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Introduction

To use auser | t emwith the Dialog Manager, you must define a dialog, load the dialog and install your user | t em and
respond to events which relate to your user | t em If your application wants to receive mouse clicks in the user |t em
then you must set the item to enabl ed.
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Defining a Dialog Box with a userltem

You should define the dialog box in your resource file as follows. Note that it is defined as invisible, since we have to play
with the user | t embefore we can draw it.

resource 'DLOG (1001) { /* type/ID for box */
{100, 100, 300, 400}, /* rectangl e for w ndow */
dBoxProc, invisible, noGAway, 0xO, /* note it is invisible */
1001,
"Test D al og"
resource 'DITL' (1001) { /* matching itemlist */
{160, 190, 180, 280}, /* rectangle for button */
button { enabl ed, "OK" }; /* an OK button */
{104, 144, 120, 296}, /* rectangle for item*/
) userltem{ enabl ed } /* a user item */
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Loading and Preparing to Show the Dialog Box

Before we can actually show the dialog box to the user, we need two support routines. The Dialog Manager calls the first
procedure whenever we need to draw our user | t em You should install it (as shown below) after calling

_Get NewDi al 0g but before calling _ShowW ndow. This first procedure simply draws the user | t em
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In MPW Pascal:
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PROCEDURE MyDr aw(t heDi al og: Di al ogPtr; theltem |NTEGER);

VAR
i Type : | NTECER; {returned itemtype}
i Box : Rect; {returned bounds rect}
i Hdl  : Handl e; {returned item handl e}
BEGA N
Cet Dl ten(t heDi al og, theltem i Type, i Hdl , i Box); {get the box}
Fill Rect (i Box, |tGay); {fill with light gray}
FraneRect (i Box) ; {frane it}
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In MPW C 3.0:
pascal void MyDraw(theDi al og, t heltem
Di al ogPt r t heDi al og;
short int theltem
{ ) : .
short int i Type; /*returned itemtype*/
Rect i Box; /*returned bounds rect*/
Handl e i Hdl ; /*returned item handl e*/
Cet DI ten(t heDi al og, thel tem & Type, & Hdl , & Box); /*get the box*/
Fi | | Rect (& Box, qd. |t G ay); [*fill with Iight gray*/
FrameRect ( & Box); [*frame it*/

The other necessary procedure is a filter procedure (f i | t er Pr oc) that the Dialog Manager calls whenever

_Mbdal Di al og receives an event (this only applies when calling _Mbdal Di al 0g; modeless dialogs are covered
below). The defaultfi | t er Pr oc looks for key-down and auto-key events and simulates pressing the OK button (or
whatever else is item 1) if the user has pressed either the Return key or the Enter key. To support a user | t em the
filterProc must handle events for any user | t emitems in the dialog in addition to performing the default
filterProc tasks. The following short fi | t er Pr oc supports these types of items; when the user clicks in the
userltemthefilterProc inverts it.
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In MPW Pascal:

FUNCTI ON MyFi l ter (theD al og: D al ogPtr; VAR t heEvent: EventRecord;
VAR itenH t: | NTEGER): BOCLEAN;

CONST
ent er Key = 3;
r et ur nkey = 13;
VAR
nmouselLoc : Point; {we'll play w nmouse}
key . SignedByte; {for enter/return}
i Box . Rect; {returned boundsrect}
i Hdl : Handl e; {returned item handl e}
i Type, itenmH t : | NTEGER {returned item and type}
BEG N
Set Port (t heDi al og) ;
M/Filter := FALSE; {assune not our event}
CASE t heEvent . what OF {whi ch event ?}
keyDown, aut oKey: BEG N {he hit a key}
key := SignedByte(event.nessage); {get keycode}
IF (key = enterKey) OR (key = returnkKey ) THEN BEG N
M/Filter := TRUE {we handled it}
itemHt = 1; {he hit the 1st iten}
END; {test CR or Enter}
END,; { keydown}
mouseDown: BEG N {he clicked}
nouselLoc : = theEvent. where; {get the nouse pos'n}
d obal ToLocal (nouseloc) ; {convert to |local}

CetDiten(theDi al og, 2,i Type, i Hdl , i Box); {get our box}
| F Pt nRect (nmouselLoc, i Box) THEN BEG N {he hit our iten}
I nvert Rect (i Box) ;

M/Filter := TRUE {we handled it}
itemHt = 2; {he hit the userltent
END; {if he hit our userltent
END,; { mousedown}

END,; {event case}
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In MPW C 3.0:

pascal Bool ean M/Filter(theD al og,theEvent,itenH t)
Di al ogPt r t heDi al og;

Event Recor d *t heEvent ;

short int *itenH t;

#def i ne ent er Key 3; /*the enter key*/

#defi ne returnkKey 13; /*the return key*/

{
char key; /*for enter/return*/
short int i Type; /*returned itemtype*/
Rect i Box; /*returned boundsrect*/
Handl e i Hdl ; /*returned item handl e*/
Poi nt nmouseloc; /*we' |l play w nouse*/

Set Por t (t heDi al og) ;
switch (theEvent->what) / *whi ch event ?*/

case keyDown:
case aut oKey: /*he hit a key*/
key = theEvent->nmessage; /*get ascii code*/
if ((key == enterKey) || (key == returnKey))
/*he hit CR or Enter*/

*itenHt = 1; /*he hit the 1st itent/
return(true); /*we handl ed it*/
} /*he hit CR or enter*/
br eak; /* case keydown, case autoKey */
case nouseDown: /*he clicked*/
nouseLoc = t heEvent - >wher e; /*get nmouse pos' n*/
d obal ToLocal ( &museloc) ; /*convert to |ocal */

[ *get our box*/
Get Dl ten(t heDi al og, 2, & Type, & Hdl , & Box) ;
if (PtlnRect(nmouseloc, & Box))
{ /*he hit our itent/
I nvert Rect (& Box) ;
*itemHt = 2; /*he hit the userltent/
return(true); /*we handl ed it*/
} /*if he hit our userltent/
break; /*case nouseDown */
} /*event switch*/
return(false); /* we're still here, so return false
(we didn't handl e the event) */
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Invoking the Dialog Box
When we need this dialog box, we load it into memory as follows:
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In MPW Pascal:

PROCEDURE DoCur D al og;

VAR
nyDi al og : Dial ogPtr; {the di al og pointer}
i Type, itenH t : | NTEGER {returned itemtype}
i Box . Rect; {returned boundsRect }
i Hdl : Handl e; {returned item Handl e}
BEG N

nyDi al og : = Get NewDi al og(1001, ni |, PO NTER(-1)); {get the box}
Cet Dl ten(nyDi al og, 2,i Type, i Hdl ,iBox); {2 is the item nunber}
Set Dl ten(nyDi al og, 2, i Type, @yDraw, i Box); {install draw proc}

ShowW ndow( t heDi al og) ; {make it visible}
REPEAT
Modal Di al og(@4Filter, itenHt ); {let dialog nmanager run it}
UNTIL itemH t = 1; {until he hits ok.}
Di sposDi al og(nyDi al og) ; {throw it away}

Back to top

Page: 3



User Items in Dialogs Page: 4

In MPW C 3.0:

voi d DoQur Di al og()
{

Di al ogPt r nyDi al og; /*t he dial og poi nter*/

short int i Type; /*returned itemtype*/
short int itenH t; [*returned from Modal Di al og*/
Rect i Box; / *r et ur ned boundsRect */

Handl e i Hdl ; /*returned item Handl e*/

nyDi al og = Get NewDi al og( 1001, ni |, (WndowPtr)-1); /*get the box*/

/[*2 is the item nunber*/
Cet Dl t em(nyDi al og, 2, & Type, & Hdl , & Box) ;

[*install draw proc*/
Set Dl t em( nyDi al og, 2, i Type, M/Dr aw, & Box) ;

Showw ndow( nyDi al og) ; [*make it visible*/

while (itemHit !'= 1) Mdal Dial og(M/Filter, &tenHit);
Di sposDi al og( nyDi al og) ; /[*throw it away*/
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Using userltem Items with Modeless Dialogs

If you are using user | t emitems in modeless dialog box, the Dialog Manager will call the draw procedure when

_Di al ogSel ect receives an update event for the dialog box. When the user clicks on your user | t emand it is
enabl ed, _Di al ogSel ect will return TRUE Thei t enHi t will be equal to the item number of your user | t em
Your code can then handle this like the mouse-down event case in the example above.
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