BUTTON CLASS
ScuiLib 0.7 beta

INTRODUCTION
The Button class maybe is the most used gadget in GUIs. The main purpose of this class is to launch functions when the user click on them so this is an active class. You can build multiline buttons too without restrictions.

CREATION

You can create a new Button object using the following command:

Object_id, Object_table = scui.NewObject( #IFOCLASS_BUTTON,

                                          ObjectName,

                                          Position,

                                          Size,

                                          Customize,

                                          Parameters,

                                          Actions )

DETAILED VIEW

· ObjectName [string]
A string containing the object name. This name must be unique.


· Position [table]
A table used to specify the top-left corner position of the Button, for example:
{ x = 100, y = 50 } means that the top-left corner of the Button will be at (100, 50) coordinates.


· Size [table]
A table used to specify the total size of the Button, for example:
{ x = 200, y = 20 } means that the Button will have a width of 200 pixels and an height of 20 pixels.


· Customize [table]
With this table you can adjust the visual aspect of the Button, these settings will override the theme settings. Below there are the tags available for this class:

OBJECT LOOK

· Bevel
Use this tag to override the default bevel in normal state passing a complete or incomplete 
BevelStruct table

· HBevel
Use this tag to override the default bevel in highlighted state passing a complete or incomplete 
BevelStruct table

· PBevel
Use this tag to override the default bevel in pushed state passing a complete or incomplete 
BevelStruct table

· DBevel
Use this tag to override the default bevel in disabled state passing a complete or incomplete 
BevelStruct table

· Text
Use this tag to override the default text in normal state passing a complete or incomplete 
TextStruct table

· HText
Use this tag to override the default text in highlighted state passing a complete or incomplete 
TextStruct table

· PText
Use this tag to override the default text in pushed state passing a complete or incomplete 
TextStruct table

· DText
Use this tag to override the default text in disabled state passing a complete or incomplete 
TextStruct table

MISC TAGS

· Visible 
Specify if the Button is visible or not, can be #IFO_VISIBLE or #IFO_HIDDEN

· Enabled 
Specify if the Button is enabled or not (visible but unclickable) , can be #IFO_ENABLED or 
#IFO_DISABLED


· Parameters [table]
With this table you can set additional Button parameters, below there are the tags available for this class:


· Values
A table with the strings representing the string rows you want to draw in your button

· Lines
This is the number of row the system must draw in your button, suppose to have specified 4 rows, if you set Lines with 2 means that only the first two lines will be displayed

· Shortcut
With this tag you can assign  a shortcut (a key) to this button, shortcuts are case sensitive. If you assign the same shortcut to another button only the last assignment will work.


· Actions [table]
The Actions table is used to assign callback functions to the object events, this way every time an event occur the linked function will be called automatically, here are the available events:


· OnPushed
With this tag you can assign a function to the event OnPushed, this means that the linked function 
will be called everytime the user release the button he has pressed. This is the standard behaviour 
for common tasks.

· OnDown
With this tag you can assign a function to the event OnDown, this means that the linked function will 
be called immediately after the user has pressed the button. This is not a standard behaviour but has 
been provided for uncommon tasks.

PREFERENCES & THEME

The Button look, if you does not have specified the field Customize, depends on the following default theme tables:

· scui.theme.Button_NBox [BevelStruct]
Describe the look of the button container in normal state 

· scui.theme.Button_HBox [BevelStruct]
Describe the look of the button container in highlighted state 

· scui.theme.Button_PBox [BevelStruct]
Describe the look of the button container in pushed state 

· scui.theme.Button_DBox [BevelStruct]
Describe the look of the button container in disabled state 

· scui.theme.Button_NText [BevelStruct]
Describe the look of the button text in normal state 

· scui.theme.Button_HText [BevelStruct]
Describe the look of the button text in highlighted state 

· scui.theme.Button_PText [BevelStruct]
Describe the look of the button text in pushed state 

· scui.theme.Button_DText [BevelStruct]
Describe the look of the button text in disabled state 

GET

These are the fields you will obtain as items of a table using scui.Get() on a Button object.


Please note that the [*] means that the marked table is directly connected to the object, if you alter these tables you will alter the object itself:


STANDARD TAGS

· Visible

[Constant] #IFO_VISIBLE | #IFO_HIDDEN

· Enabled

[Constant] #IFO_ENABLED | #IFO_DISABLED

· Status

[Constant] #IFOSTATUS_NORMAL | #IFOSTATUS_PUSHED | #IFOSTATUS_HILIGHTED | 



#IFOSTATUS_DISABLED

· oClass

[Constant] Object class constant

· Class

[String] Object class description (in this case the string “Button”)

· oInteractive
[Number] 1 = Interactive, 0 = Not Interactive (1 in this case)

· oParent

[Number] Id of the parent object or -1 if the object does not have a parent

· oName

[String] Object name

· Owner

[String] Object owner’s name (usually the window’s name where the object has been attached)

· Position

[Table] A table with the fields x and y where the object position is stored

· Size

[Table] A table with the fields x and y where the object size is stored

· Actions

[Table] A table with all actions defined for the object events

OBJECT LOOK TAGS

· Bevel

[*][Table] A table with the BevelStruct used to describe the button container look in normal state 

· HBevel

[*][Table] A table with the BevelStruct used to describe the button container look in highlighted state 

· PBevel

[*][Table] A table with the BevelStruct used to describe the button container look in pushed state 

· DBevel

[*][Table] A table with the BevelStruct used to describe the button container look in disabled state 

· Text

[*][Table] A table with the TextStruct used to describe the button text look in normal state 

· HText

[*][Table] A table with the TextStruct used to describe the button text look in highlighted state 

· PText

[*][Table] A table with the TextStruct used to describe the button text look in pushed state 

· DText

[*][Table] A table with the TextStruct used to describe the button text look in disabled state 

CONTENT TAGS

· Caption

[*][Table] A table with the strings representing the object text in normal state 

· Lines

[Number] The number of lines currently set to be displayable in normal state 

· HCaption
[*][Table] A table with the strings representing the object text in highlighted state 

· HLines

[Number] The number of lines currently set to be displayable in highlighted state 

· PCaption
[*][Table] A table with the strings representing the object text in pushed state 

· PLines

[Number] The number of lines currently set to be displayable in pushed state 

· DCaption
[*][Table] A table with the strings representing the object text in disabled state 

· DLines

[Number] The number of lines currently set to be displayable in disabled state 

MISC TAGS

· ObjPtr

[*][Table] A table with the full object definition

· ObjId

[Number] The unique id assigned to this object

SET

Using scui.Set() you can change/tune your object, on a Button object you have the following tags:

STANDARD TAGS

· Visible

[Constant] #IFO_VISIBLE | #IFO_HIDDEN

· Enabled

[Constant] #IFO_ENABLED | #IFO_DISABLED

· Status

[Constant] #IFOSTATUS_NORMAL | #IFOSTATUS_PUSHED | #IFOSTATUS_HILIGHTED | 



#IFOSTATUS_DISABLED

· oName

[String] Object name

· Owner

[String][Private] Object owner’s name

· Position

[Table] Contains the fields x and y representing the top-left position of the BevelBox

· Size

[Table] Contains the fields x and y representing the width and the height of the BevelBox

OBJECT LOOK TAGS

· AllBevels
[Table] This table can be an incomplete or a full BevelStruct used to modify the look of the button container in 


normal, highlighted, pushed and disabled state in one go.

· Bevel

[Table] This table can be an incomplete or a full BevelStruct used to modify the look of the button container in 


normal state.

· HBevel

[Table] This table can be an incomplete or a full BevelStruct used to modify the look of the button container in 


highlighted state.

· PBevel

[Table] This table can be an incomplete or a full BevelStruct used to modify the look of the button container in 


pushed state.

· DBevel

[Table] This table can be an incomplete or a full BevelStruct used to modify the look of the button container in 


disabled state.

· AllTexts

[Table] This table can be an incomplete or a full TextStruct used to modify the look of the button text in 



normal, highlighted, pushed and disabled state in one go.

· Text

[Table] This table can be an incomplete or a full TextStruct used to modify the look of the button text in 



normal state.

· HText

[Table] This table can be an incomplete or a full TextStruct used to modify the look of the button text in 



highlighted state.

· PText

[Table] This table can be an incomplete or a full TextStruct used to modify the look of the button text in 



pushed state.

· DText

[Table] This table can be an incomplete or a full TextStruct used to modify the look of the button text in       


disabled state.

ACTION TAGS

· OnPushed
[Function] With this tag you can assign a callback function to the event OnPushed, if you want to remove an assigned 

function set this tag with scui.NULLFUNC
· OnDown

[Function] With this tag you can assign a callback function to the event OnDown, if you want to remove an assigned 

function set this tag with scui.NULLFUNC
CONTENTS TAGS

· AllCaptions
[Table] A table with the strings representing the text rows you want to set to all the object statuses

· AllLines

[Number] The number of lines currently set to be displayable for all the object statuses

· Caption

[Table] A table with the strings representing the text rows you want to set for the normal object state

· HCaption
[Table] A table with the strings representing the text rows you want to set for the highlighted object state

· PCaption
[Table] A table with the strings representing the text rows you want to set for the pushed object state

· DCaption
[Table] A table with the strings representing the text rows you want to set for the disabled object state

· Lines

[Number] The number of lines currently set to be displayable for the normal object state

· HLines

[Number] The number of lines currently set to be displayable for the highlighted object state

· PLines

[Number] The number of lines currently set to be displayable for the pushed object state

· DLines

[Number] The number of lines currently set to be displayable for the disabled object state

EVENT HANDLING

Please note that the [*] means that the marked table is directly connected to the object, if you alter these tables you will alter the object itself:

Buttons can generate two event types:

· OnPushed

· OnDown

The first one (OnPushed) is usually the most used because mimic the standard behaviour of buttons calling your callback function when the user release the button.

The second one (OnDown), instead, will call your function when the button is pushed and not when the button is released: this is not a standard behaviour but has been provided because this event can be handy is some situations.

When your callback function is called a table will be passed as argument with the following fields:

· id

[Number] The numeric id of the event button

· name

[String] The name of the event button

· Owner

[String] The name of the window's where the event button lives

· event

[String] The event description, can be “OnDown” or “OnPushed”

· ObjPtr

[*][Table] A table with the full object definition

· display

[Number|UserData] The id of the Hollywood display where the event has been generated
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