Common-Controls Tools
ResourceFactory

Version 1.4.055 - Date: 31. Oktober 2004

Y TS
Controla



Common
Controla

ResourceFactory

Published by:
SCC Informationssysteme GmbH
64367 Muhltal (Germany)

Tel: +49 (0) 6151/136 310
Internet www.scc-gmbh.com

Product Site
http://www.common-controls.com

Copyright © 2000 - 2004 SCC Informationssysteme GmbH.
All rights reserved. Published 2003

No part of this publication may be stored in a retrieval system, transmitted, or reproduced in any way
without the prior agreement and written permission of SCC Informationssysteme GmbH.

Sun, Sun Mircosystems, the Sun Logo, Java, JavaServer Pages are registered trademarks of Sun
Microsystems Inc in the U.S.A. and other Countries.

Microsoft, Microsoft Windows or other Microsoft Produkie are a registered trademark of Microsoft
Corporation in the U.S.A. and other Countries.

Netscape, Netscape Navigator is a registered trademark of Netscape Communications Corp in the U.S.A.
and other Countries.

All other product names, marks, logos, and symbols may be trademarks or registered trademarks of their
respective owners.

RsourceFactory ii


http://www.common-controls.com/

Common
Controla

ResourceFactory

Table of content

1 INErOAUCHION.......ccc et eeee e e e e e e e e s e s nansnsssmssssssssssssssssssssssssssssssssssssssmensnsnsnnnnnnnnnnnnnnnnnn 1
2  Description of the Resources to be Generated..............coooimiiiiiiiiiiii e 2
21 Example of the structure of the resource file...........oo e 2
22 Document Type Definition (DT D) .....ocuueiiiiiiiii ettt e rb e e sbeeeeaaee 6
2.3 B I L= 0177 0] 1 =T 0 R 10
2.3.1 = 0 =T OO RRPRRRRN 10
B T b (o] =11 o o - SRR 10
2.3.3 Default identifier..........ooooiiiii 12
24 Elemente der Ressourcen XML Dat@i.........ccuuuiiiiiiiiiiiiiie et 13
241 <ENVIFONMENT> EIBMENT ...t e e e e e 13
D S S o] (o] o 1= Yl = 11 o =Y o P 13
243  <definitions> EIBMENT......coo it e et e e eeenreea e 13
244 <COIOI> EIBMENT ...ttt e e e e e e s e et e e e e e s e e e e e e 14
D S B (o) 4 el =1 1= 0 =Y o | SRR 14
24.6  <resources™ EIBMENT ... ..ottt ————————————————— 14
247  <StylebOOK> EIEMENt ... ...t 15
2.4.8  <teXIfle™ EIEMENT. ... oottt ee et e e ae—e—a———————————————————————aaaaaaaaes 15
D e IS o 10 1 (o] ¢ Dl = 1=Y 4 =T o | PP P PP PPPP 16
2.4.10 <menu> Element........ 17
2.4.11 <bundle> Element........... 18
24.12 <resourcekey> Element...........o . 19
2413 SVAIUES EIBMENT ...t 19
3 Starting the build ProCess ..ot ———————————— 20
3.1 REQUIEMENTS ...t 20
3.2 (0 LY oo IR (g (=N el 0 4 F= T To I 11 = Y 20
3.3 USING the @Nt taSKS.....coceeeieeeeeeeeeeee ettt 20
3.31 Setting the build Properties........ ... e e 20
3.3.2  <foNtlist™ TaSK ..o 20
3.3.3  <resourCefactory™ TaSK........coiiiiiiiiiiiii e 21
3.3.4  QVErSiON> TaSK ..o 22
4  Outputting the available FONtS............cccoiiiiii s s snmnn s 24
LR~ U T o T ) o O 25

ResourceFactory iii



Common
Controla

ResourceFactory

1 Introduction

The ResourceFactory Tool is used for the automatic generation of resources for the Common Controls
Framework. The present version supports (see Figure 1):

e The automatic generation of button images for the DefaultPainter (Def) and DefaultPainter2 (Def2)

e The generation of StyleSheet files for customizing the color schemes of the DefaultPainters to an
individual StyleSheet.

e StyleBook = Description of a StyleSheet in an HTML file.

e The generation of the Java ColorPalette class for a Resource Table derived from the
DefResourceMap.

e Generation and management von Resource Bundels

 TotSetconrol | Sebeibestt |
Buttons
and
| Menu Images

mA
[E!' //H L StyleSheets

Ind vidual
StyleSheets

Resource
Definition &ML

ResourceFactory ™a ﬂ StyleBook

ta customize
Java Resource fora

the DefaultPainter
custamized PainterFactary

\ % ApplicationResources_de. properties
[ ApplicationResources_sn . propertiss
[ applicationResources_zh.properties

Input Output

Figure 1: ResourceFactory

The following steps are required for using the tool:
1. Description of the resources in an XML file
2. Setting the Build Properties
3. Starting the Build process

Important note:

In the generation of graphics with text, serious quality variations have been observed depending on the
JDK vresion employed. Please use the JDK Version 1.4.1 to achieve the best possible results.

I add company to reporfing peri
sSun JvYM: 1.3.1_02-b02

I add company 10 reporting period |
Sun JvYM: 1.4.1_01-b01

Figure 2: Effects of the JDK Version in the generation of buttons
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2 Description of the Resources to be Generated

To start with, the resources to be generated have to be defined in an XML-file. To do so, a new file can be
created or the accompanying file can be customized as required.

2.1 Example of the structure of the resource file

The following illustration shows an example of the structure of a resource file. The color values for the
StyleSheet of the DefaultPainter and the buttons for a German and English language version are defined
within the file. The resources are saved to different sub-directories when they are generated.

<?xm version="1.0" encodi ng="i so-8859-1"?>
<! DOCTYPE r esource-factory PUBLIC
"-//common-control s// DTD ResourceFactory 1.1//EN'
"http://ww. cormbn-control s.com dtds/resource-factory 1 1.dtd">

<resource-factory version="1.1">

<l--
use col or macros to reduce the nunber of
different color values so it's nore easy

to change the entire styl esheet
ca S

<property nane="col 00" val ue="#000000"/>
<property nane="col 01" val ue="#0000ff"/>
<property nane="col 02" val ue="#005a6b"/>
<property nane="col 03" val ue="#80adba"/ >
<property nane="col 04" val ue="#84adbd"/>
<property nane="col 05" val ue="#87blba"/>
<property nane="col 06" val ue="#8d9dal"/>
<property nane="col 07" val ue="#abc4ch"/>
<property nane="col 08" val ue="#a7c2c7"/>
<property nane="col 09" val ue="#b4ced4"/ >
<property nane="col 10" val ue="#bdbdbd"/>
<property nane="col 11" val ue="#cldédb"/>
<property nane="col 12" val ue="#c4c8c9"/>
<property nane="col 13" val ue="#c7003c"/ >
<property nane="col 14" val ue="#cecece"/>
<property nane="col 15" val ue="#dadf e0"/ >
<property nane="col 16" val ue="#dce8eb"/>
<property nane="col 17" val ue="#edeff0"/>
<property nane="col 18" val ue="#efefef"/>
<property nane="col 19" val ue="#f 3f4f5"/>
<property nane="col 20" val ue="#f57el7"/>
<property nane="col 21" val ue="#f ae4c2"/>
<property nane="col 22" val ue="#fea2l7"/>
<property nane="col 23" val ue="#ffa510"/>
<property nane="col 24" val ue="#ffd3d3"/>
<property nane="col 25" value="#ffffel"/>
<property nane="col 26" value="#ffffff"/>

<envi ronnent >

<l-- -->
<I-- Style Definitions e
<l-- -->

<definitions code="form' nanme="Fornms: Fornmul are">

<definitions code="col or" name="Col ort abl e" >
<col or code="bg.field" name="Background fi el d" val ue="${col 18}"/>
<col or code="bg. header" nanme="Background caption" val ue="${col 02}"/>
<col or code="bg. | abel " name="Background | abel " val ue="${col 15}"/>
<col or code="bhg. secti on" nanme="Background section" value="${col 08}"/>
<col or code="bg" name="Backgr ound col or" val ue="${col 15}"/>
<col or code="border.itent nane="Bor der row' val ue="${col 10}"/>
<col or code="border.section" nane="Border section" val ue="${col 02}"/>
<col or code="border" nanme="Bor der" val ue="${col 02} "/ >
<col or code="text.caption" name="Text col or caption" value="${col 26}"/>
<col or code="text.detail" nanme="Text col or detail" val ue="${col 26}"/>
<col or code="t ext. header" name="Text col or header" val ue="${col 26}"/ >

Description of the Resources to be Generated 2
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<col or code="text.section"
</ definitions>
</definitions>

<definitions code="error"
<definitions code="col or"
<col or code="bg. header"
<col or code="bhg. body"
<col or code="border"
<col or code="text"
</definitions>
</ definitions>

<definitions code="info"
<definitions code="col or"
<col or code="bg. header"
<col or code="bg. body"
<col or code="border"
<col or code="text"
</ definitions>
</definitions>

<definitions code="head"
<definitions code="col or"
<col or code="bg"
<col or code="border"
<col or code="separator"
</ definitions>
</definitions>

<definitions code="hnenu"
<definitions code="col or"
<col or code="bg"
</ definitions>
</definitions>

<definitions code="vnenul"
<definitions code="col or"
<col or code="bg"
<col or code="bg. sel "
<col or code="border"
<col or code="text.A"
<col or code="text.A sel"
</ definitions>
</definitions>

<definitions code="vnenu2"
<definitions code="col or"

<col or code="bg"

<col or code="bg. sel "
<col or code="border"
<col or code="text.A"
<col or code="text.A sel"
<col or code="text"
<col or code="text.sel"

</ definitions>
</definitions>

<definitions code="vnenu3"
<definitions code="col or"

<col or code="bg"

<col or code="bg. sel "
<col or code="border"
<col or code="text"
<col or code="text.A"
<col or code="text.A sel"

</definitions>
</definitions>

<definitions code="1list"
<definitions code="col or"

<col or code="bhg. body"
<col or code="bg. col header"
<col or code="bhg. even"
<col or code="bg. header"
<col or code="bg. | NPUT"
<col or code="bg. odd"

Description of the Resources to be Generated

nane="For ns:
nanme=" Col ort abl e" >

nanme="For ns: Header

name="Control s:

nanme="Control s:

name="Control s:
nane="Col ort abl e" >

name="Control s:
nane="Col ort abl e" >

nane="Control s:
nanme=" Col ort abl e" >

nanme="Text col or section

name="Fornms: Error forn>
nane="Col ort abl e" >

nane="Background capti on
name="Background body"
nane="Bor der col or"
name="Text col or"

I nf ormati onsfornul ar">

nanme="Background caption”
nane="Background body"
name="Bor der col or"
nane="Text col or

For mi' >
nane="Col ort abl e" >
nane="Backgr ound"
nane="Bor der col or"
nanme=" Seper at or "

Hori zontal Menu">
nane="Col ort abl e" >
nane="Backgr ound"

Vertical nenu |evel
name="Col ort abl e" >
nane="Backgr ound"
nanme="Background sel ect ed"
nane="Border |evel 1"
name="Text hyperlink"
nane="Text hyperlink sel."

Vertical nenu |evel
nane="Backgr ound"
nanme="Background sel ect ed"
nane="Border 2"

nanme="Text hyperlink"
nane="Text hyperlink sel."
name="Text"

nane="Text sel ected"

Vertical menu | evel
nane="Backgr ound"
name="Background sel ect ed"
name=" Bor der"

name="Text"

nane="Text hyperli nk"
nanme="Text hyperlink sel."

Liste">

name="Background body"
nane="Bg col um header"
nanme="Background even Rows"
nane="Background header"
nanme="BG i nput field"
name="Background odd Rows"

val ue="${col 02}"/>

val ue="${col 13}"/>
val ue="${col 24}"/ >
val ue="${col 13}"/>
val ue="${col 13}"/>

val ue="${col 07}"/ >
val ue="${col 16}"/>
val ue="${col 07}"/ >
val ue="${col 02}"/>

val ue="${col 15}"/>
val ue="${col 02}"/>
val ue="${col 26}"/>

val ue="${col 09}"/>

1" >

val ue="${col 05}"/>
val ue="${col 05}"/ >
val ue="${col 26}"/>
val ue="${col 02}"/>
val ue="${col 02}"/>

2" >

val ue="${col 11}"/>
val ue="${col 22}"/>
val ue="${col 26}"/>
val ue="${col 02}"/>
val ue="${col 26}"/>
val ue="${col 02}"/ >
val ue="${col 26}"/>

3">

val ue="${col 21}"/>
val ue="${col 21}"/>
val ue="${col 26}"/>
val ue="${col 00}"/ >
val ue="${col 00}"/>
val ue="${col 00}"/ >

val ue="${col 15}"/>
val ue="${col 03}"/>
val ue="${col 17}"/>
val ue="${col 02}"/>
val ue="${col 26}"/ >
val ue="${col 26}"/ >
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<col or code="border. body" name="Bor der body" val ue="${col 02}"/>
<col or code="border. | NPUT" nanme="Border input field" value="${col 02}"/>
<col or code="text.A" name="Text col or Hyperlink" val ue="${col 01}"/ >
<col or code="text.col header" nanme="Text columm | abel" val ue="${col 26}"/>
<col or code="text.caption" name="Text col or caption" value="${col 26}"/>
<col or code="text.detail" nane="Text detail text" val ue="${col 26}"/>
<col or code="t ext. header" name="Text col or header" val ue="${col 26}"/>

</definitions>

</definitions>

<definitions code="tree"

<definiti
<col or
<col or
<col or
<col or
<col or
<col or
</definit

ons code="col or"
code="bg. even"
code="bg. odd"
code="bg. sel "
code="border"
code="t ext. A"
code="text.A sel"
i ons>

</ definitions>

<definitions code="t abset"

<definiti
<col or
<col or
<col or
<col or
<col or
<col or
<col or
<col or
</definit

ons code="col or"
code="bg. di sabl ed"
code="bg. | evel 1"
code="bg. | evel 2"
code="bg. | evel 3"
code="border"
code="t ext"
code="t ext.sel"
code="t ext . unsel "
i ons>

</definitions>

<definitions code="header"

<definiti
<col or
<col or
<col or
</definit

ons code="col or"
code="bor der"
code="t ext.caption"
code="t ext.detail"
i ons>

</definitions>

<definitions code="hel p"

<definiti
<col or
<col or
<col or
</definit

ons code="col or"
code="bg"
code="border"
code="text"

i ons>

</definitions>

name="Control s:
nane="Col ort abl e" >

nane="Control s:
nanme=" Col ort abl e" >

nanme="Control s:
nane="Col ort abl e" >

name="Control s:

Tree" >

nane="Background even row'
nanme="Background odd row'
nane="BG sel ected row'
name="Bor der row'
nane="Text hyperli nk"

nanme="Text hyperl.sel. row'

Tabset ">

nanme="Bg i nactiv Tab"
nane="Background | evel 1"
nanme="Background | evel 2"
nane="Background | evel 3"
nanme="Bor der"

nane="Text col or"
name="Text sel ected Tab"
nane="Text unsel ected Tab"

Header " >
name=" Bor der"

nanme="Text caption"
nane="Text detail"

Hel p" >

nane="Col ort abl e" >

nane="Backgr ound"
nane="Bor der"
nane=" Text "

<l--

<!-- Button

Style Definitions

<l--

<definitions code="button"

nane="But t ons" >

<definitions code="col or" name="Col ort abl e" >
<col or code="bg" nanme="Backgr ound"
<col or code="border" nanme="Bor der"
<col or code="text.active" name="t ext"
<col or code="text.inactive" nane="t ext inactive"
<col or code="state.active" nane="State activ (id=1)"
<col or code="state.inactive" nane="State inactiv (id=2)"
<col or code="st at e. hover" nane="State hover (id=3)"
<col or code="st at e. down" nane="State down (id=4)"

</ definitions>

== o

<l-- Use the fontlist task to view all -->

<I-- available fonts. Note: If you specify a -->

<l-- font which does not exists on -->

<I-- your systema default font will be used -->

<l -- -->

Description of the Resources to be Generated

val ue="${col 19}"/>
val ue="${col 26}"/ >
val ue="${col 22}"/>
val ue="${col 16}"/>
val ue="${col 00}"/>
val ue="${col 26}"/ >

val ue="${col 06}"/ >
val ue="${col 18}"/>
val ue="${col 15}"/>
val ue="${col 12}"/>
val ue="${col 02}"/>
val ue="${col 00}"/>
val ue="${col 00}"/ >
val ue="${col 26}"/>

val ue="${col 03}"/>
val ue="${col 20}"/ >
val ue="${col 03}"/>

val ue="${col 25}"/>
val ue="${col 00}"/ >
val ue="${col 00}"/>

val ue="${col 26}"/>
val ue="${col 02}"/>
val ue="${col 00}"/>
val ue="${col 14}"/>
val ue="${col 02}"/>
val ue="${col 14}"/>

val ue="${col 23}"/ >
val ue="${col 04}"/ >
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<definitions code="font" nane="Font |ist">

<font code="face"
fam | y="Hel veti caNeue LT 57 Cn"
styl e="bol d"
size="12"/>
</definitions>
</definitions>
</ envi r onnent >

<l-- -->
<l-- Button Resources == >
<l-- -->

<resour ces destdir="i mages/ buttons/def">

<l-- -->
<l-- Cerman resources -->
<l-- -->

<resources destdir="de">
<but t on nanme=" About "
<butt on nane="Back"
<but t on nane=" Conti nue"
<but t on nane=" Copy"
<but t on nane="d ose"
<butt on nanme="Execute"
<button name="Inport"
<but t on nanme="Logon"
<but t on nane=" Save"
<butt on nane="Search"
<button nane="Cpen"

</ resources>

| abel =" tber"/ >

| abel =" zur tck"/ >

| abel ="weiter"/>

| abel ="kopi eren"/>

| abel ="schl i essen"/ >
| abel =" ausf Ghren"/>
| abel ="i nportieren"/>
| abel =" annel den"/ >

| abel ="spei chern"/>
| abel ="suchen"/ >

| abel =" 6f f nen" />

< == == >
<l-- English resources -->
< == == >

<resources destdir="en">
<butt on nanme="About "
<but t on nane="Back"
<butt on nanme="Conti nue"
<butt on nane=" Copy"
<button nanme="C ose"
<button nanme="Print"
<but t on nanme="I|nport"
<button nanme="Logon"
<butt on nane="Save"
<but t on nanme="Search"
<but t on nane=" Cpen"

</ resources>

</ resources>

| abel =" about "/ >
| abel =" back"/ >

| abel ="conti nue"/ >
| abel =" copy"/ >

| abel ="cl ose"/ >
| abel ="print"/>
| abel ="i nport"/ >
| abel ="1 ogon"/ >
| abel ="save"/>

| abel ="search"/>
| abel =" open"/ >

< == == >
<l -- Cascadi ng Styl esheet Resources -->
< == == >

<resources destdir="fw def/docs">
<styl ebook nane="styl ebook" title="Color palette DefaultPainter (Def)"/>
</ resources>

<resources destdir="fw def/styl es">
<textfile nane="default.css" tenplate="tenplates/def/default.tenl/>

<textfile nane="controls.css" tenpl ate="tenpl ates/def/controls.ten'/>
<textfile nane="fornms.css" tenpl ate="tenpl at es/ def /forns. ten'/ >
<textfile name="nenu.css" tenpl at e="t enpl at es/ def / nenu. tent'/ >

</ resources>

< == == >
<l-- Java Painter Cl asses =S
< == == >

<resources destdir="WEB-|NF/ source"> ) )
<j avasour ce package="com cc. franework. ui . pai nter.def"/>
</ resources>

</resource-factory>

Description of the Resources to be Generated
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2.2 Document Type Definition (DTD)
The document type definition (DTD) specifies teh structure of a ressourcen xml file:

<?xm version="1.0" encodi ng="UTF-8"?>

<! ELEMENT resource-factory (property*, environnment?, resources*)>
<I ATTLI ST resource-factory

ver si on CDATA #REQUI RED
>

<I--

Properties can be defined everywhere

The val ue of a property can be accessed with ${propertynane}
code.................: Unique property nane
value................: The property val ue

<! ELEMENT property EMPTY>
<! ATTLI ST property

name CDATA #REQUI RED

val ue CDATA #REQUI RED
>
<l-- -->
<l-- == == -->
<l-- == Environnment Definitions == -->
<l-- == == -->
<l-- -->
<I--

An Environnment spans up a hirachi cal namespace

with definitions. A single definition can be accessed
by its unique path nane.

-->

<! ELEMENT envi ronnent ((property|definitions)*)>

<l--
Creates a directory in the environnent nanespace.
Definitions can be defined recursively.

code.................: Segnent of the nanespace path
= nane of the directory
nane.................. Optional user friendly nane

of the directory

<! ELEMENT definitions ((property|definitions|font|color)*)>
<! ATTLI ST definitions

code CDATA #REQUI RED

name CDATA #l MPLI ED
>
<l--
Creates a font definition in the painterfactory environnent
code.................: The unique identifier for this definition
nane.................. Optional user friendly nane
famly...............: The font famly nane
style................: Font style
size.................: Font size

You can access the font properties in Expressions:
Exampl e:  ${nyfont.famly} or ${nyfont.size}

You can use expressions to nake cal cul ati ons
Exampl e:  ${(int) nyfont.size + 5}

-->

<! ELEMENT font EMPTY>

<I ATTLI ST font

code CDATA #REQUI RED
name CDATA #1 MPLI ED
famly CDATA #REQUI RED
style (bold|plainjitalic|bolditalic) # MPLI ED
si ze CDATA #REQUI RED
>
<I--
Creates a color definition in the painterfactory environment
code.................: The unique identifier for this definition

Description of the Resources to be Generated
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name.................. Optional user friendly nanme
value................: The col or val ue (nane or #RRGGBB)

<! ELEMENT col or
<! ATTLI ST col or

EMPTY>

code CDATA #REQUI RED

name CDATA #l| MPLI ED

val ue CDATA #REQUI RED
>
<l-- -->
<l-- == = o>
<l-- == Resource Definitions = -->
<l-- == = o>
<l-- -->
<l--

Creates a output direct
Resour ces- Tags can be n
destdir
overwite

oD
<! ELEMENT resources

<! ATTLI ST resources
destdir
overwite

>

<l--
Creates a button resour
destdir

| abel

generate

>
<! ELEMENT button EMPTY>
<! ATTLI ST button

destdir

nane

| abel

overwite

gener at e
>
<l--
Creates a nmenu button r
destdir..............:
name. .................
label ................:
overwite............:
generate.............:
>

<! ELEMENT nmenu EMPTY>
<! ATTLI ST nenu
destdir
nane
| abel
overwite
gener at e

ory for nested resources

est ed

Narme of the output directory

A val ue of false directs the resource
factory not to overwite existing
files for the nested resources
(default: overwite="true")

((property| resources| nenu| button|textfil e|styl ebook
j avasour ce| bundl e) *) >

CDATA #REQUI RED
(true | false) #l MPLIED

ce

Nane of the output directory

The name of the resulting i mage files
(a state nunber will be appended)

The button | abel text

A val ue of false directs the resource
factory not to overwite existing
files

(default: overwite="true")

Enabl es or di sables the generation

of this resource

(default: generate="true")

CDATA #| MPLI ED
CDATA #REQUI RED
CDATA #REQUI RED

(true | false) #l MPLIED
(true | false) #l MPLIED
esour ce

Narme of the output directory

The nanme of the resulting inmage files
(a state nunber will be appended)

The | abel text

A value of false directs the resource
factory not to overwite existing
files

(default: overwite="true")

Enabl es or di sabl es the generation

of this resource

(default: generate="true")

CDATA #1 MPLI ED

CDATA #REQUI RED

CDATA #REQUI RED

(true | false) #l MPLIED
(true | false) #l MPLIED

Description of the Resources to be Generated
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<I--
Transforns a tenplate into a text file
destdir..............: Nane of the output directory
nane.................. The name of the resulting text files
tenmplate.............: The nane of the tenplate file
(the tenplate file can access any
definition or property in the environnent)
overwite............: Avalue of false directs the resource
factory not to overwite existing
files
(default: overwite="true")
generate.............: Enables or disables the generation
of this resource
(default: generate="true")
-->
<! ELEMENT textfile EMPTY>
<I ATTLI ST textfile
destdir CDATA #1 MPLI ED
name CDATA #REQUI RED
tenpl ate CDATA #REQUI RED
overwite (true | false) #l MPLIED
gener at e (true | false) #l MPLIED
>
<I--
Creates a HTM. Styl ebook
destdir..............: Nane of the output directory
nane.................. The name of the resulting styl ebook
files
title................: The stylebook Title
overwite............: Avalue of false directs the resource
factory not to overwite existing
files
(default: overwite="true")
generate.............: Enables or disables the generation
of this resource
(default: generate="true")
S

<! ELEMENT styl ebook EMPTY>
<! ATTLI ST styl ebook

destdir CDATA #1 MPLI ED
nanme CDATA #REQUI RED
title CDATA #1 MPLI ED
overwite (true | false) #l MPLIED
gener at e (true | false) #l MPLIED
>
<l--
Creates a predefined Java File
destdir..............: Nanme of the output directory
type.................: The class to create
nane.................. The Java cl assnane
package..............: The java package
title................: The stylebook Title
overwite............: Avalue of false directs the resource
factory not to overwite existing
files
(default: overwite="true")
generate.............: Enables or disables the generation
of this resource
(default: generate="true")
S

<! ELEMENT j avasource EMPTY>
<! ATTLI ST j avasource

destdir CDATA #l MPLI ED
type (col orpal ette) #l MPLI ED
name CDATA #REQUI RED
package CDATA #REQUI RED
overwite (true | false) #l MPLIED
gener at e (true | false) #l MPLIED
>
<I--
Creates a property resource bundl e
destdir..............: Nane of the output directory
nane.................: The Java cl assnane
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package..............: The java package
defaultlocale........: The default |ocale
overwite............: Avalue of false directs the resource
factory not to overwite existing
files
(default: overwite="true")
generate.............: Enables or disables the generation

of this resource
(default: generate="true")
-->
<! ELEMENT bundl e (resourcekey*)>
<! ATTLI ST bundl e

package CDATA #REQUI RED
name CDATA #REQUI RED
defaul tl ocal e CDATA #l MPLI ED
overwite (true | false) #l MPLIED
gener at e (true | false) #l MPLIED
>
<I--

creates a resource key within a property resource bundl e.

Resour ce keys can be nested

code.................. The key nane

public...............: Avalue of true directs the resource
factory to put this key in the Java
interface that will be created

<! ELEMENT resourcekey ((resourcekey|val ue)*)>
<! ATTLI ST resour cekey

code CDATA #REQUI RED
public (true|fal se) #l MPLI ED
>
<I--
Property Val ue
locale...............: The locale
S

<! ELEMENT val ue (#PCDATA) >
<! ATTLI ST val ue

| ocal e CDATA #REQUI RED
>
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2.3 The environment

The environment sets up a hierarchical name space with objects like fonts, colors and simple properties
(key value pairs). Each element within the name space can be adresses by a unique path.

The following examples defines a font:

<resource-factory version="1.1">
<envi ronnent >
<definitions code="list" nane="Buttons">
<definitions code="font" nane="Font |ist">
<font code="nyFont"
fam | y="Hel veti caNeue LT 57 Cn"
styl e="bol d"
size="12"/>
</ definitions>
</definitions>
</ envi r onnent >
</resource-factory>

2.3.1 Path name

The font can then be used like:

${list.font.myFont} - ,HelveticaNeue LT 57 Cn*

Also the single properties can be used if the property Name is specified like:
${list.font.myFont.family} - ,HelveticaNeue LT 57 Cn*
${list.font.myFont.style} - ,bold”

${list.font.myFont.size} > ,12"

2.3.2 Expressions

The ${} macro allows to specify expressions like:

${(int) list.font. myFont.size * 2} > 24 (as Integer!)
${(list.font.myFont.size == ,12“) ? ,14“: A7} > 14"

The following syntax can be used:

t ype_nane
: "char'

| “string"

| "int"

[ "long"

| "doubl e"

| "bool ean"

idetifier
. | DENTI FI ER

unary_oper at or
e e O

primary_expr
. | DENTI FI ER
| LI TERAL
| (" expr_list ')’

post fi x_expr
: prinmary_expr
i mpl enent ed
| postfix_expr '( )!
| postfix_expr '(' expr_list ')’

unary_expr

. postfix_expr
| unary_operator cast_expr
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cast _expr
unary_expr
| '"(' type_nane ')' cast_expr

mul tiplicative_expr
cast _expr

| multiplicative expr '*' cast_expr

| multiplicative_expr '/' cast_expr

| multiplicative expr '% cast_expr

addi tive_expr
mul tiplicative_expr
| additive expr "+ mltip

| additive_expr '-' multip

l'icative_expr
l'icative_expr

shi ft_expr
: additive_expr

| shift_expr LEFT_OP additive_expr

| shift _expr RIGHT_OP additive expr

rel ati onal _expr
shi ft_expr
| relational _expr '<' shift_expr
| relational _expr '>" shift_expr
| relational _expr LE OP shift_expr
| relational _expr GE_OP shift_expr

equal ity _expr
. rel ational _expr
| equality_expr EQ OP rel ational _expr
| equality expr NE OP rel ational expr

and_expr
equal ity _expr
| and_expr '& equality_expr

excl usi ve_or _expr
and_expr
| exclusive_or_expr '~ and_expr

i nl usi ve_or _expr
excl usi ve_or _expr
| inlusive or_expr '|' exclusive or_expr

| ogi cal _and_expr
i ncl usi ve_or _expr
| 1 ogical _and_expr AND _OP i ncl usi ve_or_expr

| ogi cal _or _expr
| ogi cal _and_expr
| logical _or_expr OR OP | ogical _and_expr

condi ti onal _expr
| ogi cal _or_expr
| logical _or_expr '?'" expr_list

condi ti onal _expr

expr _|list
: condi tional _expr

| expr_list '," conditional _expr

const ant _expr
condi ti onal _expr
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2.3.3 Default identifier

The following default identifier exist:

build.factory Version of the ResourceFactory
build.dir Name of the build directory
build.file Name of the xml file

build.date The current date

painter The selected painter
painter.name User frindly name for the painter
user.name User name

To access Java System Environments variables use System.getProperties () .
You can use the identifiers to generate a head section for the template files.

Template example:

/ *
** TH'S FILE | S GENERATED W TH
** THE CC- RESOURCEFACTORY TOCL.

* %

** USER. ..........: ${user.nane}

** PAINTER .......: ${painter}

** BU LD FACTORY. .: ${build.factory}
** BUILD-DATE. ....: ${build.date}
** BUI LD- DI RECTORY: ${build.dir}

** BUILD-FILE.....: ${build.file}

* *

** DO NOT MODI FY!

* *

*/

Output:

/ *
** THI'S FILE | S GENERATED W TH
** THE CC- RESOURCEFACTCRY TOOL.

* *

** USER. ..........: P001001

** PAINTER. .......: def

** BUl LD FACTORY. .: v1.4.040

** BU LD-DATE.....: Sun Cct 24 18:39:26 CEST 2004

** BUI LD- DI RECTORY: C:\eclipse\workspace\cc-framework

** BULDFILE.....: C\eclipse\workspace\cc-franmework\buil d\resources\resources. xm

* %

** DO NOT MODI FY!

* %

*/
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2.4 Elemente der Ressourcen XML Datei

2.4.1 <environment> Element

Defines an environment section within the resource definition. The environment can be split into several xml
files.

2.4.2 <property> Element

Defines a key/values pair. A value can be stored under the key and referenced later. Properties are
currently used for the global definition of color values. A property is accessed with the following syntax:
${propertyname}. Properties can also be used within character strings.

Attribut Description
name Name of the properties
value Value

2.4.3 <definitions> Element

The <definitions> element serves for the grouping and especially for the construction of a hierarchical key.
The element can be nested at will.

Attribut Description
code Part of the keyTeil
name Display name as in the StyleBook

A key is formed across the declaration hierarchy. Example:

<property nane="col 13" val ue="#c7003c"/ >

<definitions code="error" nanme="Forns: Error forni>
<definitions code="col or" nane="Col ort abl e">
<col or code="bg. header" nanme="Background caption" value="${col 13}"/>

Generates the key: error.color.bg.header and assigns to it the color value #c7003c.

Alternative depiction variants:

A) With one group:

<definitions code="error.color" nane="Col ortabl e">
<col or code="bg. header" name="Background caption"” val ue="${col 13}"/>

B) Without a group:

<col or code="error.col or. bg. header" nanme="Background caption" value="${col 13}"/>

The keys that have already been defined are required during the generation of the StyleSheets. The
StyleSheets are generated with the help of a template file, in which a reference is made to the key. During
the generation of the StyleSheet, the key is replaced by the color value assigned to it. Using this
mechanism, the existing templates can be expanded if required, or enhanced with new templates.

Remark: The grouping is used to influence the construction of the StyleBook. If the grouping that is offered
by default is changed, the structure in the generated HTML file also changes.
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2.4.4 <color> Element

The <font> element is used to define a color value.

Attribut Description

code Unique identifier

name display name

value value for the color. The color name or a hex value #RRGGBB
Example:

<col or code="bg. field" nane="Background field" val ue="${col 18}"/>

2.4.5 <font> Element

The <font> element is used to define the font family and the font size with which the buttons are to be
generated.

Attribut Description
family Font family
style Font style:

- plain

- italic

- bold

- bolditalic
size Font size (points)
Example:

<font fam |y="Hel veticaNeue LT 57 Cn" style="bold" size="12"/>

2.4.6 <resources> Element

The <resources> element is used for the logical grouping of resources in directories.

Attribut Description

destdir Relative directory in which the resources are to be saved. The main directory will be
specified in the file build.properties.

overwrite Overwrite existing files

The Resource element can be nested to any desired depth, with the directory names being appended to
one another across the declaration hierarchy. In this manner, it is possible to depict any desired directory
structure for storage of the resources.

<resources destdir="i mages/ buttons">

<resour ces destdir="de">
</ resources>

<resources destdir="en">
</ resources>

</ resources>
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Directory: images/buttons/de
images/buttons/en

2.4.7 <stylebook> Element

Generates an HTML file with all the color values for the Painter. The file is saved in the sub-directory
specified in the <resource> element.

Attribut Description

destdir Relative directory in which the resources are to be saved. The main directory will be
specified in the file build.properties.

name Name of the file to be generated

title Title of the Stylebooks

overwrite Overwrite existing files

generate Specifies if the element should be generated

2.4.8 <textfile> Element

Is used for the specification of a file to be generated.

A template file is a simple text file which uses some ${} macros to access definitions whin the
environement.

Example for a template file:

.nmystylel {
font-wei ght: bold;
background- col or: ${panel . col or. bg. header};
paddi ng- bottom 2px;
border-top: 1px solid ${panel.col or.border. header};
border-bottom 1px solid ${panel.col or. border. header};
col or: ${panel .col or.text.header};

}
.nmystyle2 {
font-famly: ${panel.font};
font-size: ${(int) panel.font.size + 2}pt;
background- col or: ${panel . col or. bg. body};
border: 2px solid ${panel.col or.border.body};
}
Attribut Description
destdir Relative directory in which the resources are to be saved. The main directory will be
specified in the file build.properties.
name Name of the file to be generated
template The template to be used for the generation of the file. In the case of a StyleSheet, the
color values are used in the templates for the keys defined above.
overwrite Overwrite existing files
generate Specifies if the element should be generated
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2.4.9 <button> Element

Defines a button resource.

Attribut Meaning

name Name of the image under which the button is generated. Buttons always start with the
string btn and have a number at the end that shows the state of the button. The
following apply:
1 = Active btnExecute1.gif
2 = Inactiv btnExecute2.gif

3 = Actively selected

4 = Pressed

btnExecute3.gif

bl

btnExecute4.gif

The “btn” prefix and the status number are not, however, specified in the name-
attribute. Thus, the following setting is sufficient for the example shown:

name="Execute”

label Label of the button
overwrite Overwrite existing files
generate Specifies if the element should be generated

The button painter needs informations about the font and the colors. Therefore the following keys will be

used.

Keys used by the Def Button painter:

Key Definition type | Description

button.font.face <font> Font used for the label

button.color.border <color> Border color

button.color.bg <color> Background color

button.color.text.active <color> Color used by the active state for the label
button.color.text.inactive <color> Color used by the inactive state for the label
button.color.state.active <color> Color for the image which indicates the active state I
button.color.state.inactive | <color> Color for the image which indicates the inactive state C
button.color.state.hover <color> Color for the image which indicates the hover state £
button.color.state.down <color> Color for the image which indicates the pressed state C
Keys used by the Def2 Button painter:

Key Definition type | Description

button.font.face <font> Font used for the label

button.color.border <color> Border color

button.color.border.inactive | <color> Inactiv border color

button.color.bg <color> Background color

button.color.text.active <color> Color used by the active state for the label
button.color.text.inactive <color> Color used by the inactive state for the label
button.color.state.active <color> Color for the image which indicates the active state
button.color.state.inactive <color> Color for the image which indicates the inactive state
button.color.state.hover <color> Color for the image which indicates the hover state

Description of the Resources to
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button.color.state.down <color> Color for the image which indicates the pressed state
button.color.pattern.active | <color> Color for the pattern which isused by the active state
button.color.pattern.inactive | <color> Color for the pattern which isused by the inactive state
button.color.pattern.hover | <color> Color for the pattern which isused by the hover state
button.color.pattern.down <color> Color for the pattern which isused by the pressed state

2.4.10 <menu> Element

Defines a menu resource.

Attribut Description

destdir Relative directory in which the resources are to be saved. The main directory will be
specified in the file build.properties.

name Name of the image under which the menu button is generated. Menu buttons always
start with the string btn and have a number at the end that shows the state of the menu
button. The following apply:
1 = Active btnLogout1.gif
2 = Inactiv m btnLogout2.gif
3 = Active Hover m btnLogout3.gif
5 = Actively selected btnLogout5.gif
6 = Actively selected Effekt m btnLogout6.gif
The “btn” prefix and the status number are not, however, specified in the name-
attribute. Thus, the following setting is sufficient for the example shown:
name=“Lgout"

label Label of the button

overwrite Overwrite existing files

generate Specifies if the element should be generated

The menu painter needs informations about the font and the colors. Therefore the following keys will be

used.

Keys for the Def MenU painter:

Key Definition type | Description

menu.font.face <font> Font used for the menu caption
menu.color.bg <color> Background color

menu.color.text.active <color> Color used by the active state for the label
menu.color.text.inactive <color> Color used by the inactive state for the label
menu.color.glow <color> Color used by the glow effect
menu.color.shadow <color> Color used by the shadow

menu.shadow.x Int-property X-offset for the shadow

menu.shadow.y Int-property Y-offset for the shadow

menu.backlit.radius Int-property Radius backlighting

Description of the Resources to be Generated
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Keys for the Def2 Menu painter::
Key Definition type | Description
menu.font.face <font> Font used for the menu caption
menu.color.bg <color> Background color
menu.color.text.active <color> Color used by the active state for the label
menu.color.text.inactive <color> Color used by the inactive state for the label
menu.color.glow <color> Color used by the glow effect
menu.color.shadow <color> Color used by the shadow
menu.shadow.x Int-property X-offset for the shadow
menu.shadow.y Int-property Y-offset for the shadow
menu.backlit.radius Int-property Radius backlighting

2.4.11 <bundle> Element

The <bundle> element is used for the definition of localized PropertyResource Bundles.

Attribut Description

destdir Relative directory in which the resources are to be saved. The main directory will be
specified in the file build.properties.

package Name of the java package in which the resources (*.properties files) are to be saved.

name Name of the resource bundle

defaultlocale

Specifies the default locale. For the default locale also a *.propertiesfile is generated
without the locale suffix.

overwrite

Overwrite existing files

generate

Specifies if the element should be generated

The <bundle> element generates:

Localized <package>\<name>_<locale>.properties files.

For the default

locale an additional <package>\<name>.properties file

A java interface class named <package>.<name>.java which incudes all keys used within the
Property Resource Bundle

Example:

<resource-factory version="1.2">
<resources destdir="source">

<bundl e

package='

"comcc. bull etin" name="Applicati onResources" defaul tlocal e="en">

<resour cekey code="errors">
<resour cekey code="required">

<val ue | ocal e="de" >Ei ngabe erwarted i n Fel d:
<val ue | ocal e="en">{0}

{0} </ val ue>
is required. </val ue>

</ resour cekey>

<resour cekey code="invalid.retype">
<val ue | ocal e="de">Ungil ti ge Kennwort W eder hol ung</val ue>
<val ue | ocal e="en">password retype does not nmatch</val ue>
</ resour cekey>
</ resour cekey>

<r esour cekey code="user"

public="fal se">

<resour cekey code="1list">
<resour cekey code="caption">

Description of the Resources to be Generated
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<val ue | ocal e="en">User s</ val ue>
</ resour cekey>

<resour cekey code="enpty">
<val ue | ocal e="de">Es i st kei ne Benutzer vorhanden</val ue>
<val ue | ocal e="en">no usersavai | abl e</ val ue>

</ resour cekey>

<resour cekey code="rating">
<val ue | ocal e="de" >Beurtei |l ung</val ue>
<val ue | ocal e="en">Rati ng</ val ue>
</ resour cekey>
</ resour cekey>
</ resour cekey>
</ resour cekey>
</ resour cekey>
</resource-factory>

2.4.12 <resourcekey> Element

Generates a segment of a resource key in a resource bundel. This element can be nested.

Attribut Description

code Key segment.

public Specifies if this key should be added to the java interface class which includes all
resource keys.

2.4.13 <value> Element

Generates a property value. The <value> element must be embedded in the <resourcekey> element. See
example above.

Attribut Description

locale The locale used for the value
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3 Starting the build process

3.1 Requirements

To use the ResourceFactory tool, the shipped jar files must be added to the classpath

e cc-resfactory-1.4.055.jar The ResourceFactory.
o glf.jar The graphics layer framework from SUN, which is used to generate
complex images.

If the ant tasks should be used also the following jar is needed:
e ant.jar The Apache Ant Build System

3.2 Using the comand line

The generating of resources is started by calling the batch file build.bat.

3.3 Using the ant tasks

The ResourceFactory Tool provides several Ant (http://ant.apache.org) tasks, which can be used within
your own build file. So the generation of the resources can be integrated in the build process of the
application.

3.3.1 Setting the build properties

The file build.properties serves to determine the following settings:

Variable Description
build.home Specifies the directory in which the resources are stored.
build.src Name of the file that defines the resources to be generated.

Here, the expression ${basedir} specifies the directory in which the
ResourceFactory Tool has been installed or unpacked.

Example:

# Output Directory
build.home=c:/ build/java

# Source file with the defined resources
build.src=${basedir}/build/resource-test.xml

Figure 3: The build.properties file

3.3.2 <fontlist> Task

3.3.2.1 Description

The <fontlist> task shows the fonts installed on the system.
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3.3.2.2 Requirements

This task must be registered by the <taskdef> tag:
<taskdef name="resourcefactory" classname="com.cc.resourcefactory.ant.FontListTask"/>

3.3.2.3 Attribute

keine

3.3.2.4 Example

<target nane="fontlist" description="Shows all available fonts">

<t askdef

name="fontlist"
cl assnanme="com cc. r esour cef act ory. ant . Font Li st Task"/ >

<fontlist/>

</target>

3.3.3 <resourcefactory> Task

3.3.3.1 Description

3.3.3.2 Requirements

This task must be registered by the <taskdef> tag:
<taskdef name="resourcefactory" classname="com.cc.resourcefactory.ant.FontListTask"/>

3.3.3.3 Attribute

Attribut Description Required
destdir Specifies the directory in which the resources are|Yes
stored.
srcfile Specifies the Ressourcen XML file Yes
To specify several resource files the <fileset> can be |© <fileset>
used. The <fileset> can be nested.
severity The ResourceFactory Tool checks the consistency of | No
tsr;:-:‘o L)J(lrglbf!%sié;;lsezttnbute specifies which informations | peauit: question
Possible values:
e none
e question
¢ information
e warning
e error
o fatal
generate Specifies if the resource should be generated No
Possible values: Defaul: true
o true
o false
painter The painter which should be used to generate the|Yes

Starting the build process
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resources. Possible values:
o def
e def2

3.3.3.4 Example

<target nane="buil d-res"

<t askdef

nane="r esour cef act or y"

description="Creates the resources">

cl assnanme="com cc. resour cef act ory. ant . Resour ceFact or yTask"/ >

<resourcefactory

destdir="${buil d. hone}"
pai nt er ="def"
generate="true">

<fileset dir="${basedir}/deno/input">
<i ncl ude nane="**/*_xm"/>
<excl ude nanme="**/*-def2.xm "/ >
</fil eset>

<fileset dir="${basedir}/denn/test">
<i nclude name="**/*.xm"/>
<excl ude nane="**/*-def2.xm"/>
</fileset>

</ resourcef act ory>

</target>

3.3.4 <version> Task

3.3.4.1 Description

The <version> task generates the java class which holds the version informations for the application.

3.3.4.2 Requirements

This task must be registered by the <taskdef> tag:
<taskdef name="resourcefactory" classname="com.cc.resourcefactory.ant.FontListTask"/>

3.3.4.3 Attribute

Attribut Description Required

destdir Specifies the directory in which the resources are|Yes
stored.

packagename packagename for the java class Yes

classname The class name for the java versions class Yes

majorversion

Majorversion

minorversion

Minorversion

buildnumber

Buildnummer

productname

Productname

productextension | Extension to the product name

systemtype

Systemtype
Valid attributes:
e production

Starting the build process
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e test
e debug
e develop
e demo
vendor Vendor
vendorsite Vendor Website

3.3.4.4 Example

<t arget nane="creat eVersion" description="creates the version class">

<t askdef
name="ver si on" )
cl assnanme="com cc. resour cef act ory. ant. Versi onTask"/ >

<version

destdir="${build.src}"
packagenane="com el ster. m s"
cl assname="\Ver si on"
maj orver si on="${ proj ect. ngj or}"
m nor ver si on="${ proj ect.m nor}"
bui | dnunber =" ${ proj ect . bui | d}"
product nane="${ pr oj ect . nane} "
product ext ensi on="for | 2ee"
syst ent ype="pr oducti on”
vendor =" SCC | nf or mat i onssyst enme GrbH'
vendor si t e="www. scc- gnbh. cont'/ >

</target>

Starting the build process
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4 QOutputting the available Fonts

The fonts installed on the system can be output on the screen by calling the batch file fontlist.bat. The font
families listed can be used for labeling buttons.

<l-- Define the environnent for the "def"-Painter -->
<envi ronnment pai nter="def">
<but t ons>

<font fam|y="HelveticaNeue LT 57 Cn" style="bol d" size="12"/>
</ butt ons>
</ envi ronnent >

Outputting the available Fonts 24
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S  Support

We would be happy to be of service if you have any questions or problems. Please use our Service Form
on our homepage for your queries. We shall endeavor to answer your queries as quickly as possible

Support 25
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