure thaBdwkgound coloroption button is selected and
choose th€hoose back colocommand button.

The Color dialog box appears and you can define the desired color.

28
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Coor |
Easic caolors:

T TN
_ U
ErTEET N
EMrEEEENEN
AN EEEENN

Custam calors:

[l ol
i

Define Customn Colors > |

] Cancel |

Or:

To define a background image, make sure thaB#ekgound imageoption button is selected. In the
Image nametext box, specify the path to the image in the rules repository (relative to the root folder
of the rules repository). You can also chooseGheosebutton to select the file from the Open

dialog box. The background image can be any GIF, JPG or BMP fil&s&weral Information on

Image Files

When you have defined a new background color or background image, it is shown in the preview
section of the New Style dialog box.

5. Choose th®K button to close the New Style dialog box.
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Applying a Style to a Control or Dialog
When you have defined a control or dialog style, you can apply it to a control or dialog.

Note:
A dialog style can also be defined in the dialog propertiesD8#&ring the Dialog Properties

¥ To apply a style to a control or dialog
1. Inthe dialog, select the control(s) to which you want to apply a style.
If you do not select a control, a dialog style can be applied.
2. Invoke the context menu and chodgply Style > stylename

You can also apply a style named "Default”. In this case, the control or dialog is reset to the original
settings as defined in the resource editor.

Or:
Choose the desired style from float toolbar

Saving the DDT File

DDT stands for Dialog Definition Table.

The DDT contains all information that has been defined using the SDK (such as font and color, list box
properties, correspondence between character screen fields and dialog controls).

This file is always created in the same folder as the DLL containing the dialogs. It receives the same name
as the DLL. If you copy the DLL to another location, you must also copy the DDT to this location.

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

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

BDD stands for Binary Dialog Definition.

The DDT is the basis for building the BDD file. The BDD contains the DLL and DDT in binary format.
When you define the extended detection rules for a character screen (see below), you have to specify the
name of the BDD file.

¥ To build the BDD file
® 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.

When two or more IDs with the same numbers are detected, an error message such as the following
is shown in the output window:

Error: duplicate ID 512 found in dialog "MYDIALOG", controls tab order "10" and "20".

The numbers given for the tab order refer to your specifications in the resource editor. This is the
order in which the TAB key moves the input focus from one control to the next within a dialog box.
Microsoft Visual Studio, for example, provides the menu comniaidOrder. With this command,
you can easily identify the controls that caused the error: just check the number in the upper-left
corner of a control and compare it with the numbers in the error message.

Note:
If you use another resource editoifab Order command may not be available or it may have
another name.
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UsingBDDView.exén Entire Screen BuilderBin folder, you can view the contents of a BDD file. For
example:

= C:‘\Program Filez\5oftware AGAEntire Screen Builder\zamplezizampleconfidemotN5w . [l=] [E3

B3R Cuirent BOD implementation info
- File info
=- LOGOMDLG

= Cantral 0
=- DLGTEMPLATE

- Buttor BOO0D: “'Buttanl"
- Static BE535: "User D"
- Static 65535 "Pazsword:”
- Static 65535 "Options:"
- Edit 6007: ™
- Edit G002 ™
- Edit 6003 "™

- Static 25456 "Pleasze logon"

[=]- Control G000
=8 Bitrap

File: demobmph.saglogo. gif

=- I:_-:nntr-:nl E5535
e MATURAL Field: none
-- Contral B5535 ;I
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Detecting the Screen on which the Extended Rules are to be
Applied (Single Screen)

When the BDD has been built, you have to associate each extended dialog with the character screen for
which it is to be displayed.

A screen is detected when a defined region is found on a host screen, or when a definaddedjion
defined subregions are found on a host screen. For each host screen, you can define more than one region.

¥ To display all defined detection rules for a single screen
® From theExtendedmenu, choosBetection > Single Screen

The Extended Detection dialog box appears. When this dialog box is shown, a check mark is shown
next to theSingle Screercommand.

Extended Detection |

Defined regions:

|dentification | Top-left | B ottom-right | Mew...
M-MACHIME [15.55] 15,64

Edit...

Delete

Cloze Help

When detection rules have already been defined, they are shown in this dialog box. The scope
window then shows the outlines of all defined detection rules.

The color red in the symbol to the left of a defined region indicates that this rule has been disabled. A
symbol with the color green indicates that the rule is enabled.

The following command buttons are available:

New Add a new detection rule (see below).

Edit Modify the selected detection rule. Alternative: double-click a
detection rule.

Delete Delete the selected detection rule. Alternative: ch@mdete
from theEdit menu or press DEL to delete the selected
detection rule.
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» To associate a dialog with a character screen
1. Make sure that the resource file that is to be used as a template is shown in the scope window.
2. Display the Extended Detection dialog box as described above.
3. Choose thdlew button.

4. 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.
5. Specify all required information as described below.

6. Choose th®K button.

Overview of Extended Detection Configuration Options
Different pages are available in the Extended Detection Configuration dialog box:

® General
® Region

34



Overview of Extended Detection Configuration Options Defining Extended Rules

General
Extended Detection Configuration E3 |

General | Hegigngl

[ Disable the "Dialog Detection" rule

¥ Get the content of the region as the dislog name

BOD file: I Browsze. . |
I arme; I j

k. Carcel Help

Disable the Dialog Detection rule
When this check box is selected, this rule is disabled.
Get the content of the region as the dialog name

When this check box is selected, the server will use the content of the first region that is defined
in the BDD file as the dialog name (see the description of the Regions page).

Important:
When subregions have been defined, the content of the region is only used as the dialog name if
all defined subregions are also found. The subregions itself are not used as dialog names.

This feature is helpful, if the character screens always display their different names in the same
region. In this case, you only have to define one rule.

BDD file

Specify the path to the BDD file containing the extended dialog for the character screen. You
can also choose tiigrowse button to select the BDD file from the Open dialog box.

Name

When a BDD file has been specified, you can select one of the extended dialogs contained in the
BDD file from this drop-down list box. This is the dialog that is to be shown instead of the
character screen. This text box is dimmed if@sd the content of the region as the dialog

name check box is selected.
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Region

The Regions page is used to define regions and subregions, i.e. unique strings which appear on the host
screen that is to be detected.

Extended Detection Configuration E3 |

General Regions |

Reqion: Identification

565] * M-MACHIME Mew...

[1 A CDARMSTADT
[23,20]:[23,30] * Paszward: :
[(23.02](23.09] * Userid erlelinignlont
R [18.08}[18.15] * METwaork -
Edit...
Delete
k. Carcel Help

On this page, a defined region is indicated by the letter "R" at the beginning of a line. Lines which do not
begin with the letter "R" apply to subregions.

Example: with the above definitions, the screen is detected when regiwhall defined subregions are
found,or when region 2 is found.

The following command buttons are provided:

New Define a new region for the current extended dialog.

New subregion Define a new subregion for the selected region. For one region s¢veral
subregions can be defined.

Edit Modify the selected region or subregion. Alternative: double-click|a
region or subregion to modify it. S&odifying a Region or Subregign
below.

Delete Delete the selected region or subregion. When you delete a regidn, all

of its subregions are automatically deleted.
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Modifying a Region or Subregion

The Region dialog box appears when you select a region or subregion on the Regions page and choose the
Edit button (or when you double-click it).

|

R o Calurim: width: | dettification:
=8 A 1 & N-MACHINE

k. Cancel | Help |

Row / Column / Width

The position of the string that is to be used to detect the screen. This is the region that has been
selected using the mouse. Using the spin buttons, you can manually adjust the values.

Identification

This is the string that has been selected using the mouse. This string is used to detect the screen
on which the rules for the extended dialog are to be applied.

37



	Defining Extended Rules
	Using a Resource Editor
	Creating a DLL
	Reserved Control IDs
	Reserved Dialog Names

	Opening a DLL
	Opening a Dialog
	Closing a Dialog
	Defining the Dialog Properties
	Defining the Control Properties
	Field Identification
	Display Styles
	Action
	Mouse
	Screen Number

	Defining the Font
	Using Styles
	Defining a Control Style
	Defining a Dialog Style
	Applying a Style to a Control or Dialog

	Saving the DDT File
	Building the BDD File
	Detecting the Screen on which the Extended Rules are to be Applied †Single Screen‡
	Overview of Extended Detection Configuration Options
	General
	Region
	Modifying a Region or Subregion




