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INTRODUCTION
The Label class is used to display text in your GUIs. It can act in two modes depending on the tag GroupFrame, infact if GroupFrame is set to False (or is not set at all) your object will be handled as a normal label, while if you set GroupFrame to True the label will be handled like a group frame moving the text label to the top of the label area.

You can use Labels to group your gadgets, especially if using the GroupFrame behaviour.

It’s allowed to build multiline labels with no restrinctions.

This class is a passive class, that means that you will never be able to receive events from a Label object.

CREATION

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

Object_id, Object_table = scui.NewObject( #IFOCLASS_BEVELBOX,

                                          ObjectName,

                                          Position,

                                          Size,

                                          Customize,

                                          Parameters )

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 Label, for example:
{ x = 100, y = 50 } means that the top-left corner of the Label will be at (100, 50) coordinates.


· Size [table]
A table used to specify the total size of the Label, for example:
{ x = 200, y = 20 } means that the Label 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 Label, these settings will override the theme settings. See below for the available tags:

OBJECT LOOK

· Bevel
Use this tag to override the default theme passing a complete or incomplete BevelStruct table

· Text
Use this tag to override the default theme passing a complete or incomplete TextStruct table

MISC TAGS

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

· Parameters [table]
With this table you can set additional Label parameters:

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

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

· GroupFrame
This is a switch and can be True or False, if set to True means that the Label will be converted into a GroupFrame.

PREFERENCES & THEME

The Label aspect, if you does not have specified the field Customize, depends on the following default theme table:


STANDARD LABEL

· scui.theme.Label_Bevel [BevelStruct]
Describe the visual aspect of the Label’s container

· scui.theme.Label_Text [BevelStruct]
Describe the visual aspect of the Label’s text

GROUP FRAME LABEL

· scui.theme.Label_GFBevel [BevelStruct]
If you are using a group frame label, this field will describe the visual aspect of the group frame header container

· scui.theme.Label_GF_WMargins
Horizontal margins between the group frame header and its container

· scui.theme.Label_GF_HMargins
Vertical margins between the group frame header and its container

· scui.theme.Label_GF_WOffset
Distance between the left side of the object and the group frame header

GET

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

· oClass

[Constant] Object class constant

· Class

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

· oInteractive
[Number] 1 = Interactive, 0 = Not Interactive (0 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

OBJECT LOOK TAGS

· Bevel

[*][Table] A table with the BevelStruct used to describe the object container look

· Text

[*][Table] A table with the TextStruct used to describe the object text look

CONTENT TAGS

· Caption

[*][Table] A table with the strings representing the text rows

· Lines

[Number] The number of lines currently set to be displayable (not necessary the total number of text rows)

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 Label object you have the following tags:

STANDARD TAGS

· Visible

[Constant] #IFO_VISIBLE | #IFO_HIDDEN

· 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 Label

· Size

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

OBJECT LOOK TAGS

· Bevel

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

· Text

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

CONTENTS TAGS

· Caption

[Table] A table with the strings representing the text rows

· Lines

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

EVENT HANDLING

Since Labels are passive objects they are not able to generate events of any kind
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