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Interface Features

Interface permits thecreation and modification of Menus, Dialogs, Alertclons, etcin Resource files

By its easy servcand a mighty function extent Interface is the standard fes®irce Construction kits.
100% GEM, runs under all TOS systems (ST/TT/Falcon/Medusa)
Support of multitaskig by switchablelesktop,drag dropetc.
Use according talipboards:Cut/Copy/Paste of text and graphics
WindowDialog and clear design thigialog box
The Rsource size is (almost) boundless

9 Saving of the &ource files in the formats RSD, DEF,, B¥tand HRD
Programning languages

1 Export formats for C, Pascal, Modula 2, BASIC and GFA BASIC

9 Direct integration of Bsource files iryour own programs

1 In the test modeyour own Dialogroutines can be integrated

The icon editor

Iconscan be createdn 2,416, and 256colors

Separated editing of mask and normal / selected icon

Import of Windows icons as well as IMG graphics

Treatment functionsScrolling Gantering,Mirroring, Cut/Copy/Paste
Character functions: Lin€oint, Rectangle, Circle, Filling
Compilation of deskto ioon files (ATARI, Gemini, Deshk

Modern Dialogwindows made easywith MyDials

Together with mterface you receivdyDial a complete €.ibrary.It allows an integration of theDialogroutines
from Interface inyour own programs

1 FlyingDialogs, Popugs, exended object types for clear design Bfalogboxes, e.g. title boxes and frames
Advanceckeditingfor text up to a length of 256 characters
Switchable 3Bepresentation in the moderdgrey look, as well as support Functions for wind®ialog
Completekeyboard operatiorfor your own programs
FinishedDialogs can be immediately checked in interface in the test mode

=4 =4 -8 —a -2

=4 =4 —a a8 2 9

f
f
f
f

English Versiof.0 ¢ December2019 Page2 of 73



Interface Resource Construction Ktanual

Contents
A 11 (Yo [ o 1o o PRSP OSPPPRRR 6
1.1 ReVIEW @Nd OUHIOQK.........eeiiiiiiiiiiie et e e s s e e s e e e s snnreeeas 6
1.2 Dealing With the ManUAL.............c.uuiiiiii e e e ereeae s 7
1.3 =T o 1S3 (= 1110 O o 7
1.4 Criticism, @dVICE AN ACHION..........uiiiiiiiiii e e e e e e e e e e s bar e e e eeaaaeeeas 7
1.5 YOU ShOUI rad that........coo i a e e e e e e e e e e e e e as 7
2 WOrKING WIth INEITACE. ... eeeeie ittt e et e e s e e e e e 8
21 INterface INSTAIIALION. ... e e e e e e e e e e e e e e e e e annes 8
2.2 (@Y= oV T PP 8
2.3 Terminology used in thiS MANUAL...........oooiieiiiiiiceec e e e e e aee s 9
2.4 ICONS ON the DESKIOPD. ... .uiiiiiiiiiiie e e e s e e e e e e e e e s s s eereeeeeeeeeesannnnsrenneees 9
25 (@70 7=T 1] o i {1 U SEEURR R 10
2.6 LI =T Y1 1V PR UP TP 10
2.7 (DIF= 1[0 [ =T0) = YO PP P P OPPRPP 11
2.8 THE IMIOUSE. ...ttt ettt e ettt ettt e e e e e e s e e s a b bt ba et eeeaaaaaeeesaeaanbbsbeeeeaaaeeeaaesaannnnes 12
2.9 LATA LT [0 PP PP PP PPPPPPPPTPRN 12
2.10  Interface MITAIONS ... ettt e e e e e s e e b e e e e e e e e e e e e e e s annnes 13
0t R N S 0] o] ST 0= o3 =1 13
2.11.1 CreatiNg @ NEW FESOUICE .......cceeeeeieeeeereeeeeeeetatata s e e s e aeaaaaaeaaaeeeeeeeaearaererrnrarnrnnn i aaaeaeeaeaees 13
2.11.2 BUIlAING 8 NEW IMEBINLL. ...ttt e ettt e e s st e e e e e sabbe e e e e s sabneeeeeans 13
2.11.3 BuUIldING 8 NEW DIBIGHOX. ....cceiiitiieeiiiiitiee ettt ettt e et e s e snnb e e e e 15
2.11.4 Deleting files, tre@S OF ODJECIS.......uuiiiiiiiiii e 16
2.11.5 Saving the reSOUICE fill........oeveieeeeecce e e e e e e e e e e e aaanes 17
2.12  Editing a resource in detall..............uuueieiiiieie e e e r e 17
0t 1 R o 11 1T o = 1Y = o [ P 17
A A Lo 1 (T o = T D = 1 oo PR 18
2.12.3 The ODbJECt POPUP MENLL.......uuiiiiiiiiite ettt ettt s e e e e 22
2,124 EdItiNG @N AIBIL...coiiiiiiiii ettt e e ane s 24
2.12.5 EditiNg &N iCON OF IMAIGE. . ceiiittiiee ettt ettt e st e et e e e et e e e e e s ssnnbe e e e e anenes 24
3 LYUSNFIOSQA.WSTSNEY.OS e, 28
3.1 TRE FIlE IMBNUL. ..ottt e e e e e e e bbbt e e e e e e e e e e e annnnenes 28
0 000 R 1= PRSP RRR 28
C F01 O © ] o1 o PP 28
1 0 I S 1 o 1] S 28
B 0 I LN o - Vg o (o] o R 28
0 T - 1) Y = T o SRR 28
00 O T Y- Y SR SRRR 28
TN A =\ I L J PP TP PP 28
108 T |11 (o T PO URR RPN 28
I 0L T 11 o R SPRT 29
0 004 0 A o o o PO PRP TSR 29
0 001 I © T | PRSP 29
3.2 LI L= =T L1 1Y/ =T T TSP 29
0 R VL=V A @ ] o=t £SO PPP 29
3B.2.2 N BW TS ettt e e oo e e e e e e ettt ettt e e e e ee e b e bbb e e e e e e e e e e e aeeaeeeeeeeeeenrnrn 29
T2 T O 0| S O] o) V= [0 [ = 1 (= 30
I 1< - To 1 PP PR PPPPPPRTP 30
22 S S 1T PSPPSR 30
I S TS @ o] 1= Tox A I (= =R OTPPPRTPRPPRPP 30
T2 A B~ T I | N SRV S A 0 - 1 SRR 31
3.3 LI LI AT T o [0V 1V = o PSP 31
TG 201 R 4 o] [ PP ERPRTP 31
T 20 1= N o TR USPT 31
3.4 THE ODJECE IMEINU....eeiiiiiee ettt e e e e e e e e e e e e ab bbb e e e e eaaeeeaeaan 31
S R o [ PRSP ERR 31

English Versiof.0 ¢ December2019 Page3 of 73



4

5

Interface Resource Construction Ktanual

G S Yo 1 o PPN 31
G T T |- oSSR 31
G Y £ =Y o B (o JX €1 4 T R 31
I BT o 1o [ TSR 31
B8 UNNIOE....coii et e e e e e e e e e e e e e e e e e e aab e 32
I B A =0 1= 1 o] o [ SRPUPR 32
BiA.8  REIMOVE. ...t ettt et et e et e e e et e e e e e e et e e e et e e et e eataaaeaaas 32
G e I 11 [ SR 32
0 0 O T I T =10 ) =) SRR URPRPPPPPTRRRS 32
35 LI LI o] 1 0T F= 1 =T o U SRR 32
G TR T0t R = (=1 =] o =SS 32
35,2 DN R K ittt ettt ettt ettt ettt et et e e et e ete e areaneas 34
TS T U LT o o O PP P P PUPPRPPPO 35
3.5.4  AULOMALIC SIZING ... uteeeeeiiitie ettt e e ekt e e e e st b e e e e s bbb e e e e s aa b e e e e e e e aanbeeeeesanbneeeeeans 35
3.5.5  FiXed ODJECE NUMDEIS ... .eeiiiiiiiiii ettt e e e e e e b e e e 35
3.5.6  SAVE Pref@reNCES.....cccci ettt a e e e et e e e 35
3.6 SaVINg the rESOUICE filE.. ... e e e e e e e e e e e e e e e e aaes 35
3.6.1 Different reSoUrCe fOMMALS...........ovviiiiiieii e e e e e eeaaaeees 35
LO2Y 9 RAGZ2NDA..MWSESNBEY.OS e 38
4.1 LI (ST TSR Y= 0 L 38
o I R @ o 1= ol €1 =1 o] 1o PP OPPPPPO 38
o N O (o 1=l €T 7= T o] 1o P PP PP PTT PP PP 38
G T O U A @ 11 | € =T o] oo PPN 38
o I - AV . Ll | 4 = T L= PSPPI 38
5 8 ST o = (o [N (@ VRS0 10 o =T o o Lo = SR 38
4.1.6  SAVE ICN SOUICECOUE.......cceieieieiee ettt e e e s e e e e e e e e e e e e et e ee e e aeaae e e et e s eaeaeeaeaaees 38
2 A o Y= To IAYA A Ta o [0 1V, - 4 (o7 o PR 38
4.2 B (ST o [ =T 1 TR 39
N R O3 Vo1 [ 01 o] (o] SO PP PPPPPPPPPPPPRPN 39
o Lo o o T (=Y =T PPO 39
g T o (o 7 o =1 T o T 39
424 VErtiCAl FliP.. .. oot e e e e e e e e e e et et et e e e et et ae et e e a e e e e aaaaaaaaaaaaa 39
B T O U | PP 39
T o] o)V AP R TP PP PPPPPPPPPPPRPT 39
A.2.7  COPY DIOCK .....ciiiiie et a e e 39
A S T == 1) (YR 39
S T <[ (T 39
4.3 LI L= Lo I =T oL P 39
4.4 THE MASK MENU.....coiiiiiii et e et e e e e e e e e e et et e ettt aeeeeeeeaaaaaeaaeeeeeeseerererns 40
O R I 1= o] = Y SPRPRPY 40
N U | BT Y- Y 40
S T 1 1 (=1 (o] 40
S © 101 [T = 40
R <[ (O 40
4.5 B L= 0] (o T 1 = o 1 PSPPSR 40
4.5.1  SeleCt reSOIULION.ccccci it e e e e e e e e e e reasresn e e e e eeeeaenaeaee B0
4.5.2 RemMOVE the re€SOIULION.........coo it e e e e e e e aaeas 40
S TRC = =Y od 1= To [Tl ) o PP PPUPRR 40
R B oY [ (R =Y [T £ o 40
455 DiISPlay RSBAIELE.....ccciiiiiiii i aesd 40
4.5.6 DiISplay XIMEPAIEIE........ocuieiieiiiiiie et e et e e e s sbee e e e s snbaeeeeeaas 40
T A B 1= - 10 | 1 o= 1] () PO UPPURRPPPIOt 40
4.5.8  USE SCrEEN PaAllBl....covueieiiiieiiei ettt e e e e et e e e e e et e e e e s eeraans 41
AJUSEING INTEITACE ... oottt e e e e e e e e e bbbt e e e e e e e e e e e e nnnees 42
5.1 Keyboard CUSIOMIZATION. ..ot e e e e e e e eeaaaeeas 42
5.2 Adaptation of file eXIEMON ........ocuiiiiii e A2
5.2.1 Change of the Resource Format EXtENSIONS........ccoiiuiiiiiiiiiiiiie e 42

English Versiof.0 ¢ December2019 Paged of 73



Interface Resource Construction Ktanual

5.2.2 Change of header file EXIENSIONS..........cccuiiiiiieiie e e e e e e 42

5.3 Changes for Other [ANQUAGES.........uuuuiriiiiee e e e s r e e e e e e s e s nnnneeeeaeeed A2
LR A O g - T g To T TS {0 g = - T o PEERPRR 42
RSB O1 o T- Ta o [T (o) gl I 1117 SRR 42
5.3.3  Changes fOr MOUURR..........coiiiiiiieii e e e e e e 42

54 Change the ALBIES.......oiiiiiiiiii et e et s et e e e e e e e s aab b e e e e annbe e e e e aaene 43

6 ¢CKS LYGSNFIOSQA..CALS. L.SEL.SO0.2N i B4
6.1 THE FIlE WINOOW ...ttt e e s ettt e e s e ate e e e ennbb e e e e s nbeeeeeennnes 44
6.2 Y=Y = Tox 1T I 1= 44
6.3 ACCESS PAtNS AN MASKS....ccii i e e e e e s e e e e e ae e 45
6.4 (= W €1 {0 11 ] o H PP PPRT PPNt 46
6.4.1 Erweiterung (EXIENSIONL).....cciiuuitieeiiitiiteeteiiiete e ettt e e e st e e s s e e e s st b e e e e e snbre e e e s sannbeeeeeenees 46
L S o 1] (=] g I (ST £ ) P O O PP P PPPPPPON 46
6.4.3  Funkionen (Special fFUNCHIONS)........cciiiiiiiiiiiiiiieie ettt ennneeee s 46

6.5 KEYDOAIT CONTIOL.......iiiieeeiiteee ettt e e ettt e e et e e e e nbr e e e e e nees 47

7  Creating an EXTOBFIX PrOQIAML.....cccuuuieeeeeeieeeeeeeesiiiiesiaeseeeteaeesssaessssssnsessseesaeaeesssasssnnnssrsssereeeeeees 48
7.1 (@Y= YT PSSP TPPPRRY A8
7.2 BaASIC SITUCTUIE ...ttt ettt et e e e e s e e s bbb bbb e e e e e e e e e e e e s e nnnebeereees 48
7.2.1  The MAIN FOULINE......ce i ittt ettt e e e e e e s e e s e e e e e eae e e e e s snbsnbrnaeeeeaeeeeesaannnes 48
7.2.2  The INHAIZALION. ......eeiiiieie i e e e e s s e e e e e e e e e e e s e e nnnnbraeeeeraaaees 48
e T o[-l oL (=] - T = Y T PP PP P PP PPPPPPN 48
7.2.4  The fiX_ODJS FOULINE.......eiiiiiiiiie et e e e 48
7.2.5 The routine for teStiNG DIalOgS.......cciieiiiei i e e e e e e e e e e e e e e e e e 49
7.2.6  The routine for teStING AlCITS.......cciiiiieeeeeee e e e e e e e 49
A Y N =T o T L= 10 g I o = Vo [ T 49

8 LYGSNFIOS awSY20.8. L2 Y 0NRL L .S RE e 49
9 A Tresource program as an EXaAMPLE..........ooiuuiiiii ittt 50
10 The MyDial LIBFArY........cooiiiii et e e e e enees 52
00 R 1o To [ o 1 o o PP PPRRT 52
10.1.1 What are the MyDIalS?2........uueeeiiiii i e e e e e e e e e e e e e e e e e e e eae s 52
10.1.2 Using MyDialS in YOUI OWN PrOQIAMIS. ....uuuuureeueiaaaeieieeeaeeeeeteeeereeeesssnsrnrnrnaaaaasaaaaaaaaaaeees 52
10.1.3 Who can use the MYDIAIS?.........ccooi i e e e e e as 52
10.1.4 MyDial files and their MEANING...........ooviiiiiie e 52
10.1.5 HOW dO MYyDI8 WOTK?.......ciiiiiiiiiieiitiit ettt et e et e e e e b e e e e e 53
10.1.6 What extended object types are ther@?2.........cooueiiiiiiiieieie e 53
10.2  Programming With the MYDIAIS. ..........eeiiiiiiiiii et 55
10.2.1 Program FIOW CRErL.........cooiiiiiiiiiiie et 55
10.2.2 AN €XAMPIE PIrOGIAIML......cevveeeeiettieietuiaaa e et eseeeeeeaaaaateteterereaattrrararan i aaaaaaaaeaaaeeeeereremersrsrnnes 55
10.2.3 Description of the individual MyDial FOULINES.............uuuuiiiiiiiien e 56
10.2.4 An Example Program for Dialog Editing.........cccooeiiiiiiiiiereieeeerre e 70
10.3  Placing Dialogs in WINAOWS..........uuiiiiiiiiiieeeeiiiieee et s e e e e s snnee e e s ssnnneee e e L
O IR | B B B I -1 (o o £ P OO PP PPPP 71
11 DOCUMENT FEVISION NISTOY.....ciiiiiiiiiiie ittt e et e e s bbb e e e s sanneeeas 73

English Versiof.0 ¢ December2019 Pageb of 73



Interface Resource Construction Kitanual

1 Introduction

1.1 Review andOutlook

After Interface saw the lighdat the ATARI fair 1991, an amount of improvement and wishes have reached us. In
the current version we have tried to realize most of the®o. here again our thanks to all who did not let up

and managed to convince us, and especially Olaf Meisiek, the proggaof Interface- of their desire to

change. We have adapted the program as far as possible to the new multitasking operating systems such as
Mag!X MultiGEM and MultiTOS. If you have suggestions for improving Interface that are of general interest,
we waould be happy to hear from you.

Overview

The purpose of thimmanual is to enable you to use the various functions th&rface  version 2.33

offers. Although great importance was attachedring the development of the prograto providesimple and
consistet operation, a brief training is required to masterlaly” i S Ni@inetiGnS. @k purpose of this manual
is to explain in detail the concept and operation of the progrérs organized in the followinghapter.

Chapter 1- Introduction
Is the introductionyou're reading right now.
Chapter 2c Working with the interface

Working with Interface, explains in the first section witat resourcedescribes Interface's desktop and
explains the special functions of the mouse d@idlog of Interface. The second section introduces you to the
most important technical terms and shows yowho build and design a simple Menu ani@lbg. The third
secion then goes into detail and explains the intricacies of designing a resource. Finally, the icon editor is
explained.

Chapter Ly G SNFI 0SQa NBFTFSNByOS

Is the reference part that summiaesall the Menu options, as welas eyplanation about saving agRource.
Chapter4cL 02y SRAG2NDR& NBFSNBYyOS

Is the reference parfor the Icon Editor

Chapter 5¢ Adjusting Interface

Explains how you can custize Interface to your own needs (keyboard layout, header file, file name
extensions).

Chapter6c¢ KS LYy GSNFI OSQa CAftS {StSOG2NJ

finally explains the operation of the file selection of Interface.

Chapter 7¢ Creating an EXTOBFIX proram

Explains how to program your own 'EXTOBFIX' program for your extended object types.
Chapter8cL Y i SNF I OS awSY23GS O2y iNRtf SRE
Remotecontrolled interface, points to another way to extend Interface: The Accessory pipeline.
Chapter 9¢ Aresourceprogram as an example

Shows a small C program that loads a wese, displays and evaluates &log.

Chapter 9¢ The MyDial library

Documents the MyDialibrary. It provides you with the capability faut in your programgflying Dialog,
Popups, keyboard control iialogs, color icons and the like. It also explains the 'XRSRC' estttiat support
color icons under any TOS version.

This manual does not explain one thing, namely the basic use of resource files. This would go far beyond the
scope of the manual. Instead, we recommend purchasing two books that you can hardly do wittesut
programming. The first, théATARI Profibuch’ from the Sybeégrlag (ISBN-88745888-5), is an absolute must

for every programmer. It documents on 1,491 pages (no typo) the hardware and software of ATARI STs, STEs
and TTs. The second book comes fthmHUthig Book Verlag and is called 'From beginner to GEM

professional' (ISBN-B78517929). It includes a very good C library in the source code (on disk), which can be
used for example. used by Interface and the MyDials. The MyDials are a functon that we deliver with
Interface.
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1.2 Dealing with the manual

In this manual, thevriting has aparticular importance For example, if we want to tell you that the 'Control'

key should be pressed together with the 'O’ key, we simply Wéltstrol Q2If we describe an option from

Menuz GKS GSEG R2S8a y20éMehud. bathhedspyiok§e: CHMP. Buttdnkadd simlak f S
elements are also displayed in a highlighted font, so that you can already orientate yourself on the design.

1.3 Registration Card

Important note: Please return the attached registration card to our sales department immediately. Interface is
a product that is constantly evolving. Due to the complexity of the prograrnameotrule out, despite the

greatest care, thasmall errors occur during the application. You should then notify us, and we will ensure that
this error is corrected as soon as possible and that the corrected program is made available to you. Extended
versions of Interface can be obtained for a smadl & an update or upgrade, if you are registered as a user
with us, so have sent your registration ca@ur telephone and written help is also available only to registered
users.

1.4 Criticism, advice and action

Also for criticismt which can certainly be pd#ve - and suggestions for improvement, we are grateful. But we
would like to make a small request: Describe possible mistakes, suggestions and wishes as exactly as possible.

Especially in the event of an error we ask you to specify your computer catfiuexactly. This also includes
the naming of all programs that were started from the Auto folder or as Accessory. In multitasking operating
systems, it is also important to know which programs ran parallel to the interface.

Whenever you in the contextof Interface- are faced with a situation in which you can get stuck without help,

we are at your disposal. Just call us during normal office hours.

However, most questions can be answered by reading the manual or the helghekigrovide the main

Diabg of Interface. Before a call, check whether you do not receive the desired information via the index.

If you want to ask in writing for advice, we ask you to describe your difficulties as comprehensively as possible.
So you avoid misunderstandings. Ifsgible, please attach a floppy disk with the appropriate resource so that

we can check how you can get the desired result.

1.5 You should read that

Among other things, your program disk contains a file with the descriptive raE#eDME.TX¥ou should
read it because in this text you wilhd the latest information onriterfaces that may differ fronthis manual.
In this cae, the text found in the 'REME' file applies.
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2 Working with Interface

In this section, you will read an introduction to working wlitherface. After a description of the general
operation and some basic explanations, it continues with two exercises. In these exercises, you will learn
everything about building a simple resource file.

2.1 Interfaceinstallation

Before you start Interface for thfirst time, you should make a backup copy of the program diskette. In the
case of a later floppy error saves you a lot of trouble. Experience shows thpy fitigks (hard disks, printers,
etc.)are always broken when they are urgently needed. Of courseaye not allowed to sell or give away
copies of Interface (or the manual). If you want to copy floppy disks, you may want to refer to the manual of
your computer. Since Interface is not cepsotected, you can also install the program (consisting of iles f
INTRFACE.PR@ndINTRFACE.RS@nd optionaly EXTOBFIX.PR}0n a hard disk.

The scope of delivery of Interface includes more files, but the three just mentioned are quite enough for the
beginning. Only if you work with special libraries (function ctites), you need more files. T may be in
packaged form (asTOS) on the interface disks. Copy them to your hard disk and start th@sgrams by
double clicking. These are selftracting archives, which means that afeetecutingthe program you ¥ find

the unpacked files on your hard disk.

2.2 Overview
What is a Resource?

Interface is a program that can be used to develop resource Mess, Dialogs, Alert boxes, etc.) for GEM
programs.Resources in GEM programs are normally everything that appeathe screen except windows
and their contents, e.g. Dialog8ulldown Menus, desktop icons ohlert boxes. Resource data are generally
not in the main program, but are stored in goseate file with the extensioRSC This has several advantages:
1 A resource file can bdevelopedup and changed without programming knowledge.
1 The resource file can (at least partially) be changed without having to recompile the main program.
91 A program can support different languages without having to change the progrde Eor each
language, only a separate resource file needs to be set up.

Resources consist of 'objects'. An object is a single elementeina or Dialog e.g. an empty frame, text
containing frames, text or buttons, icons, etc. ... To crea®ubdownMenu or aDialog combine several
objects into a sacalled 'object tree'. The term 'treelerives fromthe fact that the linking of the objects with
each other is a tredike, ithas branched structure:

ob next=- ll ob_head I ob_tail I data
ob_next |ob_head=1| ob_tail=1 data ob_t next ob_head ob_tail data ob_next |ob_head=1| ob_tail=1 data
[

[ ob_next ob headzll ob_tail=-1 I data ob_next ob head’—ll ob_tail=1 I data ]
[

The first object in &ree is called 'parent’, the objects inside a parent are the ‘children’. Children objects can
also themselves contain other objects to which they then behave like a parent object. The first object of a
complete object tree is also called the 'root' object.

A program used to build and modify resource files is commonly called a resource construction seti{RCS)
With Interface you can create the following tree types:
1 PulldownMenus: These are groups of choices available to the user in a program. T¥iduatienu
items are usually text.
1 Dialogs: Mialogis used to display and / or retrieve information (entries must be made).
1 Alerts: AnAlertis a special kind ddialog It is used to indicate important hints, warnings or errors.
9 Free Strings / Imagebktere you can save individual texts or graphics in a resource, which have to be
managed by the program itself.
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The ATARI RCS from version 2.0 (part of the official development package of ATARI) still knowsyfhe tree
Qt ! hwhckthardly differs froma Dalog. According to Digital Research (the developer of the ATARI RCS),
objects inDialogs are always accurate to the letter and objects in panels are always positioned with pixel
precision. Since this is not supported by any other resource editortasaliso possible to position objects
pixetexactly inDialogs, this tree type is not explicitly available in Interfaceoltresponds rather to ®ialog

that was constructed in the pixel grid.

2.3 Terminology used in this manual

Just to make sure we talke¢rsame languageve would like to introduce some termssed in thisnanual. If

you are already familiar with the ATARI 5y will already knownost ofthem.

1 Mouse clickPress the left mouse button brieflaW Y 2 ddickSon . Gmeans moving the mouse cursor to

a certain area and then pressing the mouse button brilymetimesnistead ofa I @ A y 3-O% YW@ §z® S

simplysay 'Click’

Double click: Two mouse clicks, witiery short pause, as when starting a program from the degk

Drawing: Marking an areaith the mouse. Specificallylgre the mouse cursor at the beginning of the

area, press the left mouse button and hold it until the mouse cursor points to the end of the area.

1 Button: A text in a fram to click. For exampléhe OKfields in theDialog But a button also mearsther
elements in theDialogthat can be clicked on (see below).

1 Radiobutton: In som®ialogboxes of Interface there are (round) buttons, of whidh a group- only one
can be selectede. the selecion of adbuttoné turns off the others. The buttons behave like thettons of
old radios- hence the name. In Interface, such buttons can also be selected by clicking on the associated
(adjacent) text.

1 Checkboxes: Are buttons thean be selectedr not. If you select them, the display will change to a

crossedout rectangle Checkboxes can also be selected by clicking on the associated text.

Icon: Gaphic symbol, e.g. a floppy disk, a trash can or similar symbols shows.

Select: Select, or click on an olijacsually a field in ®ialog

FlyDial:oFlyingDialog have been the state of the art of modern programs for ATARI for some time now. A

Aying Dialogis marked by @&dog's eat in the upper right corner of th&vindow. If you click on this corner,

the Dialogcan be moved to the desktop.

1 MyDial:The MyDials are a collection of functions included with Interfsi¢igh them you careasily install
flying Dialog keyboard controls iDialogs, Popuys or color iconsand much more) in your C and &
programs.n thismanual the MyDialsbjectsare discussed in more detaitsa separate chaptethat also
describes an application.

= —a

= =4 A

In this manual we sometimes used some simplified expressions. For example, if we want to tell you that the

'Control' key shouldbeINS 8 8 SR (G 23SGKSNJ gAdGK GKS Uhdu 1Sez ¢S aArvyLxd
FNRY | aSydzz (KBLIGSEHNRYSE &EE.2, dut the optiorile: Open... Buttons and

similar elements are also displayed inighlighted fort, so that you can already orientate yourself on the

design.

We sometimesuse Menu, Alert, or Dialog instead of Mehar, Alert box, Dialog box.

2.4 Icons onthe Desktop

Interface has its own &ktop, which is
displayed immediately after startup and
providesthe main management
elements in graphical form. The deskto
color itself can be defined by changing
the color palette in the tre@DESKC®L
in the resource.

The [@sktop starts belova Menubar. It
contains icons for the drives, a recycle
bin, a clipboardas well ascons for
loaded resource files, andfanction
keytoolbar. The icons on the desktop
can be moved as desired.
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The only exception is the function key block, which shows yoahfiinction key triggers which option. It is
always displged at the bottom of the screefcannot be moved)

Button Name Menu Option
F1 HELP File Help..

F2 OPEN File: Open iieX
F3 CLOSE File Close

F4 INFO File Info...

F5 SAVE File Save

Fo6 FIND Edit Find..

F7 FLAGS Edit Set Flags
F8 GRID Options Usegrid
F9 TEST Edit Test Objectiee
F10 QUIT File Quit

If you doubleclick on a drive symbol, the associated window opens, in which all folders and resourtieatiles
are on the drive are displayed.

The Recycle Bin is used to delete files and objects. To delete something, it just has to be dragged onto the
wastebasket with the mouse ardtop it there

The clipboard is used for objects frddmalogboxesand Menubars You simply drag objects onto the clipboard,
or drag them from the clipboard to Rialogboxor Menu bar. If the clipboard icon is to be moved, you have to
select it first (mouse click or rubber box) and then move it around. As long amitseleted, you carodrage

its content. It goes without saying that you can copy several objects onto the clipboard at the same time. If you
hold down the Shift key while releasing the mouse button (mouse cursor over the clipboard), the objects will
be copied tathe clipboard. In another case, they are moved to the clipboard.offject(s)remainsin the

clipboard until a new object is copied to ig.iyou can drag multiple copies of the same object from the
clipboard into one or mor®ialoghox The dpboard described here is onlpternal to Interface, ie. it has

nothing to do with anyther existingclipboard folderWhen performing e operationsdescribe abovdor text
oricon the standard GEM clipboaislused All functions of the clipboard can lperformed with the Menu

options: Edit: Cuj Edit: CopyandEdit: Paste

Loaded resource files are represented by an icon above the functiohl&ely By doubleclicking on such an
icon, a widow with the object tree of the correspondirile can be opened or, if it is already open, brought
into the foreground. In additiorresourcefile icons can be dragged onto a drive or the recycle bin to
respectivelysave or erase the associated resource.

A tip for those who want to switch off thiaterface desktop: place the deski in the window (seeeference

Options: Preferences.), save the parameters, reload the interface, close the desktop window, save the
parameters again. For all other starts then noktep appears. You can reopen the desktop by clicking through

all the copyright messages (extravagant, but what to do ...) or by not putting the desktop in the window.
However, it is better to shrink the desktop as a window so that only the trash, theoaligland one or two

resource files are visible. If the desktop is in a window, you can also select and move objects under MultiTOS if
the desktop is in the background. This can be done without MultiTOS. The objects have to be clicked only with
the left andright mouse button.

2.5 Openngfiles
Resource files can be loadéde (i & LJA y Jviathé kdybaridByiclickinghe Menuitem File: Oper) by
clicking on theDPENbutton of the function barpr by tapping the F2 key

Drag and drogrom the operating sy'em (for example MultiTOS) is supportdesourcefiles that are dragged
to any hterface windoware openedIMG files and WINDOWS or @®onfiles can be dragged onto an icon
editor window.

2.6 The Menu

The hterfaceQ lenudoes not differ fronthe menu ofother programs. Except for one special feature: at the
end of each line are usually two to three charactéiisis is dondecause (almost) all options which are listed in
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the Menu entriescan also be called up via the keyboard, and the characters beh@ndgtion indicate which
key combination is to be pressed for this purpose.

Since anormak keystroke leads to an entry in a text, additional keys must be pressed to avoid
misunderstandings when selectindvienu option.

Thefollowing characterdn the Menu and their meaning

A for the button Control
R for the Alternate button
1] for one of the shift keys

For example,d open a resourcepress thel€ontrokand WCkeys simultaneously.

2.7 Dialog Bxes

TheDialogboxes of Interface are basically no

different from those of other programs or Name! —-—-eoeoeeeemee Object type: Extended type: O__

those from the de'sktop.'But you car'l d'o alot Flags Status  Colours Text

of very practicalttiings with Interface'®ialog E EEFE}QME E gelettﬁd I Text colour: 1| [Targe text o]

H H efault rosse

boxesthat are not possible otherwiséor E Bt E ﬁ"“'ﬁ"d [Pattern Colour: 0] [Justify L 15
i itable 1sable

example’ h'e.Dlangbox. shown here contas [] Radiobutton [ Outlined [[Border Colour: 1 | [Opague |

severaladditional functions. LI Touchexit E am::gg Background Border

First, and most conspicuously, is tiraover m U Oradd [ Pattern | Loster J pixel K}

above theDialog Interface displays it®ialog - - e |

Text \In‘terfarn!

optionally in windows, sthat you can move
the Dialogand, above all, work without
restrictions in multiasking.You can deaotate [Cancel | [ fert ][ X ]
this with the Dialogoption in

Options:Preferences. (seeDialogs (in window) In this case you will find a 'donkey ear' in the apgght
corner of theDialog which serves the same purpose. You can olicthis corner and move thBialogwhile
holding down the mouse button. There is anothpesial feature: If you press @i key at the same time, the
Dialogdisappears and the background becomes visible. An extremely practical thing, if one of thtesmort
memory fails and the necessary informatisrjust hidden from thé®ialogto be edited.

In all cases, Interface remembers the position of Bialogboxesor windows and opens them at the last
selected position until the end of the program. If you take a closer lpak will noticethat some letters are
highlighted ina Dialog This is to make it clear that pressing the key corresponding to the underétted |
together with theAlternatekey would have the same effect as if this option had been clicked on. As a result,
the interface can be almost completely controlled via the keybofmdexamplebuttons such asancelcan
basically be triggered with Unda@yand theHelpfunction with Helpkey. Somewhat moreemarkableare the
round dbuttonsé that do not exist in normaDialogboxes. These are the Raligtons already mentioned

above. Although they look elegant, they are not viemgeand therefore not ery easyto select so we made

sure that you can also click on the text next to the button and get the same effect as if you clicked on the
button itself. And another special button can be found in Bialog of Interface: Checkboxes. These are
buttons that you carselector not. If you select them, the display changes to a crossed rectangle, just like the
oPlease tickfields in aDialog g

TheDialogbox for Boxext parameters shows Wame: . Object type: m Extended type: B__
(for example) another element, scalled

Mask | |

Boxtext ©

, g . . Flags Status  Colours Text
Popup-Menu'. They appeam aDlalogas E ge}e:fghle E gelectﬁd [ Text colour: 1 ] [Large text [0
i i i efault roSSe!

buttons with a shadow (i.e. Text alignment), E Exit % Checked [ Pattern Colour 8] M

icki 1 1 Editable Disabled Centred
C“Ckl_ng on the bUttOdeSpkin a selection of [] Radiobutton [ Outlined [[Border Colour: 1 | | JustifyR
possible valuesand youcan- asfor aMenu [ Touchexit E amgz:ﬂ Background Border
options- selectone justby clickingt. If you M O draw3d [ Pattern ] [Duter L pixel [
want to cancel the selection, just click next to : : : :

Text |Interfarn! \

the Menu. PopupMenus can also be operated
via the keyboard, as well as using the mouse.
The bar, that marks an entry, can be moved
through the popup vth the vertical cursor keys,

Mask | \
. | Cancel | [ Hext || 0K |
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with ControlHome(move to beginning), and Shift Contiébme(move tothe end). Retun selects an entry as
if it was clicked with the mouse, Undo or Esc cancels the popup as if by a mouse click neXénthe
Some PopuiMenushave an additional control element, namely axbon the right edge of the pap that
shows ecircular arrow When you click in thisdid, the next option in the Popuplenuis selected (top to
bottom). This allowyouto use lessnouse clicks) for Popupéenu with few entries

Extended editing functions

GEM provides the user with various editing option®ialogs, such as: setting the cursor with the mouse on a
specific input field. Interface offers in addition to the wietiown GEM functions even more:

Shift + Cursor left Move the cursor to the beginning of the line.

Shift + cursor right Move the cursor to tk end of the line.

Control + Cursor left Move cursor one word to the left.

Control + Cursor right ~ Move cursor right one word.

Insert If any characters are allowed under the cursor in the fielDjalogappears

with all the special characters that cannot generally be entered via the
keyboard. Select the desired character with the mouse.

Control C Copy text from the current edit field to the GEM clipboard.
Control X Copy text from the current edit fidlto the GEM clipboard and then delete
the edit field.
Control V Insert text from the GEM clipboard.
Click on The cursor is placed in front of or behind the selected letter.
2.8 The Mouse

Most of the mouse functions in interface, such as click and drag, work the wagnas in the GEM desktop or
in other programs that stick to the standard of the desktop. Nevertheless, all important mouse funatons a
presented here once againlitk' meais a short press dhe left mouse button, while 'thg' describes moving
the mouse while holding down the left mouse button.

Function Effect

Click Selects an object under the mouse. A selected object is displayed inver
by Interface.

Shift + click Sdects additional objects if one or more is already selected. Shift + clicl
a selected object cancels the selection again.

Control + click Selects the parent of an object.

Doubleclick Opens a file, a tree or an object for editing.

Drag Brings arobject from the parts box into a window or movek selected
objects, such aslés, trees or objects.

Shift + dag Copies the selected trees or objects.

Control + dag Copies the parent of an object.

Shift +Control + dag Copies the parent of aobject with all children.

Alternate + drag Draws a rectangle iawindows. All objects in the rectangle are selected

after the operation.

Any combinations of Shift, Control and Alternate are allowed. In addition, the described functions can also be
usedin inactive, i.e. background windows can be applied while holding down the right mouse button at the
same time.

2.9 Window

The content ofriterface windows can be moved not only by clicking the sliders with the mouse, but also with
the cursor keys. If a shifey is pressed at the same time, the entire window conteats loe scrolled through.
With ControlHome and Shift Contrédlome you get to the top or bottom of the window content.
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2.10 Interface limitations

Interface is not able to work with arbitrarily large any number of resources or objects. Tihmits are very
generous. Thenaximum numbeare:

Resource files 15
Trees of a resource 32767
Objects in a tree 1024
Images per resource 10240

Object names per resourc 32767 * 1024

The maximum number of structures (OBJECT, TEDINFO, ICONBLK, BITBLK and USERBLK) of a resource is 5120
(per structure).

The maximum length of all strings must not exceed 160 KB.

The length of a resource file itself is defined as unsigned long, i.e. theahett could be four gigabytes in size.
In practice, it is limited by the maximum number or length of the structures just mentioned. How to work in
your programs with resource files larger than 64 Kbytes is explained in chapter 8.

2.11 A Smple Exercise

Inthis chapter, you will become familiar with the basic functions of Interface. I e
Based on aillustrated example & 2dz gAff 3ASG (2 1y2s = "I 0SQa
creating and editing a resourcthat contains avienu barand aDialogbox. HrHERH FLANETS

2.11.1 Creating anew resource

Start Interface and select thentry File: Newfrom theFilemenud | ySg A O0O2y Al Ko 6KS yI YS
indicate that you can only save it withle: Save as ).appears on the desktop. In addition, an empty window
opens with the same name, imhich laer the bject trees are displayed.

2.11.2 Building a newMenu
From theEditPulldownMenu, selectd R A (1 Y b SAbox brials ﬂ
window (can beadjustedwith object boxes (in window)) appears |

on the screen, in which ledvailable tredypesare displayed. | Tew ciosEox aiRTesx sme e
From there drag the tree 'MENU' to the window that belongs to tH
AO2y W! bmidlogwill:Eeamasking you to enter a name
for the newMenu.

Name the newMenutree 'MYMENU' and end the entry by clicking on €hebutton Tree Nane: HYHENU "

on thewindow or by pressing th&eturnkey.

Y pressing Y
2.11.2.1 Openngthe Menutree
The window of the newly created resource file now showdemuicon with the name 'MYMENU''. To edit this
Menu, doubleclick on the icon. This will bring up another window titled 'MYMENU'. In this window, you will
see aMenu bar that alreadycontainstwo entries 'Desk’ and 'File'.

| Tree Name ||

2.11.2.2 Adding new Title to a Menu
To add anotheMenuitem, selectd R A {1 Y b S gAboxwill appearioi the [
screenthat containsthe different types of objects. coLdTR feon
Drag the 'STRING' object to the right of the 'File' entry inMleau window. If you Tt
have done everything right, now the neMenuitem 'STRINGhould be visiblaext I:_:
to the Menuitem 'File'. Teon
Double click on the entry 'STRINGDialogappears in which ]
all data for the new object can be changed. STRING
TEXT
k
FText: -
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Use the Vertical cursor keyS or the Tab key to e e e e String g s
move the cursor to thé¥ ¢ Sriput line of this Name: MOPTION.________  Object type: Extended Type: 8__
box. In this line the text 'STRINSBould be Flags Status
displayed Delete this text by pressing the Esc | [ selectable E Selected
key andinstead enter the text '‘Options' [ Exit [ Checked \
[] Editable [] Disabled

Finally, move the cursor to the upper left input| || Radisbutton [} Outlined

] ] Touchexit ] Shadowed
field Wametand enter the name 'MOPTIONS' Hhi tebak

L] u
Extended Flags| [ Draw3D

there. . . . .
Further settings for thélenutitle are not Text: [Bptions |
necessary as they are made automatically by '

Interface. To exit th@®ialog click on theDK Cancel Next | [ ok ]

button or press the Return key.

To make new entries in the OptioMenu, you must first click on theé)ptions entry
(intheWa , a 9wirndd&w). Thisnverts the title and a smallhite rectangle, the
Menu box, appears below it. Call the object box again and drag the object 'STRI
into thisMenu box (further processing will be discussed later). You do not have to worry about the size of the
box, itwill be automatically adjusted by Interface.

You should also insert new entries in thée' Menu. If you click on thiMenu, you will notice that there is
already an entry there, namelyuit Q. Copy it three times by holding the Shift key and moving i wie
mouse. As a next step, each new entry is changed into a meaniraghé

Doubleclick on the first entry in thé-ile' Menu and change the text fromuit *Q to Open... “O. The three

dots behind the text indicatdo a user of the progranthat after choosing this option, ®ialog(here,for

example, the file selectdmwill appear to ask the user for further information. Since tig@od GEM program

the most importantmenufunctions should also be available via the keyboard, behind the '‘Open ..." is the name
oftheSlj dzA @I £ Sy i 1 S @& o6.Fhe NRtanO=Lfor tie¢a@itral key.wh Q

According to the GEM programming guidelines, therest betwo spaces in front of Menuentry (to allow

check marks to appear in front of an entry), followed by space But you do not have to worry about it

yourself, Interface inserts these spaces automatidallyyou. Now enter the name 'MOPEN' in the fisltameQ
andthen end theDialogwith the OKButton or by Return.

Note: TheKeyboard shortcuts iMenuitems have the following abbreviations:
Control A Thischaracter can be foundirectly on thekeyboard

k File giistilils

Alternate m The character that is in the upper right corner of most windows. Talide to enter it,
you must press the Insert key and select the 7th character in the top left corner of tt
ASCII table with the mouse.

Shift ¢»  Also tobe chosen from the ASCII table

Execute the same step charge the second entry ilose J with the name '"MCLOSE'.

To separate the last entry better from the first two, change ¥é S E (i @hirdzefftry id K 8efore you leave
the Dialog click on the fieldPisabled®? ¢ A (i K (i Kr8sssho2ldlza $@h inlthe box next tihis field. Ths

setting makes the new textighlightedandnot selectable In addition, Interface automatically adds as many
dashesas necessary to createcontinuous hypherif you have done everything right,
the Menu should now look like this: Desk FRVLY Options

In the manner descritieabove also change the new ent§TRINGinder theOptions
Menuto Settings.. C
If the keyboard shortcuts O, ""U' and "*&'e not exactly one below the othén the

'File'Menu, simply add a few spaces at the appropriate places. This can be aetbimalnterface, ifn
Options: Parameters. youselect the optionAlign shortcuts inMenu entries.

2.11.2.3 Testing theMenu
Select=dit Test object treeor press the function key F9 test the newMenu.

Interfaceopens a new windowthat containsat its top the Menu bar that you want to testlf you clickon the

Menu bar at the top of the screenthe Menu responds to mouse movemenss if it wasa crealé Menu. Now

click the entryOptions: Settings.. C A smalllertbox should appear, showing ytlie namel Yy R 206 2SO0l Qa
number ofthe selectedMenuitem. If you want to test further, selecbKin thisDialog
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There are two ways to enithe test Select avienuitem and then cliciCancein the Alert box (see above) or
close thetest window in which theMenuisdisplayed.

Note: the keyboaraghortcuts”O', ""U' or 'C' entered in théest windowworks, becausdnterface reads these
key combinations diretly from theMenu and interprets them If you use thi$enu later in your own program,
you will need to write a routine to intercept and evaluate those keystrokes. A comgietaplein C can be
found in the book 'From beginner to GEM pro' by Dieter and Jirgen G&jiEsals provide aimilar routine
that isused n Interface.

Our sampleMenuis nowfinished To close thé/lenutree window, you must click on the top left corner of the
associated window.

2.11.3 Buildinganew Dialogbox

Select=dit: New Trees.. again. ATreewindow appears on the screen, in whialthe awilable treetypesare
displayed. Drag th& 5 L !-[ H -iDénh to the window that already contains the 'MYMENU' icon. @ieename
'PLANET to thisew tree.

2.11.3.1 Operningthe Dialogtree

Now open the 'PLANE{fée by doubleclicking on the corresponding iconolpens a window with the title
'PLANET", in which an empty box with a frame can be seen. This boxadstlobject of theDialogtree.

2.11.3.2 Adding new (bjects to aDialog

Call upthe Cojectsbox: you cando thiswith the mouse via théxit menu or with the key O (exceptionalynly
onekey¢ not a combination. Whenever you pull an object out of it, tiedjectbox disappears. If necessary,
call it up again with QAs an optionlie tree and object bxes can also be displayedwimndows, so they ag
always available. Yatan set thisn the Option: Parameters..menu (seebject boxes (in windovy)

Drag a STRING object in the top left coroihe dialogwindow and an IBOX object its right.

Increase the widtlof the IBOX frame so that it almost reaches the right edg@éefxindow(you can enlarge
the IBOX objects by dragging the mouse at the bottom right corner of the franoee informationto come).
Then drag @utton object from the object box into the left part of the IBOX frame. Opf@nSTRING object
with a double click and change the text 'STRING' tonélplanet:!

Since the objecioesnot needto geta name, click on th@Kbutton immediately afterwards.

If the newtexto W1 2 YS lafftHe $TRING Wkeot showdderlapthe Button object, simply drag the IBOX
object containing the button further to the right. If that does not work, because the object already reaches the

edge to the right, then you have reduce it a bit beforehand (drag the lower right corner to the left). For your
conveniencewve show you how the finisheDialogshould look

like Home Planet:
Open theButton object by doubleclicking and replace the text (Cancel ] [ 0% 1

'‘Button’ with the text 'Venus', then entehe text 'PLVENUS' as
the object name in the 'Namidield. In the Button Dialogselect (i.e. with a crosenly the'8electable an@
Radiobuton checkboxes

1 'Selectablemeans thatthe 'Venus' buttorcanbe selected i isinverted when selected)

1 A'Radibutton’ has- like the buttons of an old radiethe following properties: Within a parerdbject
(here: the IBOX frame) only one radio button can be selected at a tfrgeu click on an unselected
button, the previously selected button will be deselecamatomatically. iere must always be a selected
button in a group of Radiobuttan

Confirm the setting with th&Kbutton of the Dialog

There are two more Radiobuttoms thisDialog To do this, first copy the 'Venus' button by dragging it with the
mouse while holding down the Shift key to the right of the first button. Then repeatppleeationfor the third
button. Important: Alithe buttons must bdocatedinsidethe IBOX objectf there is not enouglspace please
enlarge this box. More abouBOXopic will follow soon. Change the text of the second button totfEamd

give it the name 'PLEARTHhe third button is changed to 'Mansith the name'PLMARS'. Since in a group of
radio buttons one shouldlwaysbe selected, now open the button 'Earthith a doubleclick.Then click on

the status‘BeletedCand exit theDialogwith OK Now the button 'Earth’ is selected and will be displayed
inverted accordingly.
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2.11.3.3 Enlargingor reducingthe size ofobjects
All objects vithin a Dialogbox/window (a window in which Bialogtree is edited)can be resized.

To change the size of an object, you can drag the mouse at the bottom right corner of the object until the
desired size is reache@ihisI Sy SNI  f & A y @ Mhdsihe $iz8 of & IRtted-(tHe c@reNHnSdliade
visiblec seeShow Sizindpox). If the object gets smalthenthe siz& ¥ (1 KS & Rasdt ®hadtBeN/ S NE
height or width ofthe object.

Objects can beesizedin the four directions. You can stifouché the object only in the lower right corner with
the mouse to resize it, but you can then drag the mouse to the left or over the object. Interface then
automatically switchesat the corner closest to the mouse.

If an object completely encloses other objects after enlarging, Interface asks if these objects should be adopted
as children. If this is answered in the affirmative, the enlarged object becomes the parent of the covered
objects.

2.11.3.4 The IBOX and its special meaning

First of all, an explanation of why all radio buttons must be in this box: If you use more than one group of radio
buttons in aDialog these groups must be in different parent objects (boxes). Otherwise, all radio buttons
would be considered as a group, atitere would be no way to determine membership in a particular group.

Since there is only one group in our examplalog you couldsave yourself the IBOX object. Bugalu want to
add another group of Radiobuttons to tHisalog they have to be imifferent parent objects. Therefore, it
makes sense to group radio button indm IBOXparent objects from théeginning You should rnmimize the
size of thelBOX object as much as possible

Since the IBOX object serves onlgtoupthe radio buttons it should not beisible in the finishe®ialog Gpen
it with a double clickin theDialogthat appears, you will see a box with the captibBordek at the bottom
right. Click the Outsidé-pixelbox and choos&No bordeffrom the PopupMenuthat appears. If you close the
settingsDialogwith OK the IBOX should no longer be visib@wever, it can still be selected and moved.

Note:'Exit' buttonsare important objects with which ®ialogcan be exited. Modbialogs have at
least two exit buttons: 'OK' and 'Cancel.

Open the object box again with the O key and dragBli&on object out to the lower right corner of the new
Dialog Tren copythis new button with the mouse (click and press Skily) to the left of itself.

Now open the right Btton, change its text to 'OK' and name it 'PLOK'. Make sureitt@tS Tt | 3a WwW{ St SO |
WO EAGQ I afefseleetbddrittis duitténQ
1 'Exit causes the AES functidsrm_do () to exit when clicking on such a button.
1 'Default’' means that the function of this buttaran also be AR
triggered by using thed®urn key, which is indicated by a
thicker border of the button. Logically, this flag can dody

assigned tane button per Dialog ome Planet:
Then open the left button, change the text to ‘Cancel' and name [Cancel] ]
'PLCANCEL' Turn on #8electabl€and ‘Exitattributes. N

1o

The finishedialogshould look something like the picture here. [¢]

2.11.3.5 Testing theDialogtree

TheDialogis finished. Choosgdit: Test Object Treer press F9 to test it. Thest Dialogwindowis drawn in
the middle of the screen.

Click on the button&’enus Earthand Mars one after the other If you have given the 'Radiotion’ attribute to
all buttons, only thelastclicked button will be selected, all others will be deselected immediately.

Then press the ®urn key. Since th®Kbutton has the attribute 'Default’, it will be selected. Since he also has
the attribute 'Exit', GEM terminates tHéialogand Interface shows in a smallert box whichindicates which
button was used to exit th®ialog In thisAlert box you can now choose whether you wantftother test the
Dialogor if you want to stop the test.

Click the window of the newialogin the top left corner to close it and finish editing tibgalog
2.11.4 Deletindfiles, trees or objects

To delete files, trees or objects, select them and drag the selét#atsto the trastcan When thetrashcanis
inverted (i.e., it is just under the mouseglease the mouse button.
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Deleting an object from Bialogwindow can be undone by pressing tt#ndcCbutton immediately afterwards.
But this works only with simple objects, not with whole trees or filss be careful when deleting!

2.11.5 Savingthe resource ile.
To save the newly created resource as a file, selectt S Y {Thedilé selectoixwill appear.

Press the Esc key to clear the name input field where the cursor is located and enter the name 'DEMO'. After
pressing the Return key, Interface saves the following files:
1 DEMO.RSChis is the actual resource file. It stores all data except the objecesam
1 DEMO.HRIThis file stores the names of all objects. Interface needs this file to map the names to the
correct objects. In addition, parameters associated with the resource in this file, e.g. the output material is
stored.
1 DEMO.HThis file also contains all names and their associated object numbers, but as simple ASCII text. It
can be taken over by a C program with the command "#include'.

Interface can provide data for the programming langua@e®ascal, Modula, Basic (e@mikron) and GFA
Basic output. It is also possible to adapt the output to another programming language (e.g., Assembler or
Fortran).To instruct Interface, to select a specific format when saving, select the resource file icon on the
desktop and select theption File: Info...(seelnfo of a selected resource flle

Header files are only saved if labels have been changed or deleted, the object hierarchy has been changed, or if
the Resource Inf@ialoghas been left with OK. Tis likely to please all compiler users whose compilers would
otherwise recompile the entire project.

2.12 Editing a resourceni detail

In the following we will go into detail about editing a resource. The demo resource, which was described in the
previous par of the exercise, serves as reference. If you did not understand the exercise, you will find a
resource namedEMO.RS@h one of the interface disks, which has the same structure.

2.12.1 Editing aMenu

A GEM program generally hadfenu bar that provides the ugewith the most important options. In our
example it is the tree named 'MYMENU'.

2.12.1.1 TheMenu Title

To expand dMenu barwith a new Ttle, first open the corresponding tree by doubséckingit. Then open th
object window withEdit: Objects.. and drag a STRG object to the desired position in tivenu bar.

Only STRING objects can be dragged intdtbeuwindow. If you want to have icons or similar in thienu

bar (whichdo not really belong there!),ou have to close the window, select the symbol of enutree and
convert it to aDialog tree with-ile: Infa... After that you are responsible for the complete design of this tree,
i.e. Interface can no longer ensure or monitor a correct format in it.

If you want to change the text ofidenu Title, doubk-click on the corresponding title. Ttizalogfor the string
editing appears in which you can change or enter the name of the object and the text. Spaces in front of and
behind the text are automatically set by Interface wheptimize spaces iiMenu entriesis switched on in the
Options: Preferences. menu (se€Dptimize spaces in Menu entrjgso you do not have to worry about this.

The flags and statuses that can be set in Bimogare irrelevant foMenuitems.

To change the order of thiglenu Titles, click on a title and move it roughly to its new position, e.g. on the title,
which he should appeafter. Atitle can only be moved within it8lenu bar or to the recycle bin. The
associated PulldowMenuis also m@ed along. Moving Title to the Recycle Bin also clears the Pulldown
Menu.

When copying a title by moving while holding down the Shift key or using thé&/Edit options, the
correspondng Puldown Menu s not copied!) because it belongs to a different object hierarchy. Titles can
also be copied t@ialogtrees or thePulldownMenu of anotherMenu tree.

2.12.1.2 TheMenu ltems
APulldownMenu opens when you click on the associated title with the mouse.

To create a newlenu ltem (entry), open the object box and drag a STRING object to the desired position in
the PulldownMenu (only STRING objects can be dragged iftteau Pulldownwindow). To change the text of
aMenuentry, doubleclick on the entry to be change@hisopena Diabgin which you can change or enter the
name of the entry and its text.
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Spaces in front of and behind the text are set independently by Interface whémize spaces ivienu
entriesentry inOptions: Preferences.menuis switched on (se®ptimize spaces in Menu entrisso you do
not have to worry about them anymore. Always two spaces are inserted before the entry. In addition, if the
option Align shortcuts inMenu entries (in the sameDialog is selected, any shortcuts that have been entered
will be automatically aligned righustified. Interface considers the following rules &hortcutdetection:

1 The shortcut starts behind the first space found from the right.

1 At least one control chaer (Shift, Control or Alternafemust be in front of the key specification, or the

key information must follow immediately; but only special keys like Help, Insert etc. are allowed.

1 After the control charactgs) must follow a haracter key, or an indation of a special key.
If these conditions are met, the shortcuts are arranged according to the following rules:

1 There must be at least twspaces before each shortcut.

1 Ifthereis a’...'at the end dhe text (for example, in '‘Open’), then oneSpae in front of the shortcut is
sufficient in this line.

The allowed characters for the control keys are in the interface resource in the free string 'SHORTCUT', which
you can change and save as amended. The allowed special keys are in the fré8ldtrii§YWORDS'. There
must be a /' in front of and behind each special key in this free string.

As a result, almost all conceivable shortcuts of Interface are recogniZdigdeonly exception is a single letter
with no control ke, We deliberately excludithis possibility so that Interface would not mistakenly arrange
incorrectly a character from Blenuitem without a shortcut (e.gol Y I I)S M€

An entry can only be moved within thulldownMenu or to the recycle bin, but can also be copiedialog
trees, theMenu bar orPulldownboxes of anotheMenutree.

2.12.2 Editing a Dalog

Dialogs represent the most common form of communication between user and program. Inaaplex there
is only oneDialogtree named 'PLANET'. To change it, dowdbiek on the carespondingcon.

2.12.2.1 Overview
To add a new object, open the object box and drag a

object of the required type into th®ialogwindow. If (LT T R Object tupe: MECTTMNNN  Extended tupe: 0.
. . . g X Tex
an object is to benodified (for example, after a Flags Status  Colour| FIEKE Text
doubleclick on it), Dialogappears in which the data | [ selectable [ Selected [ Text oot [Large text T
i i i i E:T:“ ! 0 cEE%EEu [Pattern Colour: 8] [JustifyL =]
of th_e object can not pnly be dlspl_ay,ekmt also gdlted. H Eittable ] bisopied -
All Dialogs are similar irstructure; differences arise H Badiobutton | Qutlined % Border Tolowr: L ] lﬂ—“P:““e Ll
. . . - hi ackgroun order
only in that some objectsannothaveall the attributes. H s ety | [oster Lpiei]]
Forexamplea buttondoes not haveolor ror pattern, : : . . . .
. Text [TEXT |
moreover, the edge strength of its fran@annotbe set
(because it is not intendebly GEM) task | J
'

In the following all options are discussed. If one of th
enumerated options does not exist for a particular object, yanrot give this attribute to thigind of séected
object

1 Name: This field contains the name of the object; under which it can later be addressed by a programming
language. All object types can be given a name.

1 ObjectType: This entry contains a pgpMenu with which the object type can be changkder.

However,atype can only be changed tosimilartype (for examplechange eSTRIN®& BUTTON or

TITLE), so that no data is lost during the conversion. This entry is availabRiatoglboxes If you want

to convert an object into different object type (for example a STRING into TEXT)cagnualscexit the
Dialogand click on the objectj 2 R A & Difiekt ®opuidkeSuQWa type conversion is possible, the
name of the other object type appears in the last line of the popup. By selecting this entry, the object is
converted. But eventuallgomedata of the object will be lost.

1 Extended Type: GEM allows the programmeusetheir own object types. To be able to use different
seltdefined object types, they are numbered consecutively. A separate object type can have a number
between 1 and 255. This number is entered in the OBJECT structure in the high diytsof . Interface
has an interface that allows the user to include their own routines for drawing such objatis)the test

LIt possible to add a shortcut without@ntrol characterinterface detects a single letter shortcut if the letter

isINBOSRSR o0& WX Q 0 SetietidalighpdSaithiothgt ShertcutsinittEend (DiCaokZic)i K S
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function. How to defie and use your own object typeanbe found, for examplen the book'Vom
Anfanger zum GEM Profihcluding your owmoutines to represent extended object types in Interface is
explained later in this guide.

1 Flags: The flags describe the properties of an object. Since an object can have several prdpestiese
cases the flags can be selected by checkboxes. WEtalk about the different flags in detail.

1 Status Thestatusdescribes the representation or the state of an object. Since several properties can also
be combined here, thetatusmust also be defined by chetloxes (more on thallater)

1 Extended flagsGEM uses only part of the possible bit combinations for flags arfizzz S Eiented Fios Tae
status With the Extended Flags button you can opébialogin which you can set| s ¢ @-Flas:
(for your own object types) the unused bits. Flags Status

[ ob_flags 9 [] ob_state 8

1 Colorsand background (pattern): The colors of individualeabjelements as well @:E:ﬁ::i ;g E:E::EZE é
ob_flags | ob_state

as the filling pattern of the background can be set in fBopupMenus. The color | Fi-flss & T sbstate 12
can be adjusted separately for text, frame and fill pattern. If interface was starf = " Hiiik i
in a color resolution, the available colors are displayed in thygups. Otherwise,
the color can be read from the texts of tidenu, which are based on the GEM
default setting.

1 Text: Objects that contain text can be given the attributearge/Small, Left/CenteRight,and
OpaquéTransparent usinfopupMenus. To the ight of the current entries is a small circle caléed
Circlebutton. If you click on it, the next popup entry will be selected.

9 Border. This popup allows you to set the thickness of the frame of an object and whether the frame
should be displayed inside outside the object.

I Textinput: The text of an object can be entered using the editing options described in the introduction. If
the input field should be longer than one line, both lines are merged into a single, longer line after the
input of Interface

1 Mask: The option of specifying an input mask exists only for TEXT objects and is only useful there for the
object typesFTEXBNd FBOXTEXTWhen these types of objectavetheir W9 R A {lalg setf kByStrokes
can beenteredin such objects, with the mask defining which characters are accepted upon input. In
addition, the mask may contain text parsedfor formatting the input.For
examplef SG Q& | & & dx¥r8atedarSinput Fieydl in wiiich only

numbers are allowedhat starts with the text ‘Money', andthat displays a Text |HEE """"""
defaultvalueof '32 .60. For thatthe text and mask fields must hattee Mask |Money: %%.%%__.
following contents:

In the Ext field:'3260 and e |

in the Mask fieldWa 2 y98.é ¢ Q
To enter the bright nines, you musbld down the Alternate key while enteririge
numbers After exiting theDialog the objectshould bedisplayed as 'Money: 32.60'. In Honey: I2.68
the text fieldyou enterthe text that will be used later in the placeholder (in the
example above, the bright nines)ymust enter a text that is at least as long as all wildcards used. If you
do not want this text to be displayed, you must first enter a &@aracter GEM will not display all
subsequent letters and place the cursor over the first character. The text Ineusntered because it will
later be replaced by the user's input. If the text is forgotten, GEM simply writes all the characters entered
by the user to other memoripcations and can thus possiliyash a programAlthough Interface tries to
anticipate this by automatically entering null bytes, this does not work, for exarfipley process the
resource file with another resource editoAll characters entered normally in the mask field will later be
displayed nomally. In contrast, the characters entered with Alternate in the mask field are displayed
brightly and determine the permissible input data. They will later be replaced by the contents of the text
box. The following characters are allowed as placeholders:

9’ only digits are allowed (can cause a crash in TOS 1.0 due to an error
operating system when entering an underscore ' ).

‘A" only capital letters and spaces

a only letters and spaces

'‘N'  capital letters, numbers and spaces

n letters, numbers and spaces

' All characters which may belong to a filename and additionally ":? *'

f! All characters that belong to a filename
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'P'"  Any characters that can be associated with a pathname
p' Like 'P', but without '?" and "'
X' All characters are allowed

X Like 'X'. however, the characters are converted to uppercase letters

All wildcards must be entered with the Alternate key pressed, as mentioned above. In the bOxaiext
the characters 'A*'Z' and 'a- 'z' are albwed forte_pvalid (the inputs for the mask) so that you can use
new input types for your own custom objects. Interface, or MyDials sugpaody the wildcards listed
above.

In eachDialogbox you can go directly from one object to the next with the naxttdn. In the process, all the
data in theDialogbox is transferred before the data of the next object is displayed there.

TheHELMutton displays a help page explaining all extended objeatsyqf the Mylials EXTOBFIX file. The
BoxTexDialogalso dispays a help page for al_pvalid placeholders in the TEDINFO structure.
2.12.2.2 Object types and the object box

GEM knows a total of fourteen different object types with the new color icons of TOS 4.01, which you will find
in the object box of Interface.

ObjectType Meaning
G_BOX Rectangular box for displaying rastered or colored areas, e.g. in the slider of a lis

G_TEXT Formatted text in two sizes (in the small and in dm®rmak system font) and three
orientations (leftaligned, centered and rigkdligned). Alignment is possible because
the object size may be larger than the area occupied by the text.

G_BOXTEXT Corresponds to G_TEXT with the difference that a box is drawn around the text.
G_IMAGE A monochrome graphic without a mask.

G_USERDEF This olject type allows you to define your own functions for output. The MyDials u
them for seveal types of objects (Checkbox, Raulitton, Dialogli A (i f S 0)2

G_IBOX Invisible rectangle with no inner surface, so that it is only visible ifrdmae has a
nonzero strength. It is used to combine several objects.

G_BUTTON  Centered text in a rectangle, its thickness depends from the flags DEFAULT, EXI
TOUCHEXIT.

G_BOXCHAR A rectangle that contains a single letter. In fd&logfor object ddinition (see above),
the input field Characters appears: at the position where the text options are

otherwise.
G_STRING A string without the attributes of the G_TEXT and G_BOXTEXT objects.
G_FTEXT Formatted text in thednormak system font that can bedited by the user.
G_FBOXTEXT Corresponds to G_FTEXT with the difference that a box is drawn around the text
G_ICON A monochrome graphic with mask.
G_TITLE The title of a dropdown Menu.

G_CICON Acolor icon

The object type G_USERDEF is supported directly by Interface. To do this, Interface creates an OBJECT structure
whoseob_spec pointer points to a USERBLK structure. For each object, a separate USERBLK structure is
created in the resource.

ub_parmcan be etered directly in Interfaceub_code contains a NULL pointer, i.e. after loading such a
resource, you must first enter a pointer to your own character routinebircode of all USERDE#bjects.
Otherwise the AES would crash immediately when drawing sudbjact.

The support of selflefined objects is further enhanced by the possibility to include your own objects in the
object box of Interface (FlyDiabrner, OKbutton, ...). To do this, load the interface resource and copy the
desired object to the 'OBELT' tree. The sort order does not matter; it just depends on the new object ends up
in the inner box in which the other objects are located. The new object must become a direct child of the inner
box and must not contain any children.

English Versiof.0 ¢ December2019 Page200of 73



Interface Resource Construction Ktanual

It will not be disphyed as a G_USERDEF object after the start of Interface so that data is not inadvertently
changed by the fitting routine (e.g. object size, flags, ...).

If the object box is in a window, you can pull out objects even if the box is in the backgroundthis gou
must click on the object with the left and right mouse buttons at the same time. MultiTOS eliminates the
simultaneous pressing of the right mouse button.

2.12.2.3 Object flags
The flags of an object determine its properties. An object can have sevep@rias, e.g. be selectable
(SELECTABLE) and endDiaogwith the selection (EXIT). They ammarized here:

Object type Meaning

Selectable  The user can select the object by clicking.

Default Highlight BUTTON objedasaphically meaning that pressinthat Returnkeywill be
equal to clicking this obje¢tvhen calling the AES functiésrm_do () ). Within aDialog
box, you should only set this flag fome object.

Exit form_do() ends when the user clicks the object.
Editable Theobject is editable. This flagay only be giverto FTEXT and FBOXTEXT objegtsuli
do not follow this rule the AES crashes when executing Bialogbox!

Radidbutton The object is a soalled Radibutton. This is similar to the selector buttons of @ld
radio (hence the name), of which only oocan be pressedt a time. Translated to the
AES, this means that of all objects with this flag set and that are in the same hierarc
level of an object tree, only one can be selected. If another oreléected all others are
automaticallydeselected

Touchexit If such an object is touched with the mouse butttbeld down, the functiofiorm_do ()
immediately aborts without the mouse button having to be released first.

Extended These flags are not useq IGEM and may be used for their own purposes (e.g.,
extended object types).

2.12.2.4 object status

The status of an object determines its state. An object can have multiple states, e.g. be selected (SELECTED)
and shaded (SHADOWED). Theysaramarized here:

Objed Status Meaning

Selected The object is displayed inverted. This status is automatically <
for the object with which @ialogwas exited.

Crossed A white cross is drawmside the object.

Checked A tick is drawn in the upper left corner of the object.

Disabled The object is drawn bright and is not selectable.

Outlined An additional frame is drawn around the object.

Shadowed A shadow is drawnnder the object, which is visible on the righ

and under the object. Buttons that are drawn with this status
indicate a popup.

Draw3d A threedimensional effect be created by drawing the icon thre
times at an angleOnly for ICONBLK structures and only as of
GEM 2.0DRAVBD is not supported by any TOS version.

Whiteback Also only for ICONBLK structures antydrom GEM2.0: with
white background the icon mask is not drawn. WHITE&SK
works on all TOS versions available for the Atari, but has new
been documented by Atari. Atari Desktop itself uses WHITEB
in windows to speed up screen output.
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2.12.2.5 Coping andVoving Objects
Moving an object isimple:Just drag it to its new position with the mouse. That's it.

When moving an object, you can now move the objeridere another object. It is not automatically assigned
to the target object as a chilifl yourespond yedo the dDo you want to change the object structuéeRlert

box. ThiAlert appears only if the moved object and the target object share a common parent. This is to
preventthat an object may be accidentally outside the parent.

If you move sevel objects within a window, the objects remain selected even after the move action, so that
you can move them further if necessary and do not have tealect them all again. In addition, Interface
leaves the object order unchanged, only the concatenaisoeventually changed.

If one or more objects are to be copied, move the obj¢otanother position and press théni key when
releasing the mouse button. The copy action will not be performed if the object has not moved at least one
pixel.

2.12.2.6 Selecting nultiple objects

To select multiple objects for editing at the same time, there are two options. First, hold down the Shift key and
click on any objects you want. Second, hold down the Alternate key and drage &round the desired

objects: dter releasng the mouse button, all objects completely within the frame are selected. Several

selected objects can be moved, copied, deleted and opened togettign.a common opening (for example

with F2) all selected objects can be processed one after the othbouititclicking again. In addition, with

several selected objects, the object flags can be changed at the same tinfegsemgs)..

2.12.3 TheObject Pop Menu [fequk MEFTIY
If an object is clicked only oncePapupMenu appears, which provides some special gmn g
functions. However, it can also be switched off with the optigined Popupin the Options: Hide
Preferences. Dialog(seeObject Popuj All functions contained therein can also be accessT| Position |
via theMenu bar in theObjectMenu. This makes the selection procedure of Interface _| Remove
¢ccompatiblé to other programs (clicking on an object selects it instead of making the pop—|..E72¢ |
appear).TheEraseoption in the ObjecMenualso allows deleting trees fromresource file  =f_to BoxText

window.

2.12.3.1 HitX

Has the same function &sle: Oper Object: Edij or a doubleclick on an object. This entry is available in case
you should fail to doublelick.

2.12.3.2 { 2 NI X

GEM always draws the objects ob&@login the order in which they we copied to theDialog Now, if you had
copied in the headline last, that headline, though it's at the top, would always be drawn last. Of course this
does not look very good, and to prevent that, you can sort the order of all the objecBiaday Inaddition,

the order of the objects is also important for the programming, because the sorting can ensure that behind or
underlying objects get a continuous numbering. This makes it possible not to query all these objects
individually in the program, but ttest whether an object index lies between the first and the last object index.
All levels of @ialogcanbe sorted individually. In our box ('PLANET') there are two of them. The first level is the
large frame (the root object) in which all other objeeat® located.The second level is formed by the IBOX

object because it contains other objecihe
sorting only affects the children of the selected
object. The Children of Children are not co { Direction

en e b=
GG
O e B |
-
T
o N

sorted. This could, for example, allow the
i . Home Planet: | Venus JENEEIET Hars
objects of the root bject to be drawn from top

to bottom, while the objects in the IBOX are | T
drawn from left to right. [ In reverse order
To sort, click once on the root objéetnd select

Sort in the followind?opupMenu. Thedisplayed
Dialog(see image) offers you two possibilities,
which are symbolized by arrows. Either all children of the selected object can be sorted from top to bottom
(left field) or from left to right (right field). The Rever®eder button reverses the ordere. the children are

21f you have difficulty to select the large frame, just Control click inside the frame (DrCoolZic)
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sorted from the bottom to the top or from the right to the lefeor very special cases, there is also the option
Manual, with which the sequence can be defined as desired. To do this, Interface terminai@slttgand

displays all eligible gécts inversely. Sorting is now done in the order in which you click on the objects with the
mouse. An object selected in this way is displayedhasmak again, so that you have an overview of which
objects still have to be selected. Important: all aféetobjects, e. all childrenof the parent object, must be
clicked to terminate the function. To cancel prematurely, press Esc or the right mouse button.

For our exercise, select the left button (sort from top to bottom) and endDr@ogwith OK. Clickn the
invisible IBOX object with the radio buttons. If you cannot find it, it's best to click between the 'Venus' and the
‘Earth’ button. Then select the item 'Sort' in the popup and close theBiatogwith OK.

HIEIDTEIEE Dhjoct Rllonment BEl EEIE I EEETE

21233 't A3Jy X

An object can hereby be centatéorizontally and / or vertically Horizontal vertical Expand 1o Fit
(relative to the parent). In addition, in the displayBéalogit is § gﬂ?i § ESE: § Egpigon}al
possible to adapt the object size to the size of the parent object. | & risnt O Botton 3 Diagonal
2.12.3.4 lLocking X

If an object is not exactly on character coordinates, it can be movea
to a position using this function.
2.12.3.5 Hide

This option sets the HIDETREE flag in an object, whintptbe changed in thénormak edit Dialog This hides
the object and all its children and is neither visible nor selectable with the mouse.

Entries iNEDITABLKETEXT objects are still possible, but are no longer displayed on the .stheefeature (or
bug?) an be used for password inpufo make a hidden object visible again, you must use the following
unhidefunction.

2.12.3.6 Unhide

ThisPopupentry only appears if there are any (child) objects in the clicked (parent) object in which the
HIDETREE flag is set (see above). After selecting the entry, they are displayed again.

2.12.3.7 Position

With this an object can be placed by direct input of coortésaln the [Wew b ject Position
appearingDialogyou can enter all coordinates (X, y, width, height) r Relative to Coordinates
yourself. Interface ignores but nonsensical values. There are also a fe g farent object || ¥ Position: 02208
. . . . K R ject Y Position: B84/80
more buttons in theDialogwith the following meaning: Mgt i S0a/e0
1 In the groupklative tahe radio buttors paent object and root r Position to
object:If the parent object is selected, the coordinates refer to the| | & fharacter Srid X
parent of the object. If root object is selected, it refers to the root

object, i.e. they are relative to the whole tree.

1 Inthe group¥ LJ2 & A (i he® Y K §i 2gfdddiitBrichuses the object coordinates to be evaluated in
character(letter width xheight,i.e.in general 8 x 16). The deviatifnom this can be entered in pixels
behind theW ban If the\Pixel gridbutton is selected, the object coordinateseagvaluated in pixels.

2.12.3.8 Remove

The selected object is deleted, but il children remain iDialog There is no undo possible!
2.12.3.9 Erase

The selected object and all its children are deleted. The deletion can be undone by the Undo key.
2.12.3.10 Changing object type

Someobjects can be converted to another object type. The following conversions are possible:
I STRINGto TEXT
1 BUTTONhto BOXTEXT
1 IMAGERNto ICON and vice versa. However, data can be lost because the individual object formats
sometimes differ greatly. Ithe conversion from ICON to IMAGE, e.g. lost the letter, the icon text and the
mask of the icon.
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2.12.3.11 Last but not least: Esc and Undo

Sometimes it can happen that GEM does not drabiaogcorrectly in a window. When scrolling up or down,

for example, it can happen that the edge oDalogis suddenly only 1 pixel thick instead of 2 pixels. This is not

a bug of Interface, but a strangeacticeof GEM. If this (very rare) error shoulidppen toyou, you can force

the complete window to be redrawn with the Esc key. This key is also especially useful if you want to check the
new Dialogstructure (the effect on drawing) after sortingtialog

Moving operations within the same window as weedl deleting and resizing objects can be undone immediately
afterwards with the Undo key. Since the undo function of Interface only copies the deleted or moved objects
back to their old screen position, the object sequence is not necessarily brought bigiekadtn state.

Therefore,you should resort the Dialogafter an undo to be on the safe side. If you have enlarged an object
and adopted a new object, the adopted object still belongs to the enlarged object after the Undo operation.
Therefore, the parenbbject can only be partially resized because the adopted object cannot protrude from the
parent object.

2.12.4 Editing an Alert

Interface displays all the data of @tert box within a special

Hame: ALERTL

Dialog In the upper part you can select the desired icon, | Tcon: [None |[EENEM[ 7 [[Stop|[ 1 |
includinga maximum of 5 text lines and 3 button texts. Line 1: This is an Alert-boX.,,——————_
GEM can display aklert box with three different icons: HQE §
Wxclamation mar@yuestion markand $top sigi2In addition, t::g ;

you can also do without an icon. These four options can be
selected directly. In adtion, there is a fifth button in which a | Butten 1 0K

Button 2:
charactercan be enteredrom the 36values:0-9 orA-Z The Button 3: .
valuesone to three correspond to the above icons, while zero
corresponds to no icon. You should only enter the other valug | Cancel | [ Hext | [Test|| 0K |

if you use your own routies to displayAlert boxes (for
example, FlyDials or MyDials). GEM cannot cope with higher vhlaieS and either displays a broken graphic
within the Alert boxes or crashes immediately.

The 5 text lines of thalert Dialogactually form a single laeginput field. When you have reached the end of a
line with the cursor and enter further characters, text and cugppear in the next line. Thenter, Delete and
Backspac&eysalso work across lines. Thereby it is e.g. possible to drag a text thatis $econd line to the
first line. If you want to achieve the opposite, that is, the text should be from the cursor position to the next
line, you can press Shift Insert.

Of course, these features may not provide the convenience of an editor, but tloeydshe a great deal easier.
The same editing options are available in the mliti input fields for buttons and free strings. In tAéert
Dialogthere is the buttondTest. This does not require you to leave tBélogextra to test theAlert box.

2.12.5 Editing an icon or image EET e e
One of Interface's$cream piesis its icon editor, “”i;at;—-------—-—-—;ta::f“ tupe: Extended Type: 0
which lets you edit icons, color icons, and images. [ electable [ Selected Text Midth: 4
If one of these objects is to be changed (for example H it . H Ehecked Icon height! 30-
after a doubleclick on it), Dialogappears in which | H Radisbutton [ Dutlined fs 2 3
the data of the dject can not only be displayed but [ dhitebak
alsoedited. TheDialogs are similar in structure;
differences arise only in that images cannot have all (Gl ] [ ] B 1% ]
the attributes.For examplean imagedoes nothave e

text, anddoesnot havemask.

In the following all options ardiscussed. If one of the enumerated settings options for an image does not exist,
obviouslyyou cannot give it this attribute. We generally speak of idmuisthisinclude images and color icons.
You already know pst of the inputs from the comparablidogs for other object types. Theare only briefly
mentioned here:
1 Name: This field contains the name of the object; under which it can later be addressed by a programming
language.
1 Object Type: This entry contain®apupMenuwith which the object type an be subsequently changed
from 'lcon‘into 'Coloricon' and vice versa.
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1 Extended Type: GEM allows the programmer to use own object types as well. To be able to use different
seltdefined object types, they are numbered consecutively. A separate objectpéave a number
between 1 and 255. This number is entered in the OBJECT structure in the high diyteyodf .

1 Flags: The flags describe the properties of an object. Since an object can have several prdpestiese
cases the flags can bselected by checkboxes.

i Status: The status describes the representation or the state of an object. Since several properties can also
be combined here, the status must also be defined by checkboxes.

1 Extended flags: GEM uses only part of the possible bibawetions for flags and status. With the
Extended Flags button you can opeBialogin which you can set (for your own object types) the unused
bits.

1 The icon color as well as the color of the masklmaset in twoPopupMenus. If hterface was startechi
a color resolution, the available colors are displayed in the popups. Otherwise, the color can be read from
the texts of theMenu, which are based on the GEM default setting.

1 Below the color setting for the icon mask, the icon itself is displayede lictn exceeds a certain size,
only the top left part of it will be displayed.

1 Anicon or color icon also includes two text elements, namélyige letterCand anexplanatory tex®
whose length is specified in text width. To make entries in the corresponding fields, you must position the
cursor there using the cursor keys. The mouse cannot be used because it moves the two fields.

The explanatory text (usually under an icon) caraligned horizontally with the Center Text button so
that it is positioned in the middle of the icon. The text length can be changed directly with the button
'‘Adjust width', without having to leave the icddialog

9 You can define the size of an icorthe fields Icon width and Icon height. Since the width must be a
multiple of 16, Interface may correct your inputs to round to the nearest multiple. The largest possible
icon you can manipulate with Interface is 640 x 400 pixels.

If you reduce the size of doon at a later time, the width and height are changed so that data is removed
on the right and bottom. Interface will alert you if this would cause an actual image loss (it may be that
you are removing blank parts of the image).

1 In order to avoid wastingrnemory, icons and images can be minimized as faoasible by the button
Minimum Szewithout losing data. The image is pushed so far to the top left, until no white border exists.
Then the right and bottom edges are cut off. Finally, the image is oesh&gain.

Finally, you have access to the icon edftom
this Dialog To do this, either click on the icon
displayed in theialogor on theEditbutton.

In the icon editor, an icon can be changed,
redrawn or cut out of an image graphic. As soo
as the window is closed or theKbutton is
clicked on, the new data is adoptedancel
rejects the changes.

The last change of the picture in the icon edito
can be undone with Undo.

The editor presents itself in a window with its
own Menubar. To activate thdenuline, you
have to click on one of the titles. The window is
divided into three areas: on the left you will find the drawing function and the color selection, above a display
of the icon in original size, the 'Preview' and below #ttual drawing area.

The preview above the canvas has two functiomstHt showshow the icon looks in hormal size against
different backgrounds. Second, you can click the icons (independently) to see what the icon looks like in
selected state.

2.12.5.1 Drawing with the editor

After opening the editor, the option to draw individual black dots is automatically selected. If you now click on
a white field on the drawing area, it will turn black you hold down the left mouse button and move the

mouse, all othefields that aredtoucheck by the mouse cursor will also turn black. If you click on a black box, it
will turn white and all fields touchehly the cursomwhile holding down the mouse button will also turn white.
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