scui.NewObject( )
SYNTAX

scui.NewObject(Class, Name, Position, Size, Data, Params , Actions, IFOParent, ForceID, NoDraw, Owner)

PURPOSE

This is a core function of the ScuiLib library and it’s used to create a new Gui object. With this command you can create gadgets for your Gui.
This functions returns the id of the object that has been created.

The object <Name> must be unique or this command will return an error and will not create the requested object.
INPUT

Class

This is the class of the object we want to create, actually you have the access to the following classes:

#IFOCLASS_BEVELBOX

Bevel Box

#IFOCLASS_LABEL


Label or GroupFrame

#IFOCLASS_BUTTON


Button 

#IFOCLASS_SWITCH


Switch 

#IFOCLASS_GAUGE


Progress bar 

#IFOCLASS_STRINGBOX

String Box 

#IFOCLASS_OPTIONS

Options Group 

#IFOCLASS_CYCLE


Cycle 

#IFOCLASS_LISTVIEW

ListView 

#IFOCLASS_TABS


Tabs 

#IFOCLASS_IMAGE


Image Box 

#IFOCLASS_SCROLLER

Scroller 
Name

The unique name to assign to the new object

Position
A table containing at least the fields <x> and <y> holding the top-left corner position of the gadget

Size

A table containing at least the fields <x> and <y> holding the width and the height of the gadget

Data
A table containing informations about the graphical aspect of the gadget, usually is used to override the currently loaded theme.
Params
A table containing informations about additional data usefull to build and/or customize the gadget.

Actions
A table where you can assign your function to events associated with the new gadget.

IFOParent
PRIVATE ( A reference to the parent gadget

ForceID
PRIVATE ( Used to rebuild gadgets using the id assigned at creation time

NoDraw
PRIVATE ( Used to force the rendering off

Owner

PRIVATE ( The name of the gadget Owner: usually the window’s name

OUTPUT

Id

The numeric id assigned to the new object
EXAMPLE

This is an example on how you can create a button:
scui.NewObject( #IFOCLASS_BUTTON , 
                "my_button"  , 
                { x = 100, y = 100 }, 
                { x = 400, y =  20 }, 
                nil,
                { Values = { "HIT ME!" }, 
                { OnPushed  = my_func })
With the above command you have created a button named <my_button> at position (100,100), with a width of 400 pixel and a height of 20 pixels.
Inside the button will be displayed the text “HIT ME!” and whenever the user will push that button the function <my_func> will be called automatically.
NOTE
Please see the examples and the appendix to have more information about this topic and every class-specific options.
