' - GoLive™ 5.0
A\ Extend Script SDK
Adobe Programmer’s Guide

SDK Version 1.0
For Adobe® GoLive Version 5.0

ADOBE SYSTEMS INCORPORATED
Corporate Headquarters

345 Park Avenue

San Jose, CA 95110-2704

(408) 536-6000

Draft 1.0b7 « July 7, 2000



Copyright 2000 Adobe Systems Incorporated. All rights reserved.
Adobé® GoLive™ 5.0 Extend Script Programmer’s Guide for Wind®aad Mac OS.

This manual, as well as the software described in it, is furnished under license and may be used or copied only in agbcttuaterens of such
license. The content of this manual is furnished for informational use only, is subject to change without notice, and &ieoctehstoued as a
commitment by Adobe Systems Incorporated. Adobe Systems Incorporated assumes no responsibility or liability for anp@coonsoies that
may appear in this documentation. Except as permitted by such license, no part of this publication may be reproducesirstoesdlisystem,
or transmitted, in any form or by any means, electronic, mechanical, recording, or otherwise, without the prior writtéarpefidsbe Systems
Incorporated.

Please remember that existing artwork or images that you may want to include in your project may be protected undeawopimight |
unauthorized incorporation of such material into your new work could be a violation of the rights of the copyright owedreRlegsto obtain
any permission required from the copyright owner.

Any references to company names in sample templates are for demonstration purposes only and are not intended to refak dogamyzation.

Adobe, the Adobe logo, Acrobat, the Acrobat logo, and GoLive are either registered trademenarks or trademarks of AdobeSysiesmtsd
in the United States and other countries.

Macintosh and Mac are trademarks of Apple Computer, Inc., registered in the United States and other countries. Microgsftavdntiandows
NT are either registered trademarks or trademarks of Microsoft Corporation in the United States and other countriesradléotheks are the
property of their respective owners.

Adobe Systems Incorporated, 345 Park Avenue, San Jose, California 95110, USA.

Notice to U.S. government end users. The software and documentation are “commercial items,” as that term is defined. #4802 ,F.R
consisting of “commercial computer software” and “commercial computer software documentation,” as such terms are use®ir§43.212
or 48 C.F.R. 8227.7202, as applicable. Consistent with 48 C.F.R. §12.212 or 48 C.F.R. §§227.7202-1 through 227.7202ablastaepli
commercial computer software and commercial computer software documentation are being licensed to U.S. government endlysess (A)
commercial items and (B) with only those rights as are granted to all other end users pursuant to the terms and cdioditiongts=Adobe
standard commercial agreement for this software. Unpublished rights reserved under the copyright laws of the United States.

Version History

Date Draft # Comments
07 July 00 1.0b7 first public beta draft

2 GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Contents

Welcome . . . . . . . . . L. e e e e AT
About The GoLive Extend Script SDK . . . . . . . . . . . . . . . .. . ... ... 17
Compatibility Information. . . . . . . . . . . L 17
About ThisBook . . . . . . . . . e 18

Who Should Read ThisBook . . . . . . . . . . .. ... . . .. ... ... . .... 18
HowToUseThisBook. . . . . . . . . . . . . . . 18
Document Conventions . . . . . . . . . . .. e 20

PART I: Programmer’s Guide

Chapter 1 Getting Started. . . . . . . . . . ... ... .. ... .. 23
Contents of the GoLive Extend Script SDK . . . . . . . . . . . . ... ... 23
The ReadMe.htmlFile. . . . . . . . . . . . .0 . . . . e 23
The Samples Folder. . . . . . . . . . . . . 24
The GoLive SDK Documentation Folder . . . . . . . . . . ... ... .. ...... 25
Installing the GoLive Extend Script SDK. . . . . . . . . o .ot e e 25
Installing Adobe GoLive . . . . . . . . . . L 25
Installing the SDK Sample Code and Documentation. . . . . . . ... ... ... .. 25
Enabling the Extend Script Module . . . . . . . . . . . . ... ... .. .. ... 26
Installing the Sample Extensions . . . . . . . . . . . . . .. . .. ... . 27
Configuring GoLive for Extend Script Development. . . . . . . . ... ... .. ... 29
Enabling the JavaScript Shellpalette . . . . . . . . .. .. ... ... ... ..... 30
Examining the Sample Extensions. . . . . . . . . . . . ..o oo 31
Extensions to the SpecialMenu. . . . . . . . ... . L o 31
Custom MeNnUS. . . . . . . . . e e 31
Custom Palette Tabs and Custom Palette Items. . . . . . . . . . ... .. ... ... 32
Executing JavaScript Code in the GoLive Environment . . . . . . . . . .. .. ... ... 33
Setting the JavaScript Timeout . . . . . . . . . . . .. ... 33
Accessing Page Elements From JavaScript . . . . . . . . . . .. oo 33
JavaScript Objects in the GoLive ObjectModel . . . . . . . . . ... ... ... ... 34
Name Property and Name Attribute . . . . . . . . . . . . . .. ... ... ...... 35
JavaScript Object Arrays . . . . . . . . e e e e e 35

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Comparing Objects . . . . . . . . . . . e e e 36
Anatomy of an Extend Script Extension . . . . . . . ... Lo Lo o o 37
Creating An Extend Script ExtensionModule . . . . . . . . . .. . ... ... ... ... 38

Creating the Extension Folder . . . . . . . . . . . . . . . .. ... ... . . ..... 38

Creating the Main.html File . . . . . . . . . . . .. .. .. .. ... ... . ..... 38
Adding SDK Tags and JavaScript Functions to the Module . . . . . . . . . ... ... .. 39

Chapter 2 Menus. . . . . . . . . . ... s

CustomMeNUS . . . . . . . . L e e e 41
OVEIVIEBW . . . . . . o o e e e 42
Addingthe MenuBarTag . . . . . . . . . . . o o i 42
Definingthe Menu . . . . . . . . . . . 42
Defining Menu ltems. . . . . . . . . . . . e e 43
Implementing the menuSignal Function . . . . . . . . .. ... ... .. ....... 44

Assigning Keyboard Shortcuts To Menu ltems. . . . . . . . . . . .. .. ... ... ... 45

Multiple Custom MeNUS . . . . . .0 . o e e e e e e e e e 47

Submenus . . ... L L L e e a7

Setting A Menu Item’s Checked State Explicitly . . . . . . .. . ... ... ... ..... 48

Setting a Menu Item’s Enabled State Explicitly. . . .. . . . . ... ... .00 48

Setting The State of A Menu Item Automatically . . . . . . . . . ... ... ... ..... 49

Adding ltems to the Special Menu . . . . . . . . . . 0L e 51

Chapter 3 Dialogs and Palettes . . . . . . . . . .. ... .. ... .53

Modal DialogWindows . . . . . . . . . . e 53
Defining the Modal Dialog Window . . . . . . . . . . . . ... .. ... ... ... 54
Defining Dialog Content . . . . . . . . . . . . . 55
Displayingthe Dialog . . . . . . . . . . . . . . . . . 59

Implementing the controlSignal Function . . . . . . . .. .. ... ... ... ... 60

Floating Palettes . . . . . . . . . . . . . e e 61

Using the Dialog Editor Extension . . . . . . . . . . . . . . . .. ... ... ... ... 63

Chapter 4 CustomElements . . . . . . . . . ... ... .. .....67

OVEIVIEW . . . o o e e e e e e e e e e e 67
Tags For Creating Custom Elements . . . . . . . . . . .. .. ... ... ...... 67
Custom Box Event-Handling Functions . . . . . . . . . . . ... ... ... .. ... 68
Development Overview . . . . . . . . . . . e 68

Defining ACustom HTML Tag . . . . . . . . . o 0 o e e e e s e e 69

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Defining the Custom Tag'’s Palette Icon and HTML Content. . . . . . . . . ... ... .. 70

Installing A Custom Entry In the Objects Palette . . . . . . . . . ... ... ....... 72
Adding Palette Entriesto a Built-inTab . . . . . .. . ... ... ... 0L 73
Adding Palette Entriestoa CustomTab. . . . . . . . . . . . ... .. ... . ... . 74

Basic CuStom BOXES. . . . . . . . . o e e 74
Initializing the Custom BoX . . . . . . . . . . . . 75
Displaying the Custom Box . . . . . . . . . . . . . 75
Inspecting the Custom Element . . . . . . . . . .. .. oL 78

Resizing Custom BOXeS . . . . . . . . . . e e 82
Built-In Undo Support . . . . . . . . 82

Drawing Custom Controls . . . . . . . . . . . . . e e 83
Updating A Control's Appearance Immediately . . . . . . .. ... ... ....... 83

Redefining Existing Tags. . . . . . . .« . . . 0 o o e 83

Chapter 5 Manipulating Document Objects. . . . . . . . . .. . .. 85

The Markup Tre€. . . . . . o ot it e e e s e e e e e e e e 85
JavaScript Accesstothe MarkupTree. . . . . . . . . . . . ... .o 87
Selections . . . . L e 88
Retrieving the Current Selection. . . . .. . . . . . . . .. . ... ... ... ..., 89
Setting the Current Selection . . . . . . . . . . . . .. Lo 90
Manipulating Elements Programmatically . . . . .. . . .. . .. ... 00 e 920
Supporting the Undo and Redo Commands. . . . . . . . . . . ... ... .. ...... 95
Creatingthe Undo Object . . . . . . . . . . . . . . . 95
Initializing the Undo Object . . . . . . . . . . . . . . . . ... . .. 96
Implementing the undoSignal Function . . . . . . . . . . ... ... ......... 97
Accessing the Document History . . . . . . . . . . . ... e 98

Chapter 6 Files . . . . . . . . . . .99

Creatinga File Object . . . . . . . . . . . e 99
Built-in Access to Commonly-Used Folders. . . . . . . . . . ... ... ....... 99
Creating A File Object Explicitly . . . . . . . . . . . . . . . .. ... .. ... ..., 100

Testing For the Presence ofa FileorFolder. . . . . . . . . .. ... ... ... ..... 100

Determining What the File Object Represents. . . . . . . . . . . . . . .. ... ..... 100

Creating A Folder Programmatically . . . . . . . . . . . . . ... oo 101

Retrieving Files Programmatically . . . . . . . . . . . . . . . ... ... ... ..., 101

Retrieving A File’s Location . . . . . . . . . . . . e 101

Moving Filesand Folders . . . . . . . . . . . .. 101

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Copying Filesand Folders . . . . . . . . . . . . . . .. .. 102
Uploading Files To Remote Volumes. . . . . . . . . . . . . . . . ... ... ...... 102

Chapter 7 Additional Topics . . . . . . . . . . .. ... .. .. ..103

Working With Pictures . . . . . . . . . . . 103
Creating Pictures. . . . . . . . . . . . e e 103
Deleting Pictures. . . . . . . . . . 103

Releasing Saved JavaScript References. . . . . . . . . . . . ... ... ... 0. 103

TimedTasks . . . . . . . . e 104

PersistentData. . . . . . . . . . . .. 104

Progress Bars . . . . . . . . e e 105

Localization. . . . . . . . . e 106

Chapter 8 Debugging. . . . . . . . . . . . . . . ... .. .. .. 109

Integrated JavaScript Source Debugger . . . . . . . ..o 109
Enabling The Integrated Debugger and Other Debug Services . . . . . . .. . . .. 109
Script Debugger Window. . . . . . . ... 109
Setting Breakpoints . . . . . . . .. e e e e e e e 112
Script Breakpoints Window . . . . . . . .. ... 113

Debugger Object (B) . . . . .« o e 114

JavaScript Shell Palette . . . .. . . . . . e e e 115

PART II: Reference

Chapter 9 Tags. . . . . . . . . . . .. ... ... 119

Modules . . . . . e e e 119
jsxmodule . . . . L e e e 119
Locales. . . . . . . e 120
jsxlocale . . . . .o 120
Dialogs . . . . . . e e 120
jsxdialog . . . . .o e 121
jsxpalette. . . . . . 121
jsxcontrol. . . .o L e e 122
Palette Items and ForeignTags . . . . . . . . . . . . e e e e 124
jsxpalettegroup. . . . . . .. L 125
jsxpalettentry. . . . . . . L 126

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



jsxelement . . . . . L e e e 126
JSXINSPECIOr . . . . . . o e e e e e 128
Custom Element Example. . . . . . . . . . . 128
Menus . . . . . L e 130
jsXxmenubar ... . L e e e e 131
JSXMENU . . . . e e e e e e e e e 131
JSXIteM . . L e 131

Chapter 10 Objects. . . . . . . . . . . . . . . . . .. ... ... ..133

Global Properties and Functions. . . . . . . . . . . . . . . . e 133
Global Properties . . . . . . . . . . e 133
Global Functions. . . . . . . . . . . e e e 134
WHEE . . o o o e e 135

GlobalPrefs Object. . . . . . . . . . . . . . e 138

PrefsObject . . . . . . . . o0 o e e e e 138

Application Object . . . . . . . . . . e 138
Application Object Properties . . . . . . . . o . . . . . e 138
Application Object Functions . . . . .. . . . . .. . . 140

Document ObjeCt . . . . . . . . . . e e e e e 141
Document Object Properties .. . . . . . . . . . . . e e e 141
Document Object Functions. . . . . . . . . . . . . . . .. e 142

Module Object . . . . . . . . . 143
Module Object Properties . . . . . . . . . . . . . e 143
Module Object Functions . . . . . . . . . . . . . . e 143

Link Object. . . . . . . . . . e 144
Link Object Properties. . . . . . . . . . . . o e 144
Link Object Functions . . . . . . . . . . . . . . e e 144

Box Object . . . . . . . . e 145
Box Object Properties . . . . . . . . . . . . e 145
Box Object Functions . . . . . . . . . . .. 146

Collection Object. . . . . . . . . . . . e e 147
Collection Object Properties. . . . . . . . . . . . . 147
Collection Functions. . . . . . . . . . . . e 147

Picture Object . . . . . . . . . e e 147
Picture Object Properties . . . . . . . . . . . . . e 147
Picture Object Functions . . . . . . . . . . . . 147

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Control Object . . . . . . . . . e e 148
Control Object Properties . . . . . . . . . . . e e 148
Control Object Functions. . . . . . . . . . . . . . . . . e 149

Dialog Object. . . . . . . . . e 150
Dialog Object Properties. . . . . . . . . . . . . . e 150
Dialog Object Functions . . . . . . . . . . . . . . . . . e 150

Draw Object . . . . . . . . . e e e 151
Draw Object Properties . . . . . . . . . . . e 151
Draw Object Functions. . . . . . . . . . . . . . . . e 151

Markup Object . . . . . . . . . e e 152
Markup Object Properties . . . . . . . . . . . . . 153
Markup Object Functions . . . . . . . . . . . . . e 153

Menu Object . . . . . . . . e e 154
Menu Object Properties . . . . . . . . . . . . . .o 154
Menu Object Functions . . . . . . . . . . . . . e 154

Menultem Object. . . . . . . . . . . e e e 155
Menultem Object Properties. . ... . . . .. . . . 0 o e 155
Menultem Object Functions . . . . . . . . .. . . . .. .. 155

Selection Object . . . . . . . . . e 156
Selection Object Properties . . . . . . . . . . . . . e 156
Selection Object Functions . . . . . . . . . .o o s 156

Undo Object . . . . . . . . e e 157
Global Undo Functions. . . . . . . . . . . e 157
Undo Object Properties . . . . . . . . . . . e e 157
Undo Object Functions. . . . . . . . . . . . . . . . e 158

History Object . . . . . . . . . e 158
History Object Properties . . . . . . . . . . . . . . . 158

SiteReference Object. . . . . . . . . . . . 159
SiteReference Object Properties. . . . . . . . . . . . ... L 159
SiteReference Object Functions . . . . . . . . . . . . . . . . o 160

SiteCollection Object. . . . . . . . . . . . e e 161
Site Collection Object Properties . . . . . . . . . . . . . . . . .. ... .. ..., 161
Site Collection Object Functions. . . . . . . . . . . . . . ... ... . ... 161

File Object . . . . . . . . . e e e 162
File Object Properties . . . . . . . . . . . . . . e 162
File Object Functions . . . . . . . . . . . . e 163

$ Object (Debugger Object) . . . . . . . . . . . . . 165

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



$Object Properties . . . . . . . . e 165
$Object Functions. . . . . . . . . e 166

Chapter 11 Event-Handling Functions . . . . . . . . . . . . . . . . .1l67

Global Functions. . . . . . . . . . . L e e 167
initializeModule . . . . . .. L 167
terminateModule. . . . . .. L 167

CustomBoxes . . . . . . . e e 167
parseBOX. . . . . .. L e e e e e 167
drawBoX . . . . . e 168
boxResized . . . . . . . . 168
iNSpectBOX. . . . . . . . e 168

Controls . . . . . e e e 169
Custom Controls. . . . . . . . . . e 170

Chapter 12 C and C++ APIs For Use
In External Binary Libraries . . . . . . . . .. ... .. .171

CAPISYNOPSIS . . . . . . o e 172
CH+ APISYNOPSIS . . . . . o e e e e e e e e e 173
Data Types . . . . . . . . e 173
JSValue pointer . . .. . oL e 173
JSAValueType Scalar Types . . . . . . . . . . 0 e e 173
JSANativeMethod Type . . . . . . . . . . e e e e 174
JSADrawinfo Struct . . . . . . .. e 174
Initialization and Termination Functions . . . . . . . . . . . . . ... 175
JSA INITMACro. . . . . . . e e e e e 175
JSAMaAIN. . . . . e e e 175
JSARegisterFunction . . . . . ... L L e e e 176
JSAEXIt . . . e e e e 176
Accessor FUNCtions . . . . . . . . . L e e 177
JSAGetValueType . . . . . . . . e e e e 177
JSAValueTolnt . . . . . . . . e e e 178
JSAValueToBool . . . . . . . . . . . e 178
JSAVAlUETOSENNG . . . . . . . o e e e e 179
JSAValueToDouble . . . . . . . . . . e 179
JSAIntToValue . . . . . . . . e 179

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



JSABoolToValue . . . . . . . . 180
JSAStringToValue . . . . . . . . . e 180
JSADoubleToValue. . . . . . . . . . 180
JSAUndefinedToValue . . . . . . . . . . . . . .. 181
JSASetError . . . . e 181
JSAEval . . . . e 181

PART IIl: Appendixes

Appendix A Using External Libraries . . . . . . . . . . . ... ... 185

Benefits of External Libraries. . . . . . . . . . . . ... 185
External JavaScript Libraries. . . . . . . . . . . . 186
Implementing A JavaScript Library . . . . . . .. ... ... 000 186
Installing An External JavaScript Library. . . . . . . . . ... ... ... .. ..., 186
Calling JavaScript Library Functions. . . . . . oo . . . . .00 187
Implementing External Binary Libraries . . . ... . . . . . ... ... ... .. ..., 187
Including C Libraries. . . . . . . . . . . . e e 187
Initializing the JavaScript Engine. . . . . . .. . . . . ... e 188
Defining External Library Functions . . . . . . . . . . . . ... ... ... 189
Registering External Functions . . . . . .. . .. L oo e e e 192
Implementing Optional TerminationCode . . . . . . . . . . . . .. . ... ..... 192
Building An External Binary Library . . . . . . . .. ... oo 193
Installing An External Binary . . . . . . . . . ... 193
Calling C and C++ Library Functions From JavaScript. . . . . . . . . . ... ... ... 193
Measuring Performance . . . . . . . . . . L 194

Appendix B SortOrderTables . . . . . . . . . . .. ... ... ...195

Window Menu ltems . . . . . . . . e 195
Objects Palette Entries. . . . . . . . . . . . . . e 196

Glossary . . . . . . . . .o e e e s 199
Index . . . . . . . L e e e s 20!

10 GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Figure 1.1
Figure 1.2
Figure 1.3
Figure 1.4
Figure 1.5
Figure 1.6
Figure 1.7
Figure 1.8
Figure 1.9
Figure 2.1
Figure 2.2
Figure 2.3
Figure 2.4
Figure 2.5
Figure 3.1
Figure 3.2
Figure 3.3
Figure 3.4
Figure 3.5
Figure 3.6
Figure 3.7
Figure 3.8
Figure 4.1
Figure 4.2
Figure 4.3
Figure 5.1
Figure 5.2
Figure 7.1
Figure 7.2
Figure 8.1
Figure 8.2
Figure 8.3

List of Figures

Enabling the Extend Scriptmodule . . . . . . . ... ... ....... 26
Extend Scripts folder with SDK installed . . . . . . ... ... ...... 28
GolLive menu bar with SDKinstalled . . . . . . . . ... ... ... ... 28
JavaScript Shell palette . . . . . . . . ... ... ... ... .. 30
Markup Tree and Selections submenus of the Specialmenu . . . . . . . 31
SDKTestmenu . . . . . . . . . . e 31
Server Side Incluldes palette tab and paletteitems . . . . . .. ... .. 32
Dialog Editor palette tab and paletteitems . . . . . ... .. ... ... 32
Contents of the Custom Box sample extension . . .. ... ... ... .. 37
The Hello, GoLivelmenu . . . . . . . . . . .. ... ... .. ...... 42
Alerts displayed by the Helloexample . . . . .. . .. .. ... ... .. 44
Submenuwith its own submenu . . .. ..o oL L o0 a7
Enabled and disabled menuitems . . . . ... .. ... .. ....... 49
Custom items appended to the Specialmenu . . . . . . . ... ... .. 52
Positioning controls in dialog’s coordinate plane . . . . . . . .. ... .. 56
Type attribute specifies appearance and behavior of jsxcontrol object . . 57
Modeless dialog, floating window, or palette . . . . . . . . ... ... .. 61
SortorderinWindowmenu . . . . ... ..o 63
Choosing the Dialog Editor palette . . . . . . . . ... ... ... .... 64
Selecting layout grid activates its inspector window . . . . . . ... ... 64
Layout view of typical dialogcontent . . . . . . . ... .. ... ..... 65
Source Code window with dialog code highlighted . . . . . . ... ... 66
Display attribute of jsxpalettentry . . . . . . . . . . ... ... ... .. 70
Custom tab in Objects palette. . . . . . . . . . . .. ... ... ..... 72
Inspecting the Attributes of a Custom Element . . . . . . .. ... ... 78
HTML Outlineview . . . . . . . . . . . . s 86
Markup Tree window shows objects that contain current selection . . . . 86
ProgressBar . . . . . . . . . . 105
BusyBar . . . . . .. 105
Script Debugger window . . . . . . ... Lo 110
Script Breakpointswindow . . . . . . .. .. ... L. 113
JavaScript Shell Palette . . . . . . . . .. ... ... .. ... ..... 115

GoLive™ 5.0 Extend Script SDK Programmer’s Guide

11



12

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



List of Tables

Table 2.1 Translation of Modifier Keys to Alternate Platforms . . . . . . .. .. .. 46
Table 5.1 Identifiers for Document and markup objects . . . . . . ... ... ... 87
Table 7.1 Translationtableexample . . . . . . ... ... .. ... ... ..... 106
Table B.1 Codes used to sort Window menuitems . . . . . ... ... ... .... 195
Table B.2 Codes used to sort Objects palette entries . . . . . . . ... ... ... 196

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



14

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



List of Examples

GoLive™ 5.0 Extend Script SDK Programmer’s Guide

15



16

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Welcome

This Preface describes the use of this book, and provides information on Adobe programs for
GolLive extension developers.

About The GoLive Extend Script SDK

The GoLive Extend Script SDK enables you to extend the behavior and user interface of
version 5.0 of Adobe GolLive. Using specialized tags provided by the SDK, and your own
JavaScript code, you can use Golive scripting and layout tools to create customized page
elements and user interface items in the GoLive website design environment, including fully-
featured

« Floating palettes (modeless windows) that provide drag-and-drop tools and page elements
« Modal dialogs that include text, graphics and controls.

« Menus and menu items.

o Custom HTML elements.

Optionally, Extend Script extensions can call custom libraries written in the C, C++ or
JavaScript programming language; however, knowledge of C is not required to use this SDK.

Compatibility Information

This SDK requires the use of version 5.0 of Adobe GoLive. This version of GoLive supports
version 1.4 of the JavaScript language. By default, GoLive uses the Netscape flavor of
JavaScript 1.4; however, you can specify that it use the Microsoft® JScript flavor or the
ECMA-262 flavor. For details, see the description offthevor property in“$ Object

Properties” on pag&6s

Although the JavaScript language supports Unicode, the GoLive Javascript interpreter does
not. GoLive implements JavaScript strings as 8-bit ASCII.

If you plan to create an external C or C++ library that ytnd Script  extension can call,
you'll need Microsoft Visual C++ 6.0 to create a dynamically-linked library (DLL) for use on
Windows® platforms, and Metrowerks’ CodeWarrior 5 Pro to create shared libraries for use
on Mac OS platforms.
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About This Book

This book describes how to add functionality and custom user interface elements to Adobe
GolLive 5.0 using the GoLive Extend Script SDK.

Who Should Read This Book

This book is for anyone who wants to extend the capabilities of Adobe GoLive using
JavaScript and the special markup tags that the GoLive Extend Script SDK provides. This
book assumes that

« You know how to create pages and web sites in Adobe GolLive, as described in the
Adobe GolLive User Guider version 5.0 of Adobe GolLive.

« You have a working understanding of the HTML and JavaScript languages, and have
written some of your own JavaScript scripts.

You don’'t need knowledge of the C or C++ programming languages unless you plan to write
an external code library in one of these languages. The vast majority of GoLive extensions do
not use such libraries. For more information, AppendixA, “Using External Libraries

How To Use This Book

The first part of this book is a programmer’s guide. It introduces the special tags and
JavaScript functions that the SDK provides, and then describes how to use them to create
Golive extensions. The second part of this book provides detailed reference information about
the tags and the JavaScript objects that the SDK provides.

All extension developers should re@dapterl, “Getting Starteand“Custom Menus’on

pagesil - 47. Once you've assimilated this material, you can skip to the section of this book
that describes the programming task at hand; for example, if you need to display a window in
Golive, read the required sections and then dohtapter3, “Dialogs and Blettes’

Chapter Summaries
Here’s a more detailed summary of the information that each chapter in this book provides:

“Welcome”is this Preface. It describes the content of this book and offers suggestions for
its most effective use.

. Chapterl, “Getting Started provides conceptual information you'll use to write
JavaScript modules that extend the Adobe GoLive design environment. It also provides an
SDK installation guide and then provides step-by-step instructions that guide you through
the creation of the basic file structure you'll use to define any extension.

. Chapter2, “Menus’ begins with a brief tutorial that describes how to add a custom menu
to GoLive. Subsequent sections describe submenus, multiple menus and setting the state of
menu items.

. Chapter3, “Dialogs and Blettes’ describes how to create modal dialogs and floating
palettes.
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« Chapted, “Custom Elemenfsdescribes how to define a custom element as an icon the
user can drag from the Objects palette to a GoLive document.

« Chapter5, "“Manipulating Document Objectsdescribes how to manipulate GoLive
document objects or their corresponding source tags from JavaScript.

. Chapter6, “Files” describes how to manipulate local files and their data programmatically.

« Chapter7, “Additional Topics” describes additional features the SDK provides.

. Chapter8, “Delugging” describes the use of the integrated JavaScript debugger that the
GolLive Extend Script SDK provides.

. Chapten, "Tags’ describes custom tags that the GoLive Extend Script SDK supplies. You
use these tags to define dialogs, palettes, controls, and custom elements your extension
adds to the GoLive environment.

. Chapterl0, “Objects’ describes the JavaScript objects, properties, and functions that the
SDK provides.

« Chapterll, “Event-Handling Function5sdescribes optional functions and methods your
extension can implement to respond to events such as those generated by the user’s
interaction with your extension’s controls.

« Chapterl2, “C and C++APIs For Use In External Binary Librari¢sdescribes data types
and utility functions that optional external C and C++ libraries can use to exchange data
with Extend Script extensions.

» AppendixA, “Using External Librarie$ describes how to write C functions your
extension can call from JavaScript.

o AppendixB, “Sort OrderTables’ provides the numeric values GoLive uses to order menu
items.

To facilitate access to its contents, this book also provides
. atable ofContents
o anindex

« an Acrobat® Catalog index filé fdex. pdx) that enhances searches of this PDF document.
NoTe: The index file and its associated folder are indbigve SDK Documentation folder
with the PDF file you are reading now. You must enable the index file before you can

use it; for more information, choose thép>Acrobat Guide menu item in Adobe
Acrobat, then click theearching Catalog Indexes bookmark.
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Document Conventions

This section describes typographical and naming conventions used in this document.

Typographical conventions
This book uses the typographical conventions described here.
Boldface fontidentifies the first use and definition of a term.

Couri er font identifies code, such as JavaScript code, HTML code, filenames, and
pathnames. In pathnames, the forward slash (/) is used as a directory separator; for example
the Sanpl es/ Mai n. ht i notation refers to thiehi n. ht M file in theSanpl es folder.

Italic text identifies replaceable text in code; for examplertpameext in
narme="myName represents a value you are expected to supply. fdmes" myName
represents code suchragre="Fred", ornane="Honer", and so on.

Blue underlined te signifies a hyperlink you can click to display related information.

GoLive menus and menu items are listedaits-serif bold font . The> symbol is used as
shorthand notation for navigating to menu items; for exampledibecut item refers to the
Cut item in theEdit menu.

Naming Conventions
This book uses the naming conventions described here.

« The names of all tags and objects that the SDK provides begin wiitBXipeefix; for
example, the SDK provides@sxnenu> tag you can use to define menus. To improve
readability, this book omits thksX prefix from class and object names; for example, the
class this book callgbdul e is actually implemented as thexhbdul e class.

Terminology
This section introduces terminology conventions used in this book.

Throughout this book, you’'ll see many references to tags and elements. It's important to
differentiate between the two, because the GoLive Extend Script SDK allows you to define
and manipulate both. In short, tags define elements; specifically,

« A tag consists of alphanumeric tokens enclosed by angle bragkgtaig in the<l Mz,
<B>, or<HlL> tags. Tags that are used singly, such asithe> tag, araunary tags. Tags
that must be used in pairs dnieary tags; for example, theHL> opening tag must always
be paired with ar/ HL> closing tag. When this book refers to a binary tag, it names the
opening tag only and assumes you understand that the presence of the closing tag is
implied.

. Atag defines arlementwhen you supply all of the attribute values required to define an
instance of the entity the tag represents. Thus, an HTML document could supply multiple
<IMG> tags that define multiple unique IMG elements. Some tags don'’t require any
attributes at all; for example, tk8R> break element is complete just as it appears here.
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Getting Started

The GoLive Extend Script SDK enables you to add custom page elements, tools, and user
interface items to the GoLive 5.0 environment. This chapter provides conceptual and practical
information you'll need to start creating your own extensions to the GoLive environment using
JavaScript, special tags provided by this SDK and, optionally, standard HTML tags.

The first part of this chapter introduces the SDK itself:
Contents of the Golie Extend Script SDK
InstallingAdobe Golve

Installing the Golwe Extend Script SDK

Examining the Sample Extensions

The second part of this chapter descirbes the JavaScript environment that GoLive provides to
Extend Script extensions:

Executing JgaScript Code in the Golté Ervironment

Accessing Rge Elements Fromi&Script

The chapter concludes by describing the file and folder structure GoLive requires extensions to
have:

Anatomy of an Extend Script Extension

CreatingAn Extend Script Extension Module

Contents of the GoLive Extend Script SDK

TheAdobe GoLive SDK 5.0r1 folder holds &Readne. ht m file, aSanpl es folder and aGoLive
SDK Documentation folder.

The ReadMe.html File

Before installing the SDK, see tReadMe. ht ni file for late-breaking information concerning
the particular version of the SDK you are about to install.
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The Samples Folder

Thesamples folder offers a taste of the sorts of customizations to GoLive that this SDK
enables you to create:

Custom Box
Creates a custom Objects palette icon that

— defines a custom HTML tag.

— adds a custom HTML element to the page when the user drops the icon on a GoLive
document window.

Also provides a custom Inspector window that enables the user to modify the properties of
the custom element interactively.

Menus and Dialogs
Creates custom menus, menu items, dialogs, and dialog controls.

Palettes
Creates a floating palette window and palette menu. Also demonstrates how to call an
external library by calling a function that the Binary APl sample implements

Markup Tree
Manipulates the JavaScript objects that represent page elements in the GoLive
environment.

Dialog Editor

A more complex example that provides several custom elemenig:=as palette entries.
You can drag these palette entries to a GoLive document window to a design a custom
dialog window your extension can use.

KeyMap

Displays a character map that the user can click to insert characters in a GoLive document.
Uses external images to customize its display according to whether it is run on a Mac OS or
Windows host platform.

Binary API

Files for creating optional compiled external libraries that the JavaScript code in an Extend

Script extension can call. This folder contains

— Interface (header) and implementation files for developing external libraries in the C or
C++ languages

— A Metrowerks CodeWarrior project for Mac OS platforms

— A Microsoft Developer Studio 6.0 project for Windows platforms

MostExtend Script extensions don’t require external code libraries—you’ll note that the
quite full-featured sample extensions don't—but the GoLive Extend Script SDK does
support their use. If your extension has specialized needs that require calling an external C
library from JavaScript, you can use the files inginery API folder to create platform-

specific external code libraries for Mac OS and Windows platforms in the C programming
language.

ssl
Objects palette items that add server-side includes to a GoLive document.
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¢ Common

Repository for optional external libraries, such as your own library of JavaScript functions,
or theJsasample library that the SDK supplies.

¢ Component
Menu items that convert one or more GoLive Components into separate editable items.
This extension is pre-installed in thedul es\ Ext end Scri pt s folder. TheDetach
component menu item is enabled when you select a component in the current document.
TheDetach all components menu item is enabled when the current document contains one
or more components.

For information on creating and working with GoLive Components, se&dbke GoLive
5.0 User’s Guide

The GoLive SDK Documentation Folder

TheGoLive SDK Documentation  folder contains this PDF document and an Acrobat Catalog
index to speed your searches for information. You must enable the index file before you can
use it; for more information, choose thép>Acrobat Guide menu item in Adobe Acrobat,

then click thesearching Catalog Indexes bookmark.

Installing the GoLive Extend Script SDK

This section describes how to install the GoLive Extend Script SDK.

Installing Adobe GolLive

The GoLive Extend Script SDK requires version 5.0 of Adobe GolLive. If you haven't yet
installed version 5.0 of Adobe GoLive on the computer you're going to use to create
extensions, you should do so now. For instructions, serethiee file that accompanies the
Adobe GolLive 5.0 product distribution.

Installing the SDK Sample Code and Documentation

TheAdobe GoLive SDK 5.0r1  folder provides this documentation, the code samples it
references, and additional code samples this book does not describe. This section describes
how to install the core set of sample code and documentation.

Installing on Mac OS Platforms

To install the sample code and documentation on your computer, drag thedmtreoLive
SDK 5.0r1 folder to your hard disk. Then go on to the secti@mmbling the Extend Script
Module” on page€6 and“Installing the Sample Extensions” on pa2ié
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Installing on Windows Platforms
To install the sample code and documentation on your computer,

1. Run the Adobe GolLive product installer.
2. Select thecustom install option.
3. Click theAdobe GoLive SDK checkbox, placing a checkmark next to it.

4. Click theok button.

Now, go on to the sectioriEnabling the Extend Script Module” on pagéand-Installing
the Sample Extensions” on pa?jé

Enabling the Extend Script Module

The GolLive Extend Script SDK requires use ofetkiend Script module. If this module is not
activated, you cannot load or rarend Script extensions.

FIGURE 1.1  Enabling the Extend Script module

Preferences
[ E Genaral On/Dff
= - = B modues
A Fonts [ [E Color Palette 2581 KE
@ Encodings |z [E= Download FPage 375 KB
G ColarSync™ D = Encodings TOE KB [
Seript Library b4 [E Extend Script 2922 KB
b site O [E= Find by Content 254.2 KB
& Browsers ) (= Find by Element 107.2 KB
D @ Find B E Modules Manager 1206 KB
[P &3 Spell Checker [ [E network 2331 KB
ﬁ:ﬁ Flugins E E Metwaork Status S0.3 KE
D '_‘-2 Metwark IZ E Open Recent Files 240 KE
b 3 source ) [E= Outiine Mode 2306 KB
[ % JavaScript b4 = PNG Image Format HTEKE [T
@ QuickTime b [E= Freview Mode IBEZKE [
[~
|=|| > Show Item Information

The GolLive installer activates this module when it installs GoLive; if this setting has been
changed, you can take the following steps to enablextbed Script module. You only need
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to perform these steps once—th@nd Script module remains enabled in subsequent GoLive
user sessions:

1. Open Golive if it is not already running.
2. Open theedit>Preferences...>Modules  panel.

3. To enable the Extend Script module, clickend Script checkbox, placing a checkmark
in it, asFigurel.1lillustrates.

4. Click OK to confirm your changes and dismissphderences panel.

5. Quit GoLive and restart it.

You can take similar steps to enable other modules as required by the extension or site you are
developing. To reduce startup time during extension development, you can disable unused
modules as described‘i@onfiguring GoLve for Extend Script Deslopment” on pag29.

Installing the Sample Extensions

This section describes how to installexend Script  extension in GoLive. You can use the
procedure this section describes to install the sample extensions that the SDK provides, as well
as your own extensions, or those provided by third parties.

Each folder in th&anpl es folder holds a different example of Bxtend Scripts  extension. It
is recommended that you install the following core set of sample extensions, as this
programmer’s guide refers to them frequently:

e Custom Box

e Menus and Dialogs
e Palettes

e Markup Tree

o Dialog Editor

o KeyMap

e Binary API

e Common

Once you've become familiar with the use of the tags, scripts and objects these samples
illustrate, you can remove any or all of them, as you prefer.
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FIGURE 1.2  Extend Scripts folder with SDK installed
< j Adobe GoLive 5.0

< [ Modules

j Extend Scripts
& Common
& Ssl
5 KeyMap
5 Markup Tree
5§ Menus and Dialogs
j Palettes
j Binary API
j Custom Box
&j Dialog Editor
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Installing an Extension

To make an extension available to GoLive,

1. Quit GolLive if it is running.

2. Drag the extension’s folder from tisanpl es folder to the

Adobe (oLive 5.0/ Mdul es/ Extend Scri pts folder.

To install all of the sample extensions, drag the entire contents &drthlees folder to the
Extend Scri pts folder.

If you perfer not to install all of the sample extensions that the SDK provides, you can
install just the extensions shownkigurel.2 on page28. Most of the code examples in
this book are based on this core set of extensions.

3. Start GolLive.

When GolLive starts up, it loads all of the extensions present in the subfoldergsaéitie
Scripts folder. GoLive can load as many extensions as available RAM permits.

If you installed the core set of sample extensionsRhatrel.2 depicts, the GoLive menu
bar should now include theDK Test menu shown ifrigure1.6.

FiIGURE 1.3  GoLive menu bar with SDK installed

File Edit Type Special Site Design Movie Window Help
Show a dialog ~ 5D
Enable/Disable Cancel button for dialog ~B
Call JSASample.power) ~C
Submenu >
Absolute URL
Relative URL

Display 05 version
Display GoLive version
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If the SDK Test menu is not present, try the following possible solutions:

« Make sure th&xtend Script module is activated as describedimabling the Extend
Script Module” on pagégé.

« Make sure th@lenus and Dialogs example folder is in the
Adobe GoLive 5.0/ Mbdul es/ Extend Scripts/ folder.

« Make sure th&enus and Dialogs folder holds avi n. ht ni file.

NoTe: If these suggestions don't resolve the problem, reinstall GoLive and the SDK.

Uninstalling an Extension
Take the following steps to remove an extension:

1. Drag the extension’s folder out of tAetend Scripts  folder

2. Restart GolLive.

Configuring GoLive for Extend Script Development

Developing GoLive extensions is an iterative process that requires you to restart GoLive
whenever you need to load a new version of the extension you're developing. In order to
reduce the time required for GoLive to start up, you can disable modules that your extension
does not use.

To disable a module,
1. Uncheck it in theedit>Preferences...>Modules  panel.

2. Restart GolLive.

The precise set of modules you can disable successfully depends on the features your
extension or site uses—you cannot disable a module your site or your extension requires for its
functionality. Here’s a suggested list of modules you might consider disabling to reduce
startup time during extension development:

Download Page Dynamic Link Network Network Status
PNG Image Format QuickTime Module Site Design Smart Links
Smart Objects SWF Module WebDAV WebObjects
Encodings T

*Do not disable théletwork module if any extension calls tget orput methods of th@SXFi | e
object.
tDo not disable thEncodings module in Japanese versions of GoLive.

NoTe: Do not disable thextend Script module; if this module is not enabled, GoLive cannot
load or rurextend Script extensions.

For descriptions of these modules, see the “Adobe GoLive Module Reference” section of the
Adobe GolLive 5.0 User’'s Guide
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Enabling the JavaScript Shell palette

One of the best ways to become familiar with the JavaScript environment in GoLive is to
experiment by entering JavaScript expressions intoathscript Shell palette . This window
provides a command line you can use to communicate interactively with the JavaScript engine
built into GoLive. If you've installed all of the samples provided by the SDK, the
window>JavaScript Shell menu item should display a palette similar to thefigarel1.4

depicts.

FIGURE 1.4  JavaScript
—

Clegr Text
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; v <omponents — MOdU'Q name is
Output view MyT Execution scope

keyMapModule
markupTree
iTest

New ltem
palette

S5l

Module components |7//-

For a more detailed description of this window, ‘SkegaScript Shell Blette” on pagd 15
Later on in this chaptefiExecuting JavaScript Code in the GoLive Environment” on page 33
describes the GoLive JavaScript environment in detail.

JavaScript Shell Palette Problems

If you get any kind of response from GoLive in the output view of the JavaScript shell palette
when you press the Enter key, you can skip this section. Both of the following problems are
resolved by enabling debugging in at least one module iexte@l Scripts - folder

« If no currently-installed extension modules enable debugging servicesydbeript Shell
item does not appear in thindow menu.

« If the JavaScript Shell palette was open when the last user session with GoLive ended, this
window is opened again the next time GoLive starts. In this case the JavaScript shell
window may be open but not responsive to input.

Look for the name of the current module in the lower-left corner. If no text appears there, no
modules currently enable debugging services. Debugging services are enabled when at least
one Extend Script module contains tlebugger statement or theéebug attribute to

<j sxnodul e> tag.

NoTe: To enable debugging services quickly and easily, drag any of the sample extensions
supplied by the SDK into yowoLive>Modules>Extend Scripts ~ folder and restart
GolLive.
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Examining the Sample Extensions

The SDK provides examples of extensions that install a custom menu, custom menu items,
custom palette tabs, and custom palette objects. This section provides a brief overview of the
user features that the SDK sample extensions install in the GoLive environment.

Extensions to the Special Menu

TheMarkup Tree example installs customarkup Tree andSelections items in theSpecial
menu, agigurel.5illlustrates.These items are submenus that holds additional menu items, as
shown in Figure 1.5.

FIGURE 1.5  Markup Tree and Selections submenus of the Special menu
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New HTML Comment {r3C Rewrite HTAML
Mew Custom Tag LEN
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Markup tree » Markup tree 3
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Document Statistic...  “C-%l Document Statistic... 03I SSlCroastile
| Select firstimage on page

Custom Menus

ThesbDK Test menu is provided by th@enus and Dialogs sample extension. If you haven't
done so already, take a moment now to experiment wittik&st menu and its menu items.

FIGURE 1.6 SDK Test menu
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Custom Palette Tabs and Custom Palette Items

The core set of sample extensions installs three new tabs in the Objects palette:

« Thecustom Box example installs theample Tag tab and a palette item you can drag onto
the page to create an instance of a custom page element.

« Thessi example installs thgerver Side Includes tab and several palette items you can drag
onto the page to add server-side includes to yourBsdarel.7 depicts the Server Side
Includes tab and its associated palette items.

FIGURE 1.7  Server Side Incluldes palette tab and palette items
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242340) -

%

Server Side Includes

« Thebialog Editor example installs the Dialog Editor tab and several palette items you can
drag onto the page to create common dialog box controls such as buttons, checkboxes and
text fields.Figure1.8 depicts the Dialog Editor tab and its associated palette items.

JJﬂgJJJJ r -

== =

NoTe: A dialog created by the Dialog Editor sample is not a standalone extension—it is code
meant to be incorporated in an extension that displays the dialog as part of its user
interface. For more information on displaying dialogs,Skepter3, “Dialogs and
Palettes
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Executing JavaScript Code in the GoLive Environment

Golive provides two design features intended to minimize problems caused by misbehaving
JavaScript code.

. If the SDK detects an error in a drawing function, such as idrtieCont r ol or dr awBox
function, it does not call this function again until you close and reopen the document that
defines the function. Without this feature, an error in a drawing function would cause
Golive to throw an endless stream of errors, because drawing functions are called
whenever a JavaScript object must be redrawn.

« You can specify the amount of time GoLive waits for JavaScript code to return control
before GoLive exits the current script unconditionally. Without this feature, an infinite loop
or other failure in JavaScript code could halt GoLive indefinitely.

Setting the JavaScript Timeout

By default, GoLive waits forever for a JavaScript function call to complete. If you are not
confident that a JavaScript function can complete its task in a reasonable amount of time, you
may prefer to specify the amount of time GoLive waits for a response from it. Each extension
can specify its own timeout that GoLive uses to execute that extension’s scripts.

To set the script execution timeout, add to your extensiinis. ht m file ajsxmoduletag

that provides ai neout attribute. The value of this attribute is the number of seconds GoLive
waits for a script to return control before it exits the script. Valu@soof al se restore the
default behavior of never timing out.

<ht m >
<body>
[l give scripts ten seconds to conpl ete before unconditional exit
<j sxnmodul e ti neout =10>
[l scripts and SDK tags go here
</ body>
</htm >

NoTe: An external library that calls an Extend Script extension can specify a separate
temporary script execution timeout for each JavaScript call. For more information, see
the description of th@SAEval function inAppendixA, “Using External Libraries

Accessing Page Elements From JavaScript

The JavaScript interface to GoLive provides access to page elements in a way that JavaScript
programmers will find familiar. However, the GoLive Extend Script SDK is also intended to

be useful to the C programmer who doesn’'t want to dive too deeply into the fine print of
JavaScript. Thus most page elements in the GoLive environment can be accessed in multiple
ways. This section describes how GoLive generates the JavaScript representation of the
markup tags in a document, and various ways to access these objects from JavaScript.
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JavaScript Objects in the GoLive Object Model

34

When GolLive reads an HTML document, it creates an internal representation of the tags in the
document and leaves the contents of the document unchanged. When GolLive interprets a
markup tag, it creates two sets of objects:

« An internal representation of the markup element that the tag and a particular set of
attribute values defines. This internal representation is not created in JavaScript and
JavaScript callers cannot access it directly.

« A set of JavaScript objects that provide access to the internal representation of the markup
element.

The JavaScript objects in this representation take the form of a binary tree of objects known as
themarkup tree. Individual objects in the tree are call@@rkup elements The Javascript
expressiorocunent . el enent provides access to the Markup object that is the root of a
document’s markup tree.

At any time, changes to a document that holds a markup element can cause Golive to discard
its internal data structures and generate new ones. This operation isegsiesihg. Any of
the following situations can cause GolLive to reparse the document:

« Adding or deleting elements in a GoLive document window. The user or an extension can
add or delete elements.

. Adding or deleting pages to a site may potentially cause GoLive to reparse all of the
documents in a site.

. The programmatic actions of your extension or others can also change one or all
documents in a site in ways that require GoLive to reparse.

« Even simple user interaction with the window in which a document appears—for example,
resizing the document window in a way that changes the orientation of page elements—can
cause Gollive to reparse the document.

In the GoLive environment, JavaScript objects don't hold any data or functionality themselves.
They simply enable JavaScript access to data or functionality that is actually provided by an
internal representation that GoLive maintains. Thus, it's extremely important that you manage
JavaScript references to document objects correctly in order to avoid invalid object references
that reparsing operations may cause:

. Variables that hold object refrences must be reinitialized to reference current objects
whenever GolLive reparses the document holding the tags that define these objects. GoLive
reparses a document

— whenever the user changes it, or
— whenever GolLive or an extension calls the documeapar se method.

« Avoid saving document references in global variables. Unless you maintain the reference
scrupulously and exercise extreme care in its use, it can outlive the document it references.

IMPORTANT: Variables holding JavaScript objects are invalid after the document is
changed. Whenever the document changes, you must reinitialize such
variables to reference current JavaScript objects.
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When GolLive reparses, it updates the JavaScript representation of the markup tree, but it may
not be able to update your variables that hold JavaScript objects. As a result, these saved
JavaScript objects may contain references to internal data structures that no longer exist. When
a JavaScript object attempts to access a nonexistent internal data structure, GoLive returns an
error.

Although the SDK authors have added numerous checks to avoid such crashes, performance
considerations make it impractical to validate every pointer in a large markup tree. Thus, to
preserve acceptable performance, you must take responsibility for using saved JavaScript
objects correctly.

In summary,

« If you created a JavaScript object yourself by usingi¢heperator on its constructor, you
can save the object in a variable and use that variable as you would normally; however, you
must set this variable taul | before GoLive unloads your extension. For more
information, seéReleasing Seaed JaaScript References” on pad63

« You must reinitialize your own references to automatically-generated JavaScript objects
whenever the document is reparsed. Attempting to use an invalid object reference causes
GolLive to return an error.

Name Property and Name Attribute

JavaScript objects representing most GoLive page or site elements can be retrieved by name. A
JavaScript object’s name corresponds to the value oftheattribute specified by the
markup element GolLive interpreted to create it.

Usually, thenare property of an element’s corresponding JavaScript representation is
specified by theane attribute of the tag that caused GoLive to create the JavaScript object. If
you omit thenane attribute from the tag, GoLive usually provides a defaarde attribute for

you; however, it is recommended that you choose your own names, if only for the convenience
of knowing exactly which name is associated with a particular object.

IMPORTANT: To ensure reliable name-based access to JavaScript objeatapthattribute
of each tag your extension uses must be unique within the JavaScript
namespace.

JavaScript Object Arrays

In addition to the access afforded by each JavaScript object’s ursgei@roperty, the global
namespace makes most objects available as the elements of various arrays it maintains in the
global namespace. For example, the global namespace contains an objectemashadhich

you can use to access all menus defined by all currently-active extensions.

Sub-elements are made available as the properties of a parent element; for example, a menu
item does not appear in the global namespace—it is a property of the menu in which it
appears. The parent menu may be accessed by means of itsnanigjaéribute, or by means

of thenmenus object that GoLive always creates in the global namespace.
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Because array elements can be addressed by numeric index or by name, the following lines of
JavaScript are equivalent.

nmenus ["sanmple"].itens ["itenl"]

nmenus ["sanple"].itens [O]

nmenus ["sanple"].itenl

sanple.itenl

NoTe: Most of the arrays that the SDK provides are Collection objects; even though these
objects are arrays, their elements are not accessible by numeric index, only by name.

Therenus array holds all of the menus and menu items added to GoLive by Extend Script
extensions. The following line of JavaScript retrieved ttegrl menu item by name from the
sanpl e menu, which it also retrieves by name.

menus ["sanple"].itens ["itenml"]

Therenus ["sanpl "] expression gets the menu narsadpl e by name from the global
menus array. Thesanpl e menu’si t ens property holds the array of menu items. To retrieve the
i teml element from this array by name, we use the same technique we used tcggilthe
element from the globalkenus array.

Alternatively, you can retrieve the enl menu item as a property of teenpl e menu, as in
the next line of JavaScript.

nenus ["sanple"].itenl

GolLive also makes each menu available as a JavaScript object in the global namespace; thus,
the following simple line of JavaScript provides yet another way to retrieve the first item in the
sanpl e menu.

sanpl e.itenil

IMPORTANT: To avoid unpredictable results, the name of each element your extension
defines must be unique within the global namespace.

Comparing Objects

To ascertain an object’s identity, you can compare the valuerafniésproperty to a known

value, such as a string or a reference to a global object. For example, you could test the name
of a menu item in any of the following ways:

if (itemname == "itenl")

if (item==nenus ["sanple"].itens ["itenl"])

if (item== sanple.itenl)
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Anatomy of an Extend Script Extension

Each GolLive extension is defined big n. ht M file that resides in a subfolder of thaend
Scripts folder. For example, each of the subfolders the SDK installs iexte@l Scripts
folder contains &4i n. ht mi file that defines an extension to the GoLive environment.

All external files the extension requires—images, plug-ins, and the like—must reside in the
same folder as the extensioMs n. ht m file; for example, irFigure 1.9, theCustom Box
extension’s folder holds externadi f and. j pg image files in addition to the extension’s

Mai n. htm file.

FIGURE 1.9  Contents of the Custom Box sample extension
O—1[] somples——0H

14 items, 2.52 GB available

= [ Custom Box
- [ Images
[ draw.gif
(] groupicon.jpg
[] paletteicon.jpg
) Main.html
EIDIEZ

Your extension’svai n. ht m file holds any HTML and JavaScript necessary to define the
extension. At startup time, GoLive interprets these tags and scripts to create an extension in the
Golive environment.

Most of the HTML in thevhi n. ht m file consists of special tags that the SDK provides. You
use these tags to define the extension’s menus, controls, inspectors, palettes and custom tags.
You can combine the special SDK tags with standard HTML tags as necessary.

The JavaScript code in tivai n. ht m file consists of your own functions and your
implementations of GoLiv&vent-Handling FunctionsGoLive calls these functions at

specific times to make your extension perform specific tasks. Your extension implements its
own versions of these functions to provide the functionality GoLive requires at these times.

:

GolLive calls most of these functions in response to user events. For example, when the user
interacts with an extension’s custom menu, dialog, or palette, GoLive calls the appropriate
event-handling function. If the extension provides that function, GoLive executes it; otherwise,
the extension ignores the call to that function. For example, when the user selects one of your
extension’s menu items, GoLive sendsribeuSi gnal message to your extension, along with
some information describing the menu item chosen. If your extension providesSagnal

function, GoLive executes it in response to the user's menu choice; if not, your extension
simply ignores theenuSi gnal message.

Now that you have an idea of how tags, scripts, and event-handling functions work together in
the GoLive environment, you're ready to get down to the business of creating extensions.
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Creating An Extend Script Extension Module

This section describes how to create the file and folder structure GoLive expects Extend Script
extensions to have.

Creating the Extension Folder
Take the following steps to begin creating an extension:

1. Create a new folder to hold the extension’s files. The rest of this book refers to this folder as
the Extension Folder

2. Give the extension folder a unique name.

3. Place the extension folder in théobe GoLi ve/ Modul es/ Extend Scripts/ folder.

Creating the Main.html File

Every Extend Script extension takes the form béian. ht mi file that resides in its own
uniquely-named folder in thextend Scripts folder. You can take the following steps to create
theMai n. ht m file for a new extension,

1. Create a text file nameshi n. ht n .
2. Place thevai n. ht ni file in its own uniquely-named folder inside theend Scripts folder.

3. Add the following text to the file:

/1l Skeleton of the Main.htm file
<ht m >
<body>
/1 Tags that define your nenu & nenu itens will go here.
</ body>
</htm >

Like any HTML file, its first tag must be tR&fTM.> tag, and its last tag the HTM_> tag.

The HTML that defines your extension will reside in the body ofhe. ht m file, so
you'll need to add &BCDY> tag just after theHTM_> tag. Of course, you also need to add
the closing</ BCDY> tag just before the closing HTM_> tag.

4. Save the file.
Now this file is ready to hold the tags and scripts that define your extension.

This set of instructions describes a minimdaln. ht ni file that could be created in a simple
text editor. If you use GoLive to create yo@ar n. ht m file, you'll also seeMETA> tags and a
default<Tl TLE> element in the HTML files it creates. To specify the file GoLive uses as the
template for a new document, check tle& Document... checkbox in the
Edit>Preferences>General panel, then click theelect... button to specify the file.
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Adding SDK Tags and JavaScript Functions to the Module

To create a GoLive extension, you'll add tags and scripts to the bodyaoh.aht m file
created as described'i@ireatingAn Extend Script Extension Module” on pag@

For a tutorial that describes how to add a custom menu to the GoLive menu bar, see the first
part of‘Custom Menus” on pagél. Even if you don’t plan on adding a custom menu to

GolLive, you should read this tutorial to gain an understanding of how to use tags and scripts to
create a simple extension.

After you've read (or, ideally, worked through) this material, you should be able to use any
other section of the book as needed to meet your extension development goals.
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Menus

This chapter describes how you can use the GoLive Extend Script SDK to perform tasks such
as

. Creating a custom menu
— Displaying an alert

— Put up a dialog that displays an external graphic or custom text, perhaps using custom
fonts, colors, and so on.

« Adding custom menu items to the Special menu

« Adding submenus

« Assigning keyboard shortcuts to custom menu items
« Setting the enabled state of a menu item

« Setting the checked state of a menu item

Pop-up menus, which appear in dialog windows, are descriliéetiming Dialog Content”
on pagess.

Custom Menus
This section describes the steps required to add a custom menu to the GoLive design
environment:

Adding the Menu Bafag

Defining the Menu

Defining Menu Items

Implementing the menuSignal Function

These required steps are presented in tutorial fashion; once you've read (or, ideally, worked
through) these sections, you should be able to skip to other parts of the book as needed to meet
your extension development goals.

Subsequent sections in this chapter describe the following optional topics:
« Multiple Custom Menus

« Submenus
« SettingA Menu Items Checlkd State Explicitly
« Setting a Menu lters’Enabled State Explicitly

« SettingThe State oA Menu ltemAutomatically
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Overview

You can define a custom menu like the onEigure2.1 using only three tags and one
JavaScript function:

« Thejsxmenubatag wraps the definition of all the HTML that adds menus to the GoLive
menu bar.

« Thejsxmenutag defines a custom menu that appears to the left ofiti@v menu in the
GoLive menu bar.

« Thejsxitemtag defines a custom menu item that appears in a custom menu.
« ThemenuSignafunction performs the menu item'’s task.

FIGURE 2.1 The Hello, GoLive! menu
PP ————— <j sxmenu>
Do Something . .
Do Something El;|> <J sxi tenp

Adding the Menu Bar Tag

The<j sxnenubar > opening tag must precede all of the tags that define custom menus and
custom menu items. Similarly, thej sxnmenubar > closing tag must close the HTML that
defines custom menus and custom menu items. After you've added these taigs, rydum

file should look like the following example.

/1 Main.htm file for menu exanpl e

<htm >
<body>
<I'--"The Hello GoLive Menu -------=----------- >
<j sxmenubar> // opens definition of all menus and nenu itens
/1 Tags that define your nenu & nenu itens will go here.
</j sxmenubar> // closes definition of all nenus and menu itens
</ body>
</htm >

Defining the Menu

Inside the<j sxnenubar ></ j sxnenubar > tags, you'll add thgsxmenutag that defines the
name of your custom menu. This tag is a binary tag; that is, it consists of an opening tag and a
closing tag. Its syntax looks like this:

<j sxnmenu name="nane" title="Menu text"></jsxnmenu>

Thetitl e property specifies the menu’s title in the GoLive menu bar, whilestieeproperty
specifies the name used to access the menu in the JavaScript namespace. Thus, the following
tag defines that portion of the menu that appears in the menu bar.

<j sxnenu nanme="Hel | 0" title="Hello, oLive!"></jsxnenu>

If you omit thenane property or neglect to supply a value for it, GoLive uses the value of the
titl e property as the default value of tiere property.
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With the top level of your menu defined, youdi n. ht i file should now look like the
following example.

/1 Main . htm file for Hell o exanpl e
<ht m >
<body>
<l-- The Hello GoLive Menu ------------------- >
<j sxnmenubar> // opens definition of all menus and nenu itens
<j sxnenu nane="Hel | 0" title="Hell o, GoLive!"></jsxnenu>
/] Tags that define your menu itens will go here.
</jsxmenubar> // closes definition of all menus & nenu itens
</ body>
</htm >

Now you're ready to add the tags that define this menu’s menu items.

Defining Menu Items

The<j sxnenu></ j sxmenu> tags enclose one or mor@sxi t em >tags. Eackj sxi t enr tag
defines a menu item that is to appear in the custom menu. The syntax line for this tag looks
like the following example.

<j sxi tem name="name" title="Itemtext" key = "text" dynam c>

Thenane property specifies this object’s identifier in the JavaScript namespace, while the
titl e property specifies the text that appears as the menu item.

The optionakey attribute is described later in this chaptef,/ABsigning Keyboard Shortcuts
To Menu Items” on pagé5. The optionablynami c¢ attribute is described later in this chapter,
in “Setting The State oA Menu ltemAutomatically” on page9.

The following example defines two custom menu items.

<j sxi t em narme="doThi s" title="Do Sonethi ng">
<j sxi tem nanme="doThat" title="Do Sonething H se">

The menu items appear in the menu in the same order that their definitions appear in the
Mai n. ht m file. After adding the menu items, th& n. ht mi file should resemble the
following example.

/1 Main.htm file for Hello exanple

<htm >
<body>
<l-- The Hello GoLive Menu ------------------- >
<j sxnenubar> // opens definition of all menus
<j sxnenu nane="Hel |l 0" title="Hello, GoLive!">// Hello menu
<j sxi tem nane="doThi s" title="Do Sonething"> // menu item
<j sxi tem nane="doThat" title="Do Sonething H se” > nenu item
</jsxmenu> // closes definition of Hello menu
</jsxmenubar> // closes definition of all nenus
</ body>
</htm >
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To admire the fruits of your labor thus far, save and closktihe ht m file. The next time
you start GoLive, you should see the menu Eiatire2.1 depicts; however, its menu items
won't do anything until you write eenuSi gnal function that GoLive can call when the user
chooses one of these menu items.

Implementing the menuSignal Function

When the user chooses a menu item, GoLive calls that memwiSi gnal function. This
section describes how to writerenuSi gnal function that takes action in response to the
user’s choice of a menu item.

function menuS gnal (nenulten

/] code that acts on the user’s choice of menu item

}

To determine which menu item the user chose, yenuSi gnal function can test theane
property of thg sxi t emobject that GoLive passes as the argument to this function. The dot
operator () provides access to the properties pé=i t emobject, just as it does for other
JavaScript objects. Thus, to retrieve the name of the menu item the user chose, your
menuSi gnal function can use th@enul t em nane expression. The examptenuSi gnal

function immediately following uses tin@nul t em nane expression as the case expression of
aswi t ch statement that varies its actions according to the menu item the user chose.

functi on menuSi gnal (menul t em

{
swi tch (menul t em narre)
{
case "doThis":alert("You chose the Do Something item");
br eak;
case "doThat":alert("You chose the Do Sormething Hse item");
br eak;
default:alert ("Something went wong...");
}
}

Because displaying an alert is one of the easiest things you can do with GoLive from
JavaScript, each case in this exanmgleuSi gnal function displays an alert that simply names
the menu item chosen, as showirigure2.2.

FIGURE 2.2  Alerts displayed by the Hello example

@ ¥ ou chose the Do Something item. @ You chose the Do Something Else item.

ThenenuSi gnal function must reside within<SCR PT></ SCR PT> tag.

IMPORTANT: EachMain. ht ni file can contain only one set<8CR PT></ SCR PT> tags.
All of your extension’s scripts must reside within these tags.
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Your completedvai n. ht ni file that defines theello, GoLive! menu should resemble the
following example.

<htm >
<body>
<script>

function menuS gnal (nenul ten)

{
swi tch (menul t em narre)
{
case "doThis":alert("You chose the Do Sorething item");
br eak;
case "doThat":alert("You chose the Do Sormething Hse item");
br eak;
default:alert ("Sonething went wong...");
}
}
</'scri pt >
<l-- The Sinplest Menu ------------------- >

<j sxnenubar >
<jsxnenu title="Hello, CoLivel">
<j sxi tem nanme="doThi s" title="Do Soret hi ng">
<j sxi tem nane="doThat" title="Do Sonethi ng E se">
</ j sxnmenu>
</ j sxnenubar >
</ body>
</htm >

If you've read or worked through this entfteistom Menusection to this point,
« You have now seen all of the tags and functions required to create a custom menu
« You've seen how to use SDK-provided tags and functions to create a simple extension.

« You can skip to any section in the remainder of this book that suits your extension
development goals.

The remainder of this chapter describes optional topics related to custom menus.

Assigning Keyboard Shortcuts To Menu Items
You can use the optionkéy attribute to thgsxitemtag to assign keyboard shortcuts to your

menu items. To specify modifier keys, use the identi€ers, Shift, Alt, Qot, orOd as
required. For example, the first line in the following example assigrertisift-D keystroke
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to theDo Something menu item, while the second line assignsathe keystroke to th@o
Something Else menu item.

<j sxi tem name="doThi s" title="Do Sonething" key = "Crl+Shift+D'>
<j sxi tem name="doThat" title="Do Sonething H se" key = "At+E'>

GolLive remaps platform-specific modifier keyslable2.1 specifies. For example, GoLive
treats the Windows platform/st keystroke as theption keystroke on Mac OS platforms.
Similarly, GoLive treats the Mac OSnd keystroke as thetrl keystroke on Windows
platforms.

TABLE 2.1 Translation of Modifier Keys to Alternate Platforms

Modifier Key (Native Platform) Mac OS platforms Windows platforms

Control/Ctrl (Windows) Oond Grl
Command (Mac OS) Oond arl
Alt (Windows) ot At
Option (Mac OS) Ot At
Shift Shift Shift

Using the ampersand)(character in menu titles forces Windows platforms to underline the
character that follows it, indicating to the user that the character is used as a hot key. On the
Macintosh, these ampersand characters are removed from the string so they do not display. To
display the ampersand itself on Windows, use two consecutive ampersands. When reading the
title property, the ampersand characters are always removed from the original string to
preserve compatibility across operating systems. For example, if you assign thegsitig

to theti t| e property of a menu item it displaysnesv on Windows platforms and displays as

New on Mac OS platforms. The value of the title propertyNsw' as retrieved from the menu

item object.

If you assign a keyboard shortcut that is already is use by another menu item, results are
unpredictable. You can take either of the following approaches to work around the problem:
« Change the conflicting shortcut in your extension’s source code

— Assign a new value to the conflictikgy attribute in your extensioniédi n. ht m file.

— Restart GoLive with the new Main.html file in the Extend Scripts folder

« Change the conflicting shortcut in thét>Keyboard Shortcuts ~ dialog.
IMPORTANT: The Keyboard Shortcuts dialog records all shortcuts it finds on disk. When you
use this dialog to change the order of menu entries, existing shortcuts may be

corrupted. To restore the original mappings of keystroke shortcuts, you must
erase the Adobe Golive 5.0 Preferences file.

On MacOS systems, the preferences file is located at
System Fol der: Preferences: Adobe GoLive 5.0 Prefs

On Windows 98 platforms, the preferences file is located at
C\\ WNDOAB\ Appl i cati on Dat a\ Adobe\ Adobe Golive\PrefFile. prf
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On Windows NT platforms, the preferences file is located at
C\WNNN Profil es\ UserNam&Appl i cat i ons\ Dat a\ Adobe\ Adobe (olive\PrefFile. prf

Multiple Custom Menus

GoLive adds custom menus to the menu bar at the left of the Window menu. You cannot

specify the order in which GoLive loads multiple custom menus; however, the items in a menu
always appear in the order the Main.html file defines them.

Submenus

You can also use thesxnenu element to define a submenu—just place the submenu’s

<j sxmenu> element amongst the sxi t en» tags that define the menu’s items, as the
following example does

<l-- Subnenu Exanple ------------------- >

<j sxmenubar,>

<j sxmenu nare="Hel | oMenu" title="Hello, CGoLive!">

<j sxi tem narmre="doThi s" title="Do.Sonet hi ng" dynani c>

<j sxi tem narme="doThat" titl e="Do Sonet hing E se">

<j sxnenu nane="subMenu" titl e="Submenu">

<j sxi tem nane="t oggl " titl e="Toggl e Check for Subitem 2">
<j sxi t em nanme="sub2" titl e="Subiten >
<j sxnenu nane="anot her SubMenu" title="Yet Another Submenu">

<j sxi t em nane="anot her Subl tenm!' title="Anot her Subitenm >
</ j sxmenu>

</ j sxmenu>
</ j sxmenu>
</ j sxmenubar >

The submenu can include menu items that are themselves submenus. This code example
produces the menu hierarchy thajure2.3 depicts.

FIGURE 2.3  Submenu with its own submenu
Hells, GoLive!
Do Something

Do Something Else
Submenu

Toggle Check for Subitem 2
v Subitem

Yet Another Submenu

[] Another Subitem
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Setting A Menu Item’s Checked State Explicitly

You can set asxi t emobject'schecked property to specify whether GoLive is to place a
check mark next to the object’s corresponding menu item. A valueuefspecifies that the
menu item has a check mark, asshgitem menu item irFigure2.3 does. In the following
examplenenuSi gnal function, thet oggl e case sets this property to its opposite value each
time the user chooses thegle Check for Subitem 2 menu item.

<l-- Check nark Exanple ------------------- >

<j sxnmenubar >
<jsxmenu title="Hello, GoLivel">
<j sxi tem narme="doThi s" title="Do Sonethi ng">
<j sxnmenu nane="subMenu" titl e="Subrenu">
<j sxi tem nane="t oggl e" title="Toggl e Check for Subitem 2">
<j sxi tem nane="sub2" title="Subitem >
</ sxmenu>
<j-sxi tem name="doThat" title="Do Sonething EH se">
</ j sxnmenu>
</ j sxnmenubar>

function nmenuS gnal (‘menul t'em)

{
swi tch (menul t em nane)
{
case "doThis":alert("You chose the Do Sonething item");
br eak;
case "doThat ".-al ert(".You chose the Do Sonething-E se item");
br eak;
case "toggl e": subMenu. sub2. checked = ! subMenu. sub2. checked;
br eak;
default:alert ("Sorething went wong...");
}
}

When the user chooses a menu item, GoLive passes the asgooiatedi t emobject to the
menuSi gnal function defined by the extension that defined the menu item. If the value of the
object'snane property ist oggl e, this code retrieves the menu item by name from the global
namespace and sets the value offlitcked property to the opposite of its current value.

Setting a Menu Item’s Enabled State Explicitly

You can set @sxi t emobject’'senabl ed property to specify whether the menu item is enabled

or disabledFigure2.4 depicts an enabled menu item, which is drawn in black and can be
chosen by the user. It also illustrates a disabled menu item, which is drawn in gray and cannot
be chosen by the user.
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FIGURE 2.4 Enabled and disabled menu items

Enabled active or enabled—can be selected
Discirled inactive or disabled—cannot be selected

The following code example creates the menu itemg-iate 2.4 depicts. This example sets
eachj sxrmenui t emobject’s enabled property explicitly to enable or disable the menu item it
defines.

<I-- Enable/D sable Exanple ------------------- >

<j sxnmenubar >
<jsxmenu title="M/ Menu">
<j sxi t em nane="enabl el t em’ val ue="Enabl ed" >
<j sxi tem name="di sabl el teni val ue="Di sabl ed" >
</ j sxnmenu>
</ j sxnmenubar >
<scri pt >
<!-- [//hide fromold browsers

M/Menu. di sabl el t em enabl ed = fal se;

// End of hiding scripts fromold browsers-->
</script>

As you can see by the boldfaced lines above, this script simply accesses the Disabled menu
item in the global namespace to setitabl ed property. Because GoLive normally enables
menu items by default, you need not set a menu item’s enabled property to ensure that it is
enabled. (Unless, of course, you've disabled it previously.)

In order to show clearly the techniques for enabling and disabling menu items, the preceding
examples are somewhat oversimplified. Usually, you'll condition a menu item’s enabled state
on some prerequisite; for example, Hie>Close Window menu item in GoLive is enabled

only when a GoLive document window is open. Similarly, you'll condition a menu item’s
checked state on whether the behavior it provides is currently in effect; for example, the
Window menu in GoLive places check marks next to the names of windows that are currently
open.The next section shows how you can make GoLive set the states of your menu items
automatically according to criteria you specify.

For information on testing for the presence of a document or its elemenageers,
“Manipulating Document Objects

Setting The State of A Menu Item Automatically

The valuelesdynani ¢ attribute of thegj sxi t em» tag marks its menu item as one that GoLive
must initialize before displaying the menu. Each time the user attempts to open a menu defined
by an extension, GoLive passes to the extensimmsSet up function each of the menu’s

items that have thdynani c attribute. TherenuSet up function can then initialize the item for
display, setting, for example, its checked state, its enabled state, and its initial value.
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The following example marks both menu items as requiring dynamic initialization.

<j sxmenubar >
<j sxmenu nane="BQol r" titl e="Background">
<j sxi tem nane="bgcol red" title="Set BG Red" dynam c>
<j sxi tem nane="bgcol grn" title="Set BG G een"” dynam c>
</ j sxmenu>
</ j sxmenubar >

The next example shows one way you might implementgheSet up function for the

extension that defines these menu items. This function setsabieed andchecked states of

the menu item passed to it according to whether the current document’s background color is
red, green, or some other color. Like tieauSi gnal function discussed earlier in this chapter,
themenuSet up function uses the passed menu itemaise attribute as the case expression of a

swi t ch statement that customizes the function’s actions according to the particular menu item
passed to it.

functi on nmenuSet up(nenultenm) {
/1 begin with nmenu itemunchecked
menul t em checked = fal se;
/1 disable dynamic nenu itens if no docunent or no el ement
menul t em enabl ed = (docurrent != null && docurrent.elenment != null);
/1 set enabl ed & checked states accordi ng to background col or
var tree = docurent. el errent ;
var bodyH enent = tree. get SubHE enent (" body");
switch (nmenul tem name) {
case "bgcol red":
i f (bodyH enent)

{

/1l allow user to change color tored if isn't red now
menul t em enabl ed = (bodyH enent. bgcol or = "red")

/1 place checkmark next to nenu itemif bgcolor is red now
menul t em checked = (bodyH enent. bgcol or == "red")

}

br eak;

case "bhgcol grn":
i f (bodyH enent)

{

/1 allowuser to change color to green if isn't green now
menul t em enabl ed = (bodyH enent. bgcol or != "green")

/1 place checkmark next to nenu itemif bgcolor is green now
menul t em checked = (bodyH enent. bgcol or == "green")

}

br eak;

}

Most of this code simply repeats techniques used earlier in this chapter; however, the code that
tests the current background color of the active document deserves further scrutiny.

When GolLive interprets a document, it generates a tree of markup elements that correspond to
the HTML elements the document defines. Each markup element takes the form of a set of
C++ objects GoLive maintains internally, as well as a set of objects that make this internal
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representation available in the JavaScript environment. To modify the active document, you
use the properties and methods of JavaScript objects that the markup tree provides.

The globaldocunent object represents the currently-active GoLive document window. The

el ement property of this object is a reference to the root of the markup tree GoLive generated
when it read this document. Thus, the following code retrieves the active document’s markup
elements and stores them in thee local variable.

var tree = docunent. el enent ;

Thet r ee variable actually holds the root of the markup tree, which is a special element
intended for use only by GoLive itself. The markup elements defined by the document’s
HTML code—such as its head and body elements—are subelements of this root object. To
modify the background color of the document, you must access the document’s body element.

Each markup element provideget SubE enent method you can use to retrieve a particular
element by name; thus, to retrieve the document’s body element, simply pass its name to the
get SubHE erment method of the r ee object, as the following code does.

var bodyH enent = tree. get SubH enent (" body");

The markup tree provides programmatic access to virtually every element of an active
document; later on in this book, tBeistom ElementandManipulating Document Objects
chapters discuss this subject in detail.

Adding Items to the Special Menu

To append your own menu items to #pecial menu, place youwj sxi t en» tags inside a
<j sxmenu> element that specifies a value'epeci al " for its nane attribute, as the following
example does.

<j sxnodul e name="Dynam cMenus" >
<j sxmenubar >
<j sxnenu nane="speci al ">
<j sxi tem name="one" title="Special Cne" dynam c>
<j sxi tem name="two" title="Special Two">
<j sxi temname="t hree" title="Special Three">
</ j sxmenu>
</ j sxmenubar >

When GoLive adds multiple custom items to $pecial menu, their order in the menu reflects

the order in which GoLive loaded the modules that define the menu items, as well as the order
in which each extensiontéi n. ht i file defines them when read top to bottom. You cannot
control the order in which GoLive loads modules, but your menu items will always appear in
the order that thisai n. ht ni file defines them.

As you can see iRigure2.5, theSpecial One , Special Two , andSpecial Three menu items this
code defines appear at the bottom of the Special menu. Note the presencavofribe and
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Selections submenus, which were loaded first because the name of the module that defines
them,DQM precedes the name of thgan cMenus module in alphabetic order.

FIGURE 2.5 Custom items appended to the Special menu

New Link *®L
v Remove Link oL
Add to Keywords K
Start Tobulator Indexing “CET
Show in Default Browser ®T
Show in Browser »
Rewrite Source Code...
Check Syntax CHEK
Use Macro HEM
New HTML Tag OEK
New HTML Text LR5ET
New HTML Comment 4%C
New Custom Tag £r3EN
New HTML Attribute LA
Toggle Binary %8B
XML tree »
Selections »
Special One
Special Two
Special Three
Document Statistic... O
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Dialogs and Palettes

The GolLive Extend Script SDK provides tags you can use to create two kinds of windows:
« A modal window, also known as modal dialog box

— Requires a response before allowing the user to proceed.

— Does not provide a close box; instead it provides a control, such as a button, that can
dismiss the dialog.

The alert dialogs shown igure2.2 on page44 are examples of modal windows.

« A modeless windowalso known as palette
— Floats above open document windows without requiring a user response.
— Is never terminated but can be hidden.
— Is hidden until the user selects it in the Window menu.

The Objects palette and the Inspector window are examples of modeless windows.

This chapter describes how to create these kinds of windows. Topics this chapter describes
include

« Defining the Modal Dialo@Vindow
« Defining Dialog Content

« Displaying the Dialog

« Implementing the controlSignal Function

« Floating Rilettes

Modal Dialog Windows

This section describes the steps required to display a modal dialog window:
Defining the Modal DialodVindow
Defining Dialog Content

Displaying the Dialog

Optionally, you can cause the dialog to respond to controls other than buttons that dismiss the
dialog; for detaills, sedmplementing the controlSignal Function” on pagf
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Defining the Modal Dialog Window

Thej sxdi al og element defines the modal dialog window itself. You'll use other tags to define
window content such as text and buttons.

<j sxdi al og name="objectName titl e="Title On Windows OSwi dt h="anlInteget
hei ght ="anlnteget >
</ j sxdi al og>

This tag specifies the following attributes:

name The name under which the dialog’s JavaScript
representation appears in the global namespace. GoLive
also makes the dialog available via thal ogs array it
maintains in the global namespace.

title The dialog window’s title when displayed on Windows
platforms. Not used on Mac OS platforms. (Mac OS dialog
boxes do not have titles.)

width Width of the dialog; can be overridden by an embedded
<t abl e>tag.

height Height of the dialog; can be overridden by an embedded
<t abl e> tag.

The element that defines an empty modal dialog window would look like the following
example. This example is hot meant to be a complete example of all the code required to create
a dialog—it’s just meant to show how thiesxdi al og>tag is used. The definition of any

<j sxdi al og> must always include at least ofjesxcont r ol > that can dismiss the dialog;
otherwise, the user cannot exit the dialog.

<j sxdi al og nanme="testDi al og" title="Test D alog" w dth="215" hei ght="200">
/1l jsxcontrol tags defining content such as text & controls go here
</j sxdi al og>

IMPORTANT: Everyj sxdi al og element must contain at least grsxcont r ol element that
can dismiss the modal dialog; otherwise, the user cannot exit the dialog.

The next section describes the use okjhexcont r ol > tag to define the content of the modal
dialog, including the all-important control that can dismiss the dialog.
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Defining Dialog Content

The<j sxcont r ol > tag can define a variety of control objects—the value ofjis attribute
specifies whether it defines a pushbutton, a checkbox, a radio button, various text fields,
various popup menus, or a custom control of your own design.

<j sxcontrol type="KindOfControl' nane="JavaScriptNarie
val ue="InitialValue' posx="NumOfPixels posy="NumOfPixels
wi dt h="NumOfPixel$s hei ght =" NumOfPixel$
hal i gn="SeeReferenteval i gn="SeeReferente>

All attributes other thahal i gn andval i gn are required.

All j sxcontrol objects provide certain common behaviors, such as the ability to draw
themselves in the location you specify. They also have certain common attributes, such as
those which specify the control’'s position. Any of yejsxcont r ol > tags can define these
attributes, and your JavaScript code can get or set their corresponding properties in the

j sxcontrol objects these tags create.

Each type of control object also provides its own specialized attributes and functions that other
types of control objects don't provide; for example, text-entry fields can capture keystrokes,
but radio buttons cannot. If your JavaScript code tries to set the value of an attribute or
property that does not apply to the control it is trying to set, the control ignores the non-
applicable input. For example, if you write a JavaScript statement that tries to set the

i tenCount property of a radio button, the control ignores the statement because radio buttons
have no such property. Similarly, if your script tries to call a function that the control does not
supply, the control ignores the statement. For example, if you try to caldheemfunction

of any control other than a popup menu, GoLive ignoreadtiet emfunction call.

The value of the ype attribute must be one of those listedsixcontrolon pagel22 As

mentioned previously, theype attribute specifies the kind of control this tag creates; thus,
eacht ype value specifies a particular customized appearance, behavior, and set of JavaScript
properties and functions for thexcont r ol object that GoLive creates as the result of
interpreting thesj sxcont r ol > tag. For example, jesxcont r ol of typebut t on provides the
appearance and behaviors of a pushbutton.

A modal dialog does not provide a close box; to close a modal dialog window, you must
implement one or more controls that can dismiss the dialog. The control that dismisses the
dialog does not need to be a pushbutton. The SDK provides two ways to dismiss a dialog:

« Any control created with mane attribute ofdi al ogok, di al ogcancel , ordi al ogot her
closes the dialog when the user clicks it. A control having any other valuenaseits
attribute does not dismiss its dialog.

« Theexit Mdal method of théialog Objectdismisses the dialog unconditionally. The
argument to this method specifies the value thatuhkbdal method returns when it exits.
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Theval ue attribute specifies only the initial value of the objeet sxcont r ol > tag creates,

not the final value the control returns to GoLive when the user changes the control’s state. A
pushbutton control’s final value is always the same as its initial value, but this is not always so
for other control types, such as popup menus.

Theposx andposy attributes specify the control’s placement in the modal dialog. These
attributes define an (x,y) coordinate pair that specifies the location of the control’s upper-left
corner within the coordinate plane having its origin at the upper-left corner of the dialog. The
values ofposx andposy are specified in pixels.

FIGURE 3.1  Positioning controls in dialog’s coordinate plane

00 A (280,0)
B Burger OrderForm ———=| -~ increasing values of x
< I~
Which trirmings would you like on your burger T
D Lettuce D Tornato D Pickle D Snicn
Howe weonld srou like it cooked ¥
() Raw @ Finkizh () Burnt
On which kind of bread ¥
Eaguette B
1Type your name here
1Please type phone nurnber and press Enter
“our cornments please
=
Click the Change button to change the color of the box.
[ Change ] [ Cancel ] ” OK ]I
[ ~
(0,400) (280,400)

V increasing values of y

Thewi dt h andhei ght attributes specify the dimensions of the control in pixels.

The optionahal i gn andval i gn attributes specify how the control positions itself when its
containing window is resized; because the user cannot resize a modal dialog, this section does
not discuss these attributes.

Creating A Cancel Button

A j sxcontrol of typebutton with namedi al ogcancel is a pushbutton that closes its dialog.
The following example uses tkgsxcont r ol > tag to define &ancel button resembling the
oneFigure3.2. depicts.
<jsxcontrol type="Button" name="di al ogcancel " val ue="Cancel "
posx="80" posy="138" wi dt h="60" hei ght="18">
</j sxcontrol >
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Creating An OK Button

The following HTML example uses thg sxcont r ol > tag to define apk button. GoLive
recognizes asxcont rol of typebut t on with namedi al ogok as a button that closes the

dialog when the user clicks it. Additionally, this button has a special outlined appearance that
identifies it as

« the default choice in the dialog

. the button that is clicked when the user presses either of the Return or Enter keys.
<jsxcontrol type="Button" name="di al ogok" val ue=""
posx="80" posy="138" wi dt h="60" hei ght="18">
</j sxcontrol >

When Golive interprets thesxcont r ol tag in this example, it creates a button resembling the
OK button inFigure3.2

FIGURE 3.2  Type attribute specifies appearance and behavior of jsxcontrol object

Burger Order Form
Wthich trirnmings would you like on your burger ¥
"D Lettuce D Tornato D Pickle D 2nion 117 ————————————— t ype:" C heC kbOX"
[ H?wiw?ulf yfouﬁlikﬁe iEcgokfdf 7777777777
" A "QRaw  @Finksh (O Burnt ——— type="radi obut t on"
type="static s e uF
— On which kind of bread?
Baguette | 2 t ype="popup"
|Type your name here I t ype:" edl t "

|Please type phone nurnber and press Enter 47

Your cormments please

type="buttonedit"

L type="editarea"

Click the Change button to change the color of the boz.

type="col or"
type="Button" —— == .____._____-__-._._._._, P

nane="di al ogot her " e e . ———— nane="di al ogok"
nanme="di al ogcancel "

Creating Other Kinds of Controls

The following example illustrates the use of tiexcont r ol > tag to create the static text,
editable text, checkboxes, radio buttons, a popup menu, and color picker shown in the dialog
box Figure3.2 depicts. For many additional examples of the use of controls, see the sample
code that the SDK provides.
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/] exanpl e of using <jsxcontrol> to create various kinds of controls

<j sxcont r ol

<j sxcont r ol
<j sxcont r ol
<j sxcont r ol
<j sxcont r ol

<j sxcont r ol

<j sxcont r ol
<j sxcontrol
<j sxcontrol
<j sxcontrol

<j sxcontrol

<j sxcontrol

<j sxcont r ol

<j sxcont r ol
<j sxcont r ol
<j sxcont r ol
<j sxcont r ol
<j sxcont r ol

<j sxcont r ol

</ j sxdi al og>

58

<j sxdi al og nanme="nyMdal D al og" title="Burger O der Forn? w dth="280" hei ght="400" >

type="static" name="tri mm ngsPronpt”

val ue="Wi ch trimmngs would you |ike on your burger?"
posx="10" posy="10" w dt h="240" hei ght ="18">

t ype="checkbox" name="1ettuceBox" val ue="Lettuce"

posx="10" posy="30" w dt h="60" hei ght ="18">

t ype="checkbox" name="t ormat oBox" val ue="Tonat 0"

posx="80" posy="30" w dt h="60" hei ght="18">

t ype="checkbox" name="pi ckl eBox" val ue="Pi ckl e"

posx="150" posy="30" wi dt h="60" hei ght="18">

t ype="checkbox" name="oni onBox" val ue="Cni on"

posx="220" posy="30" wi dt h="60" hei ght="18">

type="static" name="cooki ngPronpt"

val ue="How woul d you like it cooked?"

posx="10" posy="60" w dt h="200" hei ght ="50">

type="radi obutton" name="rar eRadi 0" val ue="Raw'

posx="10" posy="80" w dt h="60" hei ght="18" group = "cookBtn">
type="radi obutton" name="medRadi 0" val ue="Pi nki sh"

posx="70" posy="80" w dth="60" hei ght="18" group = "cookBtn">
type="radi obut t on" name="wel | Radi 0" val ue="Burnt"

posx="140" posy="80" w dt h="60" hei ght="18" group = "cookBtn">
type="static" nanme="bunPronpt" val ue="Qn which kind of bread?"
posx="10" posy="110" wi dt h="300" hei ght="18">

t ype="popup" nane="br eadMenu"

val ue="Baguette, Pita, Rye, Sourdough, Wheat"

posx="10" posy="135" w dt h="90" hei ght="18">

type="edit" nane="cust NaneFi el d" val ue="Type your name here"
posx="10" posy="170" wi dt h="150" hei ght="18">
type="buttonedit" name="phoneFi el d"

val ue="PFl ease type phone nunber and press Enter”

posx="10" posy="200" wi dt h="200" hei ght="18">

type="edi tarea" name="comment Fi el d* val ue="Your comments pl ease"
posx="10" posy="230" wi dt h="200" hei ght ="60">

type="static" name="chi psPronpt"

val ue="Adick the Change button to change the col or of the box."
posx="10" posy="304" wi dt h="300" hei ght="18">

type="col or" name="col or" posx="10" posy="330" w dt h=30 hei ght =19>
type="Button" name="di al ogC her" val ue="Change"

posx="10" posy="365" wi dt h="60" hei ght="18">

type="Button" name="di al ogcancel " val ue="Cancel "

posx="80" posy="365" w dth="60" hei ght="18">

type="Button" name="di al ogok" val ue=""

posx="153" posy="365" wi dt h="60" hei ght="18">
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Displaying the Dialog

To display a modal dialog, call thexdi al og object’sr unhbdal function. When the
runhdal function completes, it returns one of the following values:

dialogcancel 0 User clicked the Cancel button.
dialogok 1 User clicked the OK button.

dialogother 2 User interacted with a control other than the OK or Cancel buttons.

Your extension uses this return value to take appropriate action; for example uifithdal
function returns thei al ogok value, your extension would accept the current values of the
controls in the dialog as valid user input. On the other hand, iifutidddal function returns
thedi al ogcancel value, your extension would discard the user’s input to the dialog.

The following example shows different ways to usertivévbdal function’s result.

functi on MenuSi gnal (menul t em {
swi t ch( menul t em nane) {
/1 howto call runMddal for sinple Cancel /XK dial og
case "nySinpl ebi al og": {
if (nyQherD al og. runibdal ())
alert("That was a w se decision!"); break;
el se
alert ("Are you sure you want to cancel ?"); break;
}
/1 howto call runMdal for multi-button dial og
case "nyRegD al og":
{/l shareware registration dial og exanpl e
switch (nyRegD al og. runMdal ()) {
case "di al ogok":
/1 accept user input
var userNane = nyD al og. nyNaneFi el d. val ue;
var credit = nyD al og. nyQredit CardFi el d. val ue;
br eak;
case "di al ogcancel ":
Il restore defaults
nyD al og. nyNaneFi el d. val ue = "";
nyD al og. nyCredi t CardFi el d. val ue = "";
br eak;
case "di al ogot her":
I/l athird alternative
nyD al og. nyNaneFi el d. text = "Deno Wser";
nyD al og. nyCr edi t Car dFi el d. val ue = " DEMD DEMD DEMD DEMD';
set UpAsDenoVer si on() ;
br eak;
} /1 end switch
} /1 end nyRegD al og case
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For a dialog that allows the user only to accept or reject the choice it offers, you can use the
straightforward approach that theSi npl eDi al og case takes. Because dialogCancel actually
is the value zero, you can treat non-zero results fromutiebdal function as the boolean

valuet rue .

For a dialog that offers several exit points, you’ll need to take the approach demonstrated by
thenyRegD al og case—it uses thaunMbdal function’s return value as tlase expression in

aswi t ch statement that customizes its actions according to the button that dismissed the
dialog.

After the dialog closes, all of ifsxcont rol objects remain available in the JavaScript
namespace; as a result, retrieving the current control settings or restoring default values is
straightforward.

Implementing the controlSignal Function

If the only information GoLive needs from your dialog is whether the user accepts or rejects
the information it displays, you don't need to usedw r ol Si gnal function. You can

determine whether the user clicked OK, Cancel, or something else by examining the value that
therunMdal function returns. However, if you need to respond to changes in the state of a

j sxcont rol object while a modal or modeless dialog is displayed, you can use the optional
control Si gnal function to do so; for example, you would use this function to update the
appearance of an element in response to changes in the value of a control.

Whenever the user changes the state of a control createdjlsxtloat r ol tag, GolLive

passes the control to thent r ol Si gnal function of the extension that displayed the control.
Your implementation of this optional function takes any action necessary to respond to the
change in the control’s state.

Typically, this function tests theane attribute of the control passed as its argument, using
control . nane as the case expression afvat ch statement that customizes this function’s
actions for various controls.

Here’s a simple example ofcant r ol Si gnal function that you could use to add functionality
to the dialog shown ifigure3.2. When the user clicks ti@hange button, this
control Si gnal function’sdi al ogQ her case changes the color of dw or control. For all
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other non-dismissing controls, the default case prints an informative statement to the
Javascript Output  palette.

function control Signal (control)

{
swi tch (control . nare)
{
case "dial ogQ her": var currCol or = nyMdal D al og. col or. val ue
if (currColor == "red")
nyModal D al og. col or. val ue="gr een"
el se
nyModal D al og. col or. val ue="red"
br eak;
case "aNother":// each case responds to a specific control
br eak;
default:witeln (control.name + " selected.");
}
}

Floating Palettes

The<j sxpal et t e>tag creates a floating window with its own pull-down menu, like the one
Figure3.3shows.

FIGURE 3.3  Modeless dialog, floating window, or palette

Item 1
Item 2
Item 3
Item 4

Hella?

%

The palette window'’s title appears in thiadow menu; for example, the palette that
Figure3.3depicts places thezript Palette item in thewindow menu. A palette window always
runs while GoLive is running; when the user clicks its close box, GoLive hides the palette
from the user but the palette actually continues to run.

A jsxpaletteelement looks like the following example.

<j sxpal ett e name="objectName titl e="TitleOfPalett& order="anlnteget
wi dt h="anlnteger hei ght ="aninteget >
[l for palette menu, add <j sxmenu> and <jsxitenr el enents here
</jsxpal ette>

Thenane, wi dt h, andhei ght attributes to thej sxpal et t e> opening tag act as their
counterparts in other tags do.
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Theti t| e attribute defines the palette’s title as it appears in the Window menu and on the tab
of the palette window.

Theor der attribute determines the position in which this palettetd e attribute appears in
the Window menu. Higher values of thieder attribute place the paletta’st | e closer to the
bottom of the Window menu in the GoLive design environment. Values greate9ogan
produce undefined results.

The following example creates the palette showrignire3.3.

<I-- Palette ------------------- >
/1 menuorder is at the end of the Chjects group (0101)
<jsxpal ette nane="JSXPal ette" title="Script Palette" order=0151
wi dt h="215" hei ght =" 164" >
<j sxcontrol type="custom’ nane="custom' posx="10" posy="10"
wi dt h="112" hei ght ="32" >
<j sxcontrol type="Button" nane="button" val ue="Hel |l 0?"
posx="48" posy="96" wi dth="112" hei ght ="32">

<l-- Palette Menu ------------------- >

<j sxmenu narme="firstMenu" title="test">
<jsxitemname="iteml" title="Item 1" dynam c>
<jsxitemname="iten2" title="Item2">
<jsxitemname="itenB8" title="Item 3">
<jsxitemname="itemd" title="Item4">

</ j sxmenu>

</j sxpal ette>

As noted previously, theane, hei ght, andwi dt h parameters behave as they do for all the
other tags the GoLive Extend Script SDK provides, so this section won't discuss them. For
examples of thei t| e attribute’s appearance in the palette and in the Window menu, see
Figures3.3and3.4, respectively.

Theor der attribute defines a sort order for this palette among the other items and groups of
items that appear in the Window menu. The first two digits of this value specify the group of
menu items amongst which this item appears, while the second two digits define this item’s
sort order within the group.

AppendixB, “Sort OrderTableslists the values GoLive uses to sort built-in items that always
appear in the Window menu. According to this table, the Objects and Color menu items have
sort values 006101 and0110, respectively. Thus, th&eript Palette palette’smenu attribute of

0151 specifies that it is to appear in after the Color itenki@sre3.4 shows.
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FIGURE 3.4  Sort order in Window menu
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Palette Menus

To add a palette menu tq sxpal et t e, simply add g sxmenu element and its associated

j sxi t emelements to the body of yousxpal et t e definition, as the code example at the
beginning of this section does. You cannot define more than one menu for each palette, but that
palette menu can define submenus.

Other Controls

A j sxpal ett e window can host any of thexcont rol objects that the SDK provides.These
controls behave the same way in a floating palette as they do in a running modal dialog, with
one exception: pushbuttons namiédl ogCK, di al ogCancel, ordi al ogC her do not close or

hide palette windows.

Using the Dialog Editor Extension

The Dialog Editor sample extension provides a user interface you can use to design jsxcontrol
objects visually. Its output is intended for use in the GoLive design environment, not in Web
browsers.

Note: The Dialog Editor generates only the source code that defines a dialog’s appearance.
You must incorporate the output of the Dialog Editor ink&ian. ht m file which
provides the additional code required to display and dismiss the dialog.
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You can take the following steps to use the Dialog Editor extension:
1. Create a new, empty GoLive document window by choosingilth®lew menu item.

2. Display the Dialog Editor’s palette entries by clicking its tab indhjects palette or
choosing thialog Editor item from the Objects palette’s palette menukigsre3.5
depicts.

FIGURE 3.5 Choosing the Dialog Editor palette
Objects palette
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Custom

v Show Tabs

Undo
Redo

L palette menu

Layout Grid entry

3. Whenever you use thmalog Editor - extension to create a dialog, you must begin by
creating a layout grid that will contain the other controls in the dialog. To do so, drag the
Layout Grid palette entry onto the GoLive document window.

A layout grid object similar to the one igure3.6 appears.

FIGURE 3.6  Selecting layout grid activates its inspector window
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4. In the document window, click the layout grid object once to select it. When this object is
selected, a border and handles appear, and the Inspector window displays the layout grid’s
properties, agigure3.6 shows.
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5. The layout grid object is a substitute for the dialog window that will hold your dialog’s
content. Drag the handles or use the controls in the Inspector window to set the size and
position of the layout grid object to match that of the dialog window that will display the

dialog’s content.

6. Define your dialog’s content:

— Drag an icon from the Dialog Editor palette onto the layout grid object in the document

window.

GolLive creates a new element and displays its inspector window.
— Set the new elementane attribute to a unique value.

IMPORTANT: To ensure reliable access to JavaScript objects, pah attribute must be
unique within the JavaScript namespace.

FIGURE 3.7  Layout view of typical dialog content
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7. When you've finished defining your dialog, select it by clicking the layout grid once.

8. Choose th&indow>Source Code menu item to display source Code window similar to
the one irFigure3.8. When the layout grid is selected, 8warce Code window highlights

the code that defines the dialog.
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FIGURE 3.8  Source Code window with dialog code hi

hlighted

0 ;
[ In & SutLinks 3 Source Code »
<table cool width= height= gridx=3 gridy=5 useqridx= uzeqr idy= showgrid== showgridy=
<tr height= >
<td width= height= rovwspan="7"r<ftd>
<td width= height= colspan="5"><ftd>
<td width= height= rigpacer type= width= height= o ftd>
<ftre
<tr height= >
. . <td width= height= calspan= walign= align= HpOS= S
Static text object <jsxeontrol name= types walue= posx=15 posy=25 wi
<ftd>
<td width= height= rispacer type= width= height= =i td

<fire
<tr height="5">

<td width= height= rowspan="5"><ftd>
) <td width= height= o lspan= rowspan= valign= align= HpOs= b
CheckbOX ObJect jsxcontrol name= type= walue= pozx=20 posy=63 width=123 height=25*
<ftd>
<td width= height= colspan="2"><ftd> | |
td width="1" height="5"s ¢spacer typs= width="1" height="5"5< Ftd> [
<fre -
D]

9. Copy eachisxcontrol element from the highlighted code and paste it into the appropriate
container element in the destinatidi n. ht ni file:
— To create a modeless dialog, paste the jsxcontrol elements swpah et t e element.
For a code example, stdoating Ralettes” on pagél.
— To create a modal dialog, pastejthecont r ol elements into psxdi al og element. For
a code example, sébefining Dialog Content” on padss.

10.In theMai n. ht i file, implement code that displays and dismisses the dialog:

« For modal dialogs,
— Call the dialog’s unMbdal method to display the dialog.
— Call the dialog'sxi t Mdal method to dismiss the dialog.
Alternatively, you can provide a control havingaae attributedi al ogok,
di al ogcancel , ordi al ogot her ; when clicked, such controls dismiss the modal dialog.
For more information, seé®efining Dialog Content” on padsb.

« For modeless dialogs, you need not provide any additional code to display or dismiss the
dialog.
— Thej sxpal et t e element installs your palette in tivhdows menu.
— All'j sxpal ett e objects provide a close box that the user can click to dismiss the
modeless dialog.
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Custom Elements

The user can drag icons from the Objects palette to a GoLive document window to add
predefined elements to the page. This chapter describes how to define a custom HTML
element and install it in the Objects palette as an icon the user can drop into a GoLive
document.

Overview

When the user drags an icon from the Objects palette to a GoLive document window, GoLive
« adds the icon’s associated markup tags to the document

« placesin the GoLive document window a visual representation of the content the icon
provides.

This visual representation, called@stom box can reflect the actual appearance of the

custom element or it can draw a placeholder graphic; for example, a placeholder graphic could
be used to represent server-side content not available at the time the icon is dropped onto the
document window.

A custom box is like a GoLiveomponentin the sense that it adds multiple elements to the
page. However, the content of a component is limited to that which can be created with
standard HTML tags, and the component offers no JavaScript access to its content.

In contrast, a custom box

« Defines a custom tag name that represents it in the GoLive design environment; thus you
can use custom boxes to define elements created from any mixture of your own custom
tags, tags the SDK provides, and standard HTML tags.

« Provides JavaScript access to the attributes of the custom element it represents; thus, the
custom box enables you to inspect what you might otherwise create as a component.

Tags For Creating Custom Elements

You'll use the following tags to create custom entries in the Objects palette:

« Thex<j sxpal ett egr oup>tag creates a new tab inside the palette (or selects an existing tab)
which is then filled in with a number of <jsxpalettentry> tags.

« Each of the<j sxpal et t ent r y> tags is a placeholder for the HTML code the palette entry
adds to the page; usually, this code contains a custom tag defined by the <jsxelement> tag.

« The<j sxi nspect or > tag is used to create a dialog which serves as the inspector for that
specific box. The necessary icons for the palette as well as necessary pictures to draw the
box may be defined using the widely known <img> tag.
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Each of these tags haslassi d attribute that GoLive uses to identify the elements of the
custom box. All of the tags used to define a custom box must specify thelsewied

attribute value. This value identifies the palette entry that creates the custom box and inserts
HTML in the document, as well as the inspector window to display when the box is activated.
This value must be unique within the extension module.

Custom Box Event-Handling Functions

When the user drags a custom palette entry’s icon into a GoLive document window, GoLive
creates an empty custom box and places it in the document. Subsequently, it calls the
following functions your extension must provide:

« To draw the visual representation of the palette entry, GoLive calis sheox function,
passing the Box object to be drawn as its argument. This function may use the global Draw
object to draw its contents.

« When the user resizes the box by dragging at the box's borders or by entering data into the
inspector dialog, GoLive calls the extensidmsResi zed andpar seBox functions.

— TheboxResi zed method accepts three parameters: the box object itself, the new width,
and the new height. In addition to updating the box’s appearance to match the new size,
your implementation of this method must also update the markup elements that the box
represents.

— After callling theboxResi zed method, GoLive calls thear seBox method, passing the
box object as its argument. This method adjusts the appearance of the box according to
the properties of the markup elements the box represents.

« Golive also calls the extensiomar seBox method
— when a document containing the palette entry is read.
— when the user switches to Layout View from another view in the document window.

Development Overview

The rest of this chapter describes the following steps required to create an Objects palette entry
that provides a custom box:

. Define the custom element itself
— Define a custom tag name
— Define the custom tag’s HTML content

« Install the custom element as an icon in the Objects palette

« Implement functions that enable interaction with an instance of the custom element in a
GoLive document window.
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Defining A Custom HTML Tag

You can use thgsxel enent tag to define the name of a custom HTML tag in the GoLive
environment. The content this custom tag adds to the page is defined elsewhere, in the
j sxpal ettentry tag that is a companion to tljisxel enent tag.

<j sxel ement t agName="nameOfCustomTéagcl assi d="yourUniquelD
t ype="kindOfElemerit
</j sxel enent >

Thet agNane attribute of thesj sxel enent > opening tag specifies the name of your custom
HTML tag; for example, aagNane attribute ofnyt ag defines thenyt ag> custom tag in the
GolLive environment. If this name duplicates that of any existing markup tag or JavaScript
object, your custom tag replaces the built-in tag and disables the built-in inspector for that tag,
so you should choose the name of your tag with this in mind.

Thej sxel enent tag and its associatg¢expal et t ent ry tag must specify identical assi d
attributes. Thel assi d attribute is an identifier that associatésapal et t ent ry element

and g sxi nspect or element with thi$ sxel enent element. The value ofch assi d attribute
can be any text string that is not already used as an identifier elsewhere in the extension.

NoTe: Thecl assi d attribute does not provide any sort of built-in behavior or data. It's just an
identifier GoLive uses to gather up all the code items it expects a custom element to
provide. Thecl assi d attribute is not a class name in the classic object-oriented
programming sense, and it has no relationship to the class names of objects that
GolLive uses internally.

Thet ype attribute specifies the kind of element this tag defines, such as a container, a server-
side include, or some other kind of HTML element; thus, the value of this attribute defines
certain aspects of the element’s behavior and appearance. For a complete list of the kinds of
elements th¢sxel enent tag can define, see the description ofttyyge attribute in the
jsxelementreference entry opagel26.

The following example defines thkeyt ag> tag.
<j sxel ement tagName="nytag" cl assi d="nycl ass" type="pl ai n">

Thet agnane attribute ofnyt ag specifies that thissxel enent tag defines thenyt ag>
custom tag. Whethemyt ag> is binary (requires & nyt ag> closing tag) or unary (no
closing tag) is defined elsewhere, in tfls&pal et t ent ry having the samel assi d
value.

Thecl assi d attribute ofnycl ass matches thel assi d attribute of the
<j sxpal et t ent ry> and<j sxi nspect or > tags associated with thig sxel enent > tag.

Thet ype attribute ofpl ai n specifies that this is a standard HTML tag, rather than a
specialty tag such as a container.

Do not attempt to define your custom tag’s custom attributes here; instead, use the
j sxpal ettent ry tag to define them. The next section describes how to use this tag to define
the custom element’s HTML content and install it in the Objects palette.
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Defining the Custom Tag’s Palette Icon and HTML Content

Thejsxpalettentrytag associates two important things with the custom tag that its associated
j sxel enent tag defines:

« The HTML code this tag adds to the page when the user drops its icon in a GoLive
document.

« The icon that represents the custom tagjgxpalettgrouptab in the Objects palette.
The syntax of thej sxpal et t ent ry>tag is as follows.

<jsxpal ettentry
di spl ay="DescriptionOfTay cl assi d="yourUniquelD
pi ct ur e=" palettelcon
< customTagNamaittributel attribute2 ... attributeN // custom el t
optional additional elements here
</ customTagName// opti onal
</jsxpal ettentry>

Thedi spl ay attribute holds a short description of the custom element this palette item
representstigure4.1 depicts an example of this description, which appears in the lower-left
corner of the Objects palette when the mouse cursor pauses over the custom icon.

FIGURE 4 Display attribute of jsxpalettentry
i B

Sample Box for <mytags tag e

Thecl assi d attribute specifies a unique identifier that associategdkiml et t ent ry tag
with its companiorj sxel enent andj sxi nspect or tags. The palette entry$ assi d
attribute must match the assi d attributes of its associat@dxel enent andj sxi nspect or
tags exactly.

Thepi ct ur e attribute specifies the picture used as this custom element’s Objects palette icon.
Golive scales this picture to 24 pixels high by 24 pixels wide automatically when it installs
the palette entry’s icon. The value of fiiet ur e attribute is thaane attribute of arxi ng>

tag defined elsewhere in the extensidisn. ht i file. This<i mg> tag’ssr ¢ attribute

specifies the path to the picture to use as the custom element’s icon.
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Following thepi ct ur e attribute is the HTML code that the custom element adds to the
generated page:

« The custom tag and its attributes

This HTML must begin with a left bracket)(followed by the tag hame the associated
j sxel enent tag defines. Following that are the custom tag’s attributes. Finish the definition
of the custom HTML content with a closing bracket (

« The HTML code this tag is to add to the page.

Your definition of this code can be composed of any mixture of standard HTML tags,
special tags provided by the SDK, or your own custom tags. When the element is dropped
on the page, GoLive parses its tags and generates the HTML it adds to the document. In
this generated HTML,

— <jsx...> tags provided by the Extend Script SDK are replaced by standard HTML with
additional custom attributes.

— custom elements defined bysxel enent > tags are added to the GoLive document’s
HTML source exactly as defined.

« An optional closing tag that takes the form of the custom tag with a forward slash inserted
between the leftmost bracket and the tagname; for example the closing tagfot tige
tag is the</ nyt ag> tag.

Here is an examplesxpal et t ent ry element.

<jsxpalettentry display="Sanpl e Box for <test> tag"
classid="test" picture="pal ettelcon">
/1 this palette entry places two customelenents and an i nage on the page
<test nane="nyFirst" w dth=100 hei ght=50 src="http://wmv adobe. coni >
<i mg src="lmages/ ducky. j pg">
<test nane="nylLast" wi dt h=100 hei ght =50 src="http://wmv adobe. com >
</jsxpal ettentry>

NoTe: This example has been reformatted to enhance its readability. Do not include line
breaks in the HTML code youy sxpal et t ent r y> element adds to the page. Line
breaks in this code can cause cross-platform incompatibilities.

Thedi spl ay attribute of this palette entry produces the display text shown in the lower-left
corner of the palette iRigure4.1.

Thecl assi d of t est is a unique value shared only by thessi d attributes of the
j sxel enent andj sxi nspect or tags associated with this palette entry.

Thepi ct ur e attribute value ofal et t el con is thenane attribute of the followingi ng> tag,
defined elsewhere in this extensiokés n. ht m file.

<ing src="lmages/ pal ettei con.jpg" nane="pal ettel con">

Following thepi ct ur e attribute is the closing bracket that finishes<4hexpal et t ent r y>
start tag.

Following the<j sxpal et t ent r y> start tag is the HTML that this palette entry adds to the
page. This palette entry places an image and two instancest estheustom element on the
page. The est element consists of the est > tag and the content it adds to the page—the
nane, wi dt h, hei ght, andsr ¢ attributes.

Golive™ 5.0 Extend Script SDK Programmer’s Guide 71



72

<test name="nyFirst" w dt h=100 hei ght =50 src="http://wwmv adobe. con! ><i ng sr
c="1 mages/ ducky. j pg" ><t est nane="nyLast" w dt h=100 hei ght =50 src="http://ww
w. adobe. coni >

The mess above isn't a typographical error, it's how your custom element definition should
look. Don't include line breaks in the definition of your custom element—they cause cross-
platform incompatibilities in your code.

The attributes associated with your custom element are defined in the HTML the palette entry
adds to the page. Note that this palette entry addsdstoelements to the page, and that each

t est element can define and initialize its respective attributes as necessary to produce the
desired output.

Finally, the</j sxpal et t ent ry> end tag finishes the definition of the palette entry.

Installing A Custom Entry In the Objects Palette

Thejsxpalettgroupelement specifies the tab under which #spal et t entry items appear

in the Objects palette. This element can be used to add entries to one of the built-in Objects
palette tabs or it can be used to define a custom tab under which its entries appear; for
example Figure4.2 depicts the addition of th@ustom Box Ssample extension’s custom tab.

FIGURE 4.2  Custom tab in Objects palette.

i
. I Sample Tag

“

Thejsxpalettgroupelement looks like the following example.

<j sxpal et t egroup
name="objectName di spl ay="tabName t abQ der =" aninteget
pi ct ure="tablcort order =aninteger>

</ j sxpal et t egroup>

As usual, theane attribute specifies the name under which the tab’s JavaScript representation
appears in the global namespace.

« To add this group of palette entries to a custom tab, specify your own unigue identifier as
the value of this attribute.

. To add this group of palette entries to one of the built-in Objects palette tabs, specify one of
the predefinedane attributes described in thexpalettgroupsection beginning on
pagel?5. If you use a predefinacane attribute, omit theli spl ay, pi ct ure, and
t abor der attributes from youy sxpal et t egr oup tag—the built-in tabs provide these
attributes for you and you cannot change them.
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Thedi spl ay attribute specifies the text that appears when the mouse pointer pauses over the
tab on the screen; for exampleHigure4.2, the tab'di spl ay attribute holds théxt ensi on

Sanpl e value. If you use a predefinedne attribute, youj sxpal et t egr oup tag can omit the

di spl ay attribute.

Thepi ct ur e attribute specifies the icon that appears in the custom tab. The value of this
attribute is thenare attribute of arxi ng> tag that specifies the path to this picture as the value
of its sr ¢ attribute. If you use a predefineahe attribute, youf sxpal et t egr oup tag can

omit thepi ct ur e attribute.

Thet abor der attribute specifies the sort order for this tab amongst all tabs appearing in the
Objects palette Objects palette tabs are sorted tybor der value from least to greatest, with
higher values appearing closer to the rightmost edge of the palette. If you use a predefined
nane attribute, youi sxpal et t egr oup tag can omit theabor der attribute.

Theor der attribute is used only to add palette entries to one of the built-in tabs, such as the
Basic tab. When you add palette entries to a built-in tab, the value of dee attribute

specifies the position at which GoLive adds all of your custom entries. Your icons are always
added to the palette in the order your extension defines them.Thus, if the valueafigour
attribute that is less than that used by a built-in palette entry, your icons are put into the palette
before that built-in icon.

Adding Palette Entries to a Built-in Tab

To add custom palette entries to one of the built-in Objects palette tabs, specify one of the
predefinechane attributes described in tligxpalettgroupsection beginning opagel25 for
example, the followingsxpal et t egr oup tag adds itpsxpal ett ent ry icons to thesasic tab.

<j sxpal et t egr oup name="Basi c" or der =3000>
/ljsxpalettentry tags appearing here are added to the Basic tab
</ j sxpal et t egroup>

When you specify a predefined name attribute, omit the rest péxipal et t egr oup tag’s
attributes—each built-in tab provides its owirspl ay, pi ct ur e, andt abQ der attributes that
you cannot change.

You can still specify aor der attribute for your palette entries if you prefer to do so, as the
preceding example does.This example adds its palette entries to the Basic tab. The order
attribute’s value 08000 causes GoLive to add these palette entries after it adds the last built-in
palette entry, which has ander value 0f140. For a listing of alt abor der andor deri d

values used by the built-in palette icons, ‘Selejects Rilette Entries” on pagE96,
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Adding Palette Entries to a Custom Tab
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The following HTML example code creates the custom tab showigime4.2

<j sxpal ett egroup name="XTND' di spl ay="Ext ensi on Sanpl e"
t abQr der =" 3000" pi ct ure="pal ette@ oupl con"
or der =3000>
/]l <jsxpalettentry> tags go here
</ j sxpal ett egroup>

As always, theane attribute defines the custom tab’s JavaScript identifier, andi dpeay
attribute defines the tab’s on-screen identifier; in this casdi #ipeay attribute defines this
palette item’s tool tip.

Thet abQr der attribute defines a sort order for this tab among the other tabs that appear in the
Objects palette.

This tag'sor der attribute is meaningful only when installing a custom palette entry amongst
those built into GoLive itself. When a single extension places only its own entries on its own
palette, as this simple example does, GoLive sorts the entries accordingrtdethattribute

of each entry’sj sxpal ett ent ry>tag and it ignores ther der attribute of the

<j sxpal et t egr oup> tag that wraps those entries, and you can use any numeric values that
produce your intended sort order. When you're installing your icon onto one of the built-in
palettes, the order attribute defines a sort order for this palette’s icons amongst all icons on the
tab. The first two digits of this value specify the group of tabs amongst which this tab appears,
while the second two digits define this tab’s sort order within the group. The IDs used to sort
the tabs and palette entries built into GoLive are listé@bjects Rlette Entries” on

pagelot.

Basic Custom Boxes

When the user drags an icon from the Objects palette to a GoLive document, GoLive adds the
tag’'s HTML code to the GoLive document and places a visual representation of the tag in the
GoLive document window. This visual representation, callegstom box can reflect the

actual appearance of the custom element or it can be a placeholder graphic; for example, a
placeholder graphic could be used to represent server-side content not available at the time the
page is created. The custom box also provides JavaScript access to the attributes of the custom
HTML element it represents.

When the user selects the custom box, GoLive
« Initializes the custom box as describednializing the Custom Box

« Displays the custom box as describe®isplaying the Custom Box

« Activates the custom box’s inspector window as describé&usjrecting the Custom
Element

« Provides handles that enable the user to resize the custom box, as des&tdszirig
Custom Boes These handles do not appear when resizing behavior is disabled by the
fi xedWdt h orfi xedHei ght attributes.
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Initializing the Custom Box

Golive initializes a custom box in response to any of the following events:
« The user drops an Objects palette icon onto a GoLive document window.

« Golive reads a document containing a custom HTML element defined joyxidle=nent
andj sxpal ettentry elements.

« The user switches to Layout View from another view in the document window.

To initialize the custom box, GoLive calls tha seBox function of the extension that created

the element the box represents. Your implementation of this function must initialize the box in
any way that is appropriate; for example, this function might set the box’s height and width as
specified by théei ght andwi dt h attributes of the custom HTML element.

GoLive passes to thmar seBox function aBox Objectthat holds the HTML code associated
with the custom element. Thiex object’'sel ement property provides JavaScript access to the
custom element’s attributes; thus, to initialize lhieght andwi dt h attributes of the custom
box, your implementation of thear seBox function could use JavaScript code like that shown
in the following example.

function parseBox(box) {

box.wi dth = (box. el ement.wi dth == undefined) ? 48 :
box. el enent . w dt h;

box. hei ght = (box. el enent . hei ght == undefined) ? 48 :
box. el enent . hei ght ;

box. url = (box. el enent.src == undefined) ? "none" :

box. el enent . src;

box. I'i nk = box. creat eLi nk(box. url);

box. ol dWdth = box.wi dt h;

box. ol dHei ght = box. hei ght ;

Displaying the Custom Box

To display the custom box, GoLive calls the extensidnéBox function, passing to it the
box to draw and a Draw object. Theaw Objectprovides methods that draw lines, circles,
rectangles, or images. Your implementation ofdih@wBox function calls the passed Draw
object’'s methods to paint the visual representation of the custom box on the screen.

The Draw object is valid only during the execution of the function that receives it as an
argument. Attempting to use the draw object outside this function generates a runtime error.
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Here's a simple example ofdaawBox function.

// define an ing object to represent the placehol der graphic by name
<img src="I|mages/draw. gi f" nane="pl acehol der G aphi c">

functi on drawBox(box, draw) {

}

/] set width & height of graphic to val ues passed in by box
pl acehol der Graphi c. wi dth = box. wi dt h;

pl acehol der G- aphi c. hei ght = box. hei ght;

/1 draw the pl acehol der graphic

pl acehol der Graphi c. draw( 0, 0) ;

This code sets the width and height of the placeholder graphic to the values specified by the
custom box and then calls theawfunction of thepl acehol der G aphi ¢ picture object to
redraw the visual representation of the custom box at the size the user specified.

Here’s a slightly more elaborateawBox function. It paints a white background and frames it
in black before drawing the custom placeholder graphic on top of this background.

[/ define an iy object to represent the placehol der graphic by name
<i ng src="l'mages/ draw. gi f" nane="pl acehol der G aphi ¢" >

function drawBox(box, draw) {

}

/1 draw a filled rect as background

i f (box. el ement. col or != undefined)
draw set Col or ( box. el enent . col or);
el se

draw set Col or ("white");
draw fill Rect (0, 0, box.w dth, box. height);
/1 franme the background in bl ack
draw set Col or (" bl ack");
draw frameRect (0, 0, box.w dth, box. height);

/] set width & height of graphic to val ues passed in by box
pl acehol der G aphi c. wi dt h = box. wi dt h;

pl acehol der G aphi c. hei ght = box. hei ght ;

/1 draw the pl acehol der graphic

pl acehol der G aphi c. draw( 0, 0) ;

The Draw object'set Col or method specifies the color used for drawing. It accepts color
values specified as any valid HTML color name, suctrag", "#FF0000", or"#F00". The
method also accepts integer triplets specifying red, green, and blue values from 0 to 255.
Therefore, the following three lines of JavaScript are equivalent—all set the color to red.

set Col or ("#FF0000")
set Gol or ("red")
set Gol or (255, 0, 0)

76
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The precedingr anBox() example always draws the same thing, however. An extension that
adds multiple entries to the Objects palette would provitteaBox function more like the
following example, which usessai t ch statement to call one of sevedabhwXx custom

drawing functions.

function drawBox(box, draw) {

draw t ext Font ("ApplicationFont");

swi tch (box. el ement . type) {
case "button":drawButton (box, draw); break;
case "checkbox": drawCheck (box, draw); break;
case "radi obutton": drawRadi o (box, draw); break;
case "edit":
case "editarea":drawedit (box, draw, false); break;
case "buttonedit":drawEdit (box, draw, true); break;
case "static":drawStatic (box, draw); break;
case "col or":drawCol or (box, draw); break;
case "urlgetter":dranwGetter (box, draw); break;
case "popup":drawPopup (box, draw); break;

}

Each of thesdr awXx custom drawing functions uses tireaw object in a manner similar to
the following example of ther anRadi o function.

function drawRadi o (box, draw) {
var w = box.w dth-1, h = box. hei ght-1;
draw setCol or ("silver");
draw fill Rect (0, 0, w h);
var X =5, y = (h-12)/2;
draw set Col or ("white");
draw fillQval (x, vy, 12, 12);
draw set Col or ("bl ack");
draw frameQval (x, y, 12, 12);
draw fill Oval (x+3, y+3, 6, 6);
var sh = draw stringHei ght (box. el errent . val ue) ;
draw noveTo (20, (h-sh)/2);
draw drawstri ng (box. el enent. val ue);

}

For additional examples of the use of tlhaw object, see the custotnawXx drawing
functions in thedialog Editor sample code that the SDK provides.
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Inspecting the Custom Element

Thelnspector window is always available in the Window menu. Tisgector window
provides a user interface for getting and setting

« The properties of a custom element’s JavaScript representation.
« The attributes of the HTML source the custom element added to a GoLive document.

When the user selects any modifiable page element in the GoLive document window, GoLive
passes to thespector window a unique value that identifies the kind of element selected. The
Inspector window's interface customizes itself accordingly, displaying the controls appropriate
for manipulating that element’s properties or attributes. GoLive provides inspectors for all
built-in elements that the user can modify. To initialize the inspector window appropriately for
a custom element, GoLive uses the custom elemdrdissi d attribute.

FIGURE 4.3  Inspecting the Attributes of a Custom Element
B
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Thej sxi nspect or tag specifies the group jo§xcont r ol objects that populates thapector
window when a custom element having a particellassi d is selected.

<j sxi nspect or nane="objectName titl e="namelnWindowMeriu
cl assi d="yourUniquelD wi dt h="anInteget hei ght ="anlnteget >
/1 jsxcontrol tags that provide inspector w ndow controls go here
</ j sxi nspect or >

Because thaspector window is a palette window, defining axi nspect or element is very
similar to defining g sxpal et t e element:

o Use thenane, titl e, width, andnhei ght attributes just as you would use the same-named
attributes of th¢ sxpal et t e tag. For more information, sé€loating Ralettes” on pagé1.

« Usejsxcontrol tags to define the contents of your inspector dialog just as you would use
them to define the contents of sxpal et t e window.

Thecl assi d attribute specifies the custom tag and custom palette entry that define the custom
element this window inspects. Set the value of the nspect or tag’scl assi d attribute to

the samel assi d value used by thiesxel enent andj sxpal ett ent ry tags that define the

custom element this window inspects.
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Here’s an example of the use of #j&xi nspect or > element. As you can see, it wraps around
the numerougsxcont rol elements that provide this inspector window’s static text, edit
fields, popup menus, and color field.

<j sxi nspect or nane="nyJSXl nspector" title = "M/ Qustom H enent "

cl assi d="nyd assl D' wi dt h=215 hei ght =200>

<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j.sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcont r ol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol
<j sxcontrol

<j sxcontrol

type="static" posx=10 posy=14
w dt h=40 hei ght =14 val ue="X"'>

type="buttonedit" nane="cX' posx=55 posy=10
w dt h=50 hei ght =19>

type="static" posx=10 posy=36 w dth=40 hei ght=14
val ue="Y">

type="buttonedit" nane="cY' posx=55 posy=32
w dt h=50 hei ght =19>

type="static" posx=110 posy=14 wi dth=40 hei ght=14
val ue="Wdt h" halign="right">

type="buttonedit" name="cWdth" posx=155 posy=10
w dt h=50 hei ght=19 hal i gn="right">

type="static" posx=110 posy=36 w.dth=40. height=14
val ue="Hei ght" halign="right">

type="buttonedit" nanme="cHei ght posx=155 posy=32
wi dt h=50__hei ght =19 hal i gn="ri ght " >

type="static' posx=10 posy=58 | w dth=40  hei ght =14
val ue="hAl'i gn">

t ype="popup" nane="cHali gn" posx=55 posy=54
wi dt h=60 hei ght=19 val ue="1eft, center,right, scal e">

type="static" mnanme="cCol or Lbl " posx=110 posy=58
wi dt h=40 height=14 val ue="Col or" halign="right">

type="col or" name="cCol or." posx=175 posy=54
w dt h=30 hei ght=19 hal i gn="right">

type="static" posx=10 posy=80 w dth=40 height=14
val ue="vAlign">

t ype="popup" nanme="cVal i gn" posx=55 posy=76
w dt h=60 hei ght =19 val ue="t op, cent er, bott om scal e">

type="static" posx=10 posy=102 wi dt h=40 hei ght =14
val ue="Nane" >

type="buttonedit" nane="cNane" posx=55 posy=98
w dt h=100 hei ght =19 hal i gn="scal e">

type="static" posx=10 posy=124 wi dth=40 hei ght =14
val ue="Val ue">

type="buttonedit" name="cVal ue" posx=55 posy=120
w dt h=100 hei ght =19 hal i gn="scal e" >

</ j sxi nspect or >

This code provides thespector window shown irFigure4.3on page78
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Initializing the Inspector Window

Before displaying the inspector window, GoLive calls the extensimsisect Box function,

passing the box to inspect as its argument. Your implementation of this function initializes the
controls in thenspector window to reflect the current values of the properties of the JavaScript
representation of the custom element. The following example illustrates a sispdet Box
function.

function i nspect Box(box) {
/1l init height and width fields per passed attrs
box. i nspect or. cWdt h. val ue = box. wi dt h;
box. i nspect or. cHei ght . val ue = box. hei ght;
[l init other fields to defaults if no val ue supplied by box
box. i nspect or. cHal i gn. val ue =

(box. el enent. halign == undefined) ? "left" : box.el enment. halign
box. i nspector.cVal i gn. val ue =

(box. el enent.valign == undefined) ? "top" : box.elenent.valign
box. i nspect or. cNane. val ue =

(box. el enent. nane == undefined) ? "" : box. el enent. nane;
box. i nspect or . cVal ue. val ue =

(box. el enent. val ue == undefined) ? "" : box. el enent. val ue;

[l enable &init color field only if it is selected
var cEnabl ed = fal se;
swi tch (box. el enent. type) {
case "col or": box. i nspect or. cCol or. val ue = box. el enent . val ue;
cEnabl ed = true; break;

}

box. i nspect or. cCol or Lbl . enabl ed =
box. i nspect or. cCol or. enabl ed = cEnabl ed;

}

Most of this function body initializes the various controlsjthe nspect or tag puts in the
Inspector window. Théenspect or property of théox object GoLive passes to you provides
access to the inspector window associated with this custom box; thus, each line of code that
sets the value of a control in the inspector window is a variation on the following expression ,
which assigns a value to the contreks ue property:

box. i nspect or. controlNameval ue = newValue

As you might guess, you can read a control objeat’sie property to get the control’s current
value. Note that the object theal ue property holds, and the manner in which its value is set
or retrieved, is a function of the control object’s type.

Thebox object passed to this function by GoLive always has valitih andhei ght
properties, so the first two lines of code initialize the values afwihdt h andcHei ght text-
entry fields directly from these properties.

box. i nspect or. cWdt h. val ue = box. wi dt h;
box. i nspect or. cHei ght . val ue = box. hei ght;

It's not necessarily good coding practice to assume that values passed to your code are valid,
or even present. The next code fragment shows an initialization technique that tests for the
presence of thieal i gn property before using it. Thel i gn andval i gn properties of the box
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object specify the horizontal alignment and vertical alignment of the box with respect to its
container; in this case, the container is the document window in which the box appears.

box. i nspect or. cHal i gn. val ue =
(box. el enent. halign == undefined) ? "left" : box.el ement. halign

If this property is supplied, this code uses it; if not, the code sets the value of the

box. el enent . hal i gn property to a default value béft aligned. The next several lines of
code use this technique to initialize most of the remaining controls litstlaetor window. Of
interest is the final code fragment, which enables and initializessHeetor window’s color

controls only when a color field is selected.

var cEnabl ed = fal se;
switch (box. el ement. type) {
case "col or": box. i nspector.cCol or. val ue = box. el enent. val ue;
cEnabl ed = true; break

}

box. i nspect or. cCol or Lbl . enabl ed = box. i nspect or. cCol or. enabl ed = cEnabl ed;

Although GolLive objects ignore bad values, it is recommended that your code always validate
values before using them; when presented with bad input, your code can then more easily
provide default values, display appropriate user feedback, or make a graceful exit.

The controlSignal Function

When the state of any control in the inspector window changes, GoL.ive calls the extension’s
control Si gnal function, passing the changed control as its argument. Your implementation

of this function must update the appearance of the custom box and the attributes of its markup
elements.

The following code example depictgent rol Si gnal function that implements Inspector
window functionality. The body of this function holds\ t ch statement that responds
appropriately for the various controls GoLive passes to it.

function control Signal (control)

{
var box = control . parent. box;
switch (control.name) {
case "cX': box. el enent. posx = control.val ue; break
case "cY": box. el enent. posy = control.val ue; break
case "cWdth": box.w dth = box. el enment.wi dth = control.val ue; break
case "cHei ght": box. hei ght =box. el errent . hei ght =control . val ue; break
case "cHalign":box. el ement. halign = control . val ue; break
case "cValign":box. el ement.valign = control . val ue; break
case "cName": box. el enent. nane = control . val ue; break
box. refresh();
}

The first line of code in the body of this example retrieves a reference to the custon box
associated with the control that caused this method to be called.

var box = control . parent. box;
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Thepar ent property of thg sxcont rol object passed to thent rol Si gnal function returns
theinspector window that displays the control. Th@pector window'sbox property provides
access to the custom box that has the samssi d as the inspector window. Thex local
variable holds this reference for use by subsequent statements in the body of the
control Signal function.

IMPORTANT: Thebox property is valid only when thespector window is active; at all
other times, the value of this propertynig | .

Most of the rest of this function body iswai t ch statement that uses thane attribute of the
passed control as itase expression. Each case in #w t ch statement assigns the current
control value to the appropriate attribute of the custom element.

Once the element’s attributes have been updated to reflect current control values, this function
calls the box object’sef r esh method to redraw the custom box using the new values.

This particular example deals with only the controls defined by the Inspector window example
shown earlier in this section; normally, yaunt r ol Si gnal function’sswi t ch statement

provides acase expression for every control to which the extension must respond, including
those that populate other custom dialogs or palettes your extension displays.

Resizing Custom Boxes

This section assumes that you understand the information presetitedimCustom Bo&s”
on pager4. If you have not yet read this material, do so now, before reading this section.

When the user resizes a custom box, GoLive calls the extensiassi zed function,

passing the box object and its new size as arguments. Your implementation of this function
validates the new values and sets the attributes of the custom element accordingly, as the
following example code does.

function boxResi zed(box, width, height) {
if (wdth <= 500)
box. el ement. wi dth = wi dt h;
i f (hei ght <= 500)
box. el enent . hei ght = hei ght ;
}

The validation you perform here is defined entirely by the specific needs of your extension;
that is, bad values won't crash GoLive, but they may cause your extension to misbehave, so
your validation code simply ensures that these values are suitable for your extension’s use.

Built-In Undo Support

GolLive provides built-in undo support for dropping and resizing custom boxes. The user can
undo or redo such operations by choosingiu® or Redo item from the Edit menu.

For other operations involving your custom element, you'll need to implement undo support
yourself, as described fBupporting the Undo and Redo Commands” on #ge
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Drawing Custom Controls

The visual representation of a custom control is a custom box. When a custom control needs to
be redrawn, GoLive calls thi awCont r ol global function, passing the control to draw and a
Draw Objectas its arguments. The Draw object provides methods that draw lines, circles, or
rectangles.

Your implementation of thér awCont rol function calls the passed Draw object’s methods to
paint the visual representation of the custom control on the screen.

TheDr awobject is valid only during the execution of the function that receives it as an
argument. Attempting to use tBeaw object outside this function generates a runtime error. If
the SDK detects an error in a drawing function, such as idr thvéCont r ol or dr awBox

function, it does not call this function any more.Without this feature, an error in a drawing
function would cause GolLive to throw an endless stream of errors, because drawing functions
are called whenever a JavaScript object must be redrawn.

Updating A Control’s Appearance Immediately

The Draw object passed as an argument tartheCont r ol or dr anBox function may not

provide responsive enough drawing behavior for controls that provide user feedback through
their appearance. To solve this problem, you can create a tempaargbject that provides
more responsive drawing behavior to the custom control.

Thebegi nDr awmethod of @ sxcont rol object creates and returns a tempotawryw object
that you can use to draw a control’'s new appearance immediately. When these drawing
operations are complete, call #aDr aw method to terminate the temporanawobject.

The temporaryx aw object is not valid after thendDr awmethod is called. Do not call the
temporary draw object from outside the calls totg nDr aw andendDr aw methods that
create it and terminate it.

Only one temporary draw object can exist at any time. You cannot “nest” calls to the
begi nDr aw method; that is, never call thegi nDr awmethod more than once before calling
theendDr aw method.

Redefining Existing Tags

You can use thej sxel enent > tag to redefine any existing HTML tag; for example, you could
define your own version of the M>> tag or the<MARQUEE> tag. Redefining an existing tag
effectively disables GoLive's built-in tag-handling code for that tag and turns it into a custom
element that you manage like any other custom element you define; in other words, you must
supply your own box as well as your own inspector for the redefined element.

When you replace a standard HTML tag with your own, your tag need not define its own
palette icon or palette entry. You can install your new definition of the tag under the palette
entry and icon GoLive provides for the standard tag.
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When the user drags the icon to a GoLive document, the SDK adds your custom HTML to the
page instead of the HTML specified by the standard tag you replaced. Instead of displaying the
usual visual representation that GoLive displays for the replaced element, GoLive displays
your custom box. The same thing happens when GoLive parses a file containing one or more
occurrences of the redefined tag. Instead of creating the visual representation normally
associated with the tag, GoLive creates custom boxes.

The ability to redefine tags as custom elements enables you to redefine a tag’s inspector, or to
define an inspector for an element that the user could not otherwise inspect. For example, the
user cannot normally inspect the constituent elements of a GoLive component, which is a
container that holds other HTML elements.When the same content is implemented as a
custom tag that defines a custom page element and a custom box, a custom inspector can
provide access to the properties of any of its constituent objects.

IMPORTANT: Redefining a tag makes the standard inspector for that tag unavailable to all
elements defined by that tag. For example, if you define your own version of
the<i ng> tag, <i ng> elements cannot use the image inspector that GoLive
provides—they must use a custom inspector you provide.
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Manipulating Document Objects

This chapter contains the following sections, which describe how your JavaScript code can
manipulate GoLive document objects or their corresponding tags.

« "The MarkupTree” on pag@&5

« “Selections” on pag88

« “Manipulating Elements Programmatically” on padfe

« “Supporting the Undo and Redo Commands” on g#ge

The Markup Tree

A documentis a collection of objects in memaory.fife is the disk-based representation of
those objects. When GolLive reads an HTML file, it creates a document that holds a proprietary
internal representation of the file's data in memory and it leaves the file on disk unchanged.

When GolLive interprets a tag, it creates two sets of objects:

« Aninternal representation of the element that the tag and its attributes defines. This internal
representation is not created in JavaScript and JavaScript callers cannot access it directly.

« A set of JavaScript objects that provide access to the internal representation of the element.
These objects are structured as a binary tree, known amatkap tree. Individual objects
in the tree are callesharkup elements The structure of the markup tree resembles that of
the HTML elements that define it.

Each markup element represents an HTML element definition in the source HTML. The
properties of the markup element implement the attributes of its associated HTML element.
For example, if your HTML element defines thet t r attribute, the markup element it
generates hasryAtt r property.

Golive provides two structured views of data associated with the active document:

« TheHTML outline view, shown inFigure5.1, provides a graphical depiction of the
element hierarchy that the active document’'s HTML source defines. You can use this view
to help you envision the structure of the markup tree that this source generates; in
particular, you can look at this view to see how individual elements fit into the entire tree.
You can edit HTML source directly in this view, but you cannot edit the markup tree
directly in this view.

GoLive™ 5.0 Extend Script SDK Programmer’s Guide 85



86

FIGURE 5.1 HTML Outline view
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« TheMarkup Tree window, shown inFigure5.2, depicts the branch of the markup tree that
leads from the currently-selected object to the root node of the tree. This view is useful for
determining exactly which markup elements provide access to the currently-selected
element. You can also click objects in this view to set the selection in the document

window.

FIGURE 5.2  Markup Tree window shows objects that contain current selection
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The root of the tree is an object that corresponds tedbie veNar kup> tag reserved for use
by GoLive. This root object defines oneni element, which definesbady element and one
or more optionahead elements. Theody element can contain additior@lLi veMar kup

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



elements, each of them being the root of a tree of objects that represents the content of a single
page in the site. Each optioralad element can provide text, scripts, or both.

JavaScript Access to the Markup Tree

The JavaScripocument object model(DOM) provides access to the markup tree from
JavaScript. This section introduces the most significant objects, properties, and methods used
to work with the markup tree. To familiarize yourself with these objects, you can use the
JavaScript Shell window to evaluate some of the JavaScript expressions this section describes.

Almost every SDK object providesnane property that you can use to retrieve it. The objects
that represent a document and its markup tree are notable exceptions to this rule. As this
section describes how to access these objects, it will also note how they are identified in the
JavaScript namespace. For your future referefadge5.1 summarizes this information.

TABLE 5.1 Identifiers for Document and markup objects

Type of Object Property used for access by name
JSXDocurnent title
JSXMar kup t agNane

The globaldocunent property returns Bocument Objecthat represents the currently-active
GolLive document. For example, if you open teedne. ht m file in GoLive and enter
docurent into the JavaScript Shell window, GoL.ive retupdSXDocunent readne. htm] as
the result. ThgSXDocunent identifier means this object is an Extend Sdiptument Object
and that eadne. ht m is the value of this document objeatig | e property.

Theel enent property of thelocunent object holds the markup tree aslarkup Object
which provides properties and methods you can use to

« havigate the markup tree.
« Mmanipulate markup elements and associated HTML sources programmatically.
« retrieve subelements.

« retrieve itsparent element.

Of course, the root of the tree does not hayarant element.
Evaluatingdocunent . el enent returns JSXivar kup <GoLi veMar kup>] as the result. The
JSXMvar kup identifier indicates that this object is a markup object,<@bdi veMar kup> is its
t agNane property. This particularSXivar kup object is special becausetitsgNane property

identifies it as tha SXvar kup object that is the root of the markup tree. Only d®évar kup
element per page hasoLi veMar kup> as the value of itsagNane property.
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The rest of the markup tree consistg 8Mar kup objects that are the subelements of the
<CGoLi veMar kup> object. You can retrieve a subelement in the folllowing ways:

« Thesubel enent s property of thevar kup object presents the subelements as an array that
can be accessed by name or by number.

« Theget SubH enment method of thavar kup object retrieves theth occurrence of a
subelement having a specifieagNane property. This method counts elements depth-first.

For details regarding all of the properties and methods this object providé§/askeep
Object” on pagd 52

The JSXMar kup object also furnishes methods that provide access to the HTML code that
defines the element it represents. These methods can separate an element’s opening and
closing tags from the HTML they surround. An element’s opening tag and closing tag are
collectively referred to as the elementster HTML , while everything appearing between

these tags is known as the elememttseer HTML . In the following example, the element’s

outer HTML consists of theHl> start tag and the/ HL> end tag, while its inner HTML
consists of th&hi s is the i nner HTM text.

<H1> // outer HTM.
This is the i nner HTM.
</HL> // outer HIM

The concept of inner and outer HTML applies only to binary tags, which are those used in
pairs consisting of an opening tag and a closing tag. For example, a unary tag such as the
<I M>> tag does not require the use of a closing tag; thugethanner HTM. method returns

the empty string for this element.

Selections

Thedocunent . sel ecti on property holds &election Objecthat provides JavaScript access
to the current user selection in the active document.

The user can create different kinds of selections; for example the user can select part of an
element, an entire element, or multiple elements. The value of the selection abjett’s
property provides a hint about what the user selected:

poi nt No selection. The selection reflects the cursor position.

part A portion of the current markup element is selected, such as
when only part of a text element is selected.

full The entire markup element has been selected, such as when the
user clicks an image box.

conpl ex More than one markup element is selected or partially selected.

out si de The selection is outside of the current markup element. This

should not happen.
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Three additional properties provide access to the HTML source associated with the selected

elements:
start Number Offset from the outer HTML representation of the first selected
tag to the first character of HTML code in the selection.
 ength Number Number of ASCII characters that define the selection in its
associated HTML.
t ext String The HTML source code associated with the selection.

The selection objectsl enent property holds the first markup element that is part of the
current selection.

Retrieving the Current Selection

The following example demonstrates how to use the properties séithet i on object to
retrieve the current user selection in the active document. If the user selects the inad
text element that holds the phra$es is a fine product as its content, the properties of
the selection object would provide the following information:

Property Value Description

docunent . sel ecti on. el enent "Text " Markup object that holds selection. This
element is d&ext element.

docunent . sel ecti on. type "part" Only part of the element is selected.

docurrent . sel ection. start 5 Selection begins at offset position 5.

docunent . sel ection. | engt h 2 Selection is two characters in length.

docunent . sel ecti on. t ext is" The selected characters.

When the selection is not text, thecunent . sel ecti on. t ext property holds the HTML
source that defines the selection; for example, clicking an image in the active GoLive
document results in the following selection data:

Property Value Description

docunent . sel ecti on. el enent "1 ng" Markup object that holds selection. This
element is ah ng element created by the
<l M5> tag and attributes in the
docunent . sel ecti on. t ext property.

docunent . sel ecti on. type “full" The entire element is selected.
docunent . sel ection. start 0 Selection is not offset from beginning of
element.
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Property Value Description

docurrent . sel ection. | engt h 24 The source text that defines the selected
markup element is 24 characters long. The
docurrent . sel ecti on. t ext property
provides access to this text.

docunent . sel ecti on. t ext "<ing width=32  The selected object's HTML definition.
hei ght =32>"

Setting the Current Selection

To select a markup element, assign it toethenent property of thesel ect i on object.
Assigning to this property anything other than a markup element returns an undefined result
and leaves the current selection unchanged.

The following example selects the third image in the active document.

docunent . sel ecti on. el enent =
docurent . el ement . get SubHE erent ("img", 2);

NoTe: The SDK does not support programmatic selection of a partial element; for example,
Javascript code cannot select the third word in a headline, but the end-user can make a
partial selection such as this one.

To make a window frontmost, assign its document object to the globatent property.

Manipulating Elements Programmatically

Changing an element of the markup tree does not change that element’s HTML representation
in the document that generated the markup tree, nor does it change the element’s visual
representation in the GoLive document window. Generally, whenever you change one of these
things, you must update the others. This section describes how to

« add, delete, or change HTML elements in a GoLive document
« generate a new markup tree that reflects the current HTML
« update the document’s visual representation on screen to display the new markup.

To change the HTML source code associated with an element, ug theer HTM.,

get Qut er HTM_, set | nner HTM_, andset Qut er HTM. methods as necessary to manipulate the
tags that define the element in the source document. The new HTML code you insert in the
source document does not have to resemble the code it replaces—it can be completely
different if you so choose.

The following example defines an extension-spesdi@Bol d function that sets the current
text selection to boldface by enclosing it betweBrnand</ B> tags; to do so, it replaces the
selected element’s inner HTML with HTML that includes these additional tags.
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sel = docunent. sel ection
functi on makeBol d (sel) {
/1l exit if selection is nul
if (sel == null) return
[/ work with full or partial selections only
if ((sel.type == "full") or (sel.type == "part"))

{
var sel Text = sel.text;
var htm Text = sel.el ement. getlnner HTM.() ;
htm Text = htm Text. substr (0, sel.start)

+ "<b>" + sel Text + "</b>"

+ htm Text.substr (sel.start + sel.length);
sel . el eent . set | nner HTM. (ht m Text ) ;
docurrent . repar se() ;

}

[/ display appropriate alerts for invalid sel ections
if (sel.type == "point")

alert("You haven't made a selection.”);
if (sel.type == "conplex")

alert("You' ve selected nore than one el enent.");
if (sel.type == "outside")

alert("Sorry, selection is not valid.");

}

The first line of code in this example retrieves 3egection Objecthat provides JavaScript
access to the current user selection in the currently-active GoLive document.

sel = docunent. sel ecti on
The next line of code passes this object tantli@Bol d example function.
function nmakeBol d (sel) {

Before attempting to work with the selection at all,rthkeBol d function performs several
tests to ensure the validity of selection passed to it. If pasagd @bject, this function
simply exits without taking any further action.

if (sel == null) return

The next line of code tests thgpe property of the selection object to determine whether the
selection is one that this function can manipulate successfully. In this case, full or partial
selections are valid. Any other kind of selection results in the display of a user alert.

if ((sel.type == "full") or (sel.type == "part"))
{

}

/1 code to mani pul ate valid sel ections goes here

/1 display appropriate alerts for invalid sel ections
if (sel.type == "point")

alert("You haven't made a selection.");
if (sel.type == "conplex")

alert("You' ve selected nore than one el errent.");
if (sel.type == "outside")

alert("Sorry, selectionis not valid.");
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The next block of code places the currently-selected text beteeand</ B> tags by
constructing a new text string that includes the original text and the new tagexthe

property of the selection object holds the currently-selected text; thus, the first line of the body
of this function uses this property to extract the text selection and store ikl Text local
variable.

var sel Text = sel.text;
Next, the function retrieves the HTML to replace.
var htm Text = sel. el emrent. get| nner HTM.()

The selection objects enent property holds the first element in the selection. That element’s
get | nner HTM. method returns that portion of the element’'s HTML which appears between its
opening and closing tags (or, in the case of a unary tag, the text that appears between its
opening and closing angle brackets). This line of code stores the retrieved inner HTML in the
ht il Text local variable.

Having retrieved the original text that appears on the screen, as well as the inner HTML that
defines it, this function can now use them to construct a string to insert in the document as the
new inner HTML which boldfaces the current text selection. To construct this string, the
function uses the operator and theubst r method that all JavaScript string objects
provide.Thesubst r method dissects the original HTML text into pieces that-tbperator
combines with thé </ b>" and"</b>" string literals to create a new text string which, when
interpreted as HTML, renders the originally-selected text in boldface.

The following line of code does this work. The next several paragraphs examine this code in
detail.

ht m Text = htm Text.substr (0, sel.start)
+ "<pb>" + sel Text + "</b>"
+ htm Text.substr (sel.start + sel.length);

Because the JavaScript expression to the right of tpeerator is evaluated before it is
assigned to thiet n Text variable that appears to the left of theperator, the right-hand side
of this statement operates on the contents ditthieText variable to construct the new string
before the left-hand side reuses tihei Text variable to hold the newly-constructed string.

The syntax of theubst r method looks like this:
returnedTextstring. substr (start length;

Thesubst r method returns a portion of tering object’s text. TheeturnedTexholdslength
number of characters of the origirsaiting object’sval ue property, beginning at thstart
index position. The first character in a JavaScript string is at position O.

Thest art property of the selection object specifies the position of the first selected character
that itst ext property provides. Because you are replacing the entire element, not just the
characters to be boldfaced, the constructed string must include those characters that are not
part of the current selection. Thus, the constructed string begins withriiEext . subst r

(0, sel.start) expression.

Because indexes into JavaScript strings are zero-basedatgement specifies that the
returned substring begins with the first character imtheText string. Similarly, passing the
sel . start expression as theengt h argument causes the substr method to include in the

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



returnedTexstring all of the characters up to (but not including) the first selected character.
For example, if you have a string that is 15 characters in length, the first character in the string
is at index positio® and the tenth character in that string is at index podtitius, if the

tenth character is selected, the valuesedf st art is 9. For this example stringubstr (0,

sel . start) would evaluate to a string that includes 9 characters, beginning at position 0, that
includes the characters in positidngrough8. Thus, usingel . start as thd ength

argument to theubst r method conveniently excludes the first selected character from the
substring that begins the newly-constructed HTML code.

The next portion of this expression uses-ttuperator to append theb>" string to the

HTML being constructed. Theoperator is then used again to addsi#ieText variable to the
substring being constructed; becasskeText holds the currently-selected text, adding it to
the substring has the effect of adding this text immediately followingithéag. A string

literal defining the' </ b>" closing tag then follows to end the boldfacing of text in the string;
again, ther operator adds this tag to the string being constructed.

To finish the construction of the new HTML, this code appends the result of the

ht m Text . substr (sel.start + sel.length) statement to the string being constructed.
Note that(sel . start + sel .| ength) evaluates to a single argument toghbst r method,;
when you supply only one argument to siwest r method, that argument is assumed to
specify the index position of the first character in a substring that includes all characters from
that position through the end of the string. Thus(tet. start + sel . | engt h) expression
evaluates to the index position of the first character following the current selection, and the
ht m Text . substr (sel.start + sel.length) statement returns all of the characters from
this position through the end of the string. Thus, using therator to append this expression
to the string being constructed appends the rest of the original text string to the new HTML
being constructed. At this point, evaluation of the expression to the rightokipe is
complete, so the newly-constructed string is assigned ta th&ext variable.

To replace the selected element's HTML representation with the newly-constructed HTML
code, pass thiet m Text variable as the argument to the elemesdtd nner HTM. method, as
the following example does.

sel . el ement . set | nner HTM. ( ht m Text)

You must call the document'gpar se method immediately after calling either of the

set | nner HTM. or set Qut er HTM. methods. The HTML that these methods place in the source
document is not represented in the markup tree or in the active GoLive document until you call
the active documentisepar se method.

docunent . reparse();

Ther epar se method generates a new markup tree of objects representing the current set of
HTML elements the document defines and updates the document’s visual representation in the
Golive environment.
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Whenever GoLive creates a new custom box, it calls your extenpysBox method once
for that box. GoLive creates a new custom box whenever it reads a tag. A variety of situations
can cause this to occur:

« Golive reads a file containing markup tags.

« the user drops an Objects palette entry onto a GoLive document.

« the user pastes an element into a GoLive document.

« the user changes the size or location of an existing box in a GoLive document.

« Golive generates a new markup tree, perhaps due to user interaction with the layout
window, or because a script called tlepar se method.

When you generate a new markup tree, all JavaScript objects referring to the previous tree
become invalid; thus, your implementation of tlaeseBox method must update your
extension’s saved references to JavaScript objects.

NoTe: To ensure that GoLive can parse all elements successfully, callsplr HeBox
method are executed after a short delay.

With due caution, you can use te | nner HTM. andset Qut er HTM. methods to replace

virtually any element in the source document. However, you should exercise great care when
using these methods. setinnerHTML() replaces all text within the markup element. Calling
setinnerHTML("hello") on an <img src="x.jpg"> would change the text to <hello>, and a tag
[whatever] would become [hello]. For binary tags, the text between the tag and its end tag is
changed, not the contents of the tag itself. The tag <object>sometext</object> would thus
become <object>hello</object>. The setOuterHTML() method replaces the entire tag
including the surrounding characters and an end tag with the given text.Calling
setOuterHTML ("hello™) on <img src="x.jpg"> would become hello, as the tag
<object>sometext</object> would become

UsingsetOuterHTML (Jor setinnerHTML (Jon tag elements is very dangerous and should be
avoided, since only the source buffer is updated. The entire markup tree may become invalid
when the content of a tag element is replaced; to avoid crashes, the document must be reparsed
immediately after anget | nner HTM. or set Qut er HTM- method call, especially if that call

modifies a tag element.

IMPORTANT: To continue working with the markup tree after usiagQut er HTM_() or
set I nner HTM.() on a tag element without reparsing is especially
dangerous—it leads to undefined results that are very likely to crash GoLive.

HTML tags inside a text element as in the above example are not visible in the markup tree
until the document is reparsed. Calling the method on non-HTML tags like text or comment
items does not invalidate the markup tree, but the changes are not visible until the document
has been reparsed. To reparse the current document, aidttinent . r epar se() method.
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Supporting the Undo and Redo Commands

Golive provides built-in undo support for dropping and resizing custom boxes. The user can
undo or redo such operations by choosingJfu® or Redo item from the Edit menu. For

other operations involving your custom element, you must implement undo support
yourself.The user cannot choose tineo or Redo command to reverse the effects of other
interactions with your extension unless you implement code that provides this functionality, as
described in this section.

Creating the Undo Object

Each operation that can be undone must providéraio Objecithat holds the data used to
perform the operation, to undo its effects, and to redo its effects. Normally, you must create
this object from within the body of the function that performs the operation to be undone. This
function might be one of your own extension-specific functions or it might be your
implementation of an event handler function that GoLive calls. For example, your extension’s
control Si gnal method might create an undo object that GoLive uses to undo changes to a
control's current setting.

TheboxResi zed function is an exception to this rule. Because GoLive provides built-in undo
support for dropping and resizing custom boxes, yoxResi zed method need not create its
own undo object.

NoTe: If your boxResi zed function creates its own undo object, it may interfere with the
built-in undo action GoLive already provides for the resizing operation. If this happens,
your script terminates with the runtime error message “There is already an open undo
action.”

For other operations, you'll create an undo object by callingrtbat eUndo method of the
Document Objecfrom within the body of the function that performs the operation to be
undone. As the following example does, storectteat elndo method’s return result in a local
variable.
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/1 this extension calls the undoable fn fromthe control Signal fn
function control Signal (control) {

switch (control . parent. nane){

{case "URL": set URL(control); break;

/1 other cases here...

}
}

/1 this extension initializes the current url value when the box is parsed
function parseBox (box) {

box. url = "none";
}
// save old & new URLs into undo object & subnmit undo object to (oLive
function set URL (box,url) {

var undo = docurent. createlhdo ("Set URL");

undo. ki nd = "Li nk";

undo. box = box. nare;

undo. ol dURL = box. url;

undo. newlRL = url;

undo. subnmit(); // we set the URL on Do

}

Golive uses ther eat eUndo method’s argument to customize the displayrafo andrRedo
items in theedit menu; in this example, tl8et URL argument causes Gol.ive to displado
Set URL andRedo Set URL menu items as necessary.

Initializing the Undo Object

Thecr eat eundo method creates an “empty” undo object. You must store in this object any
properties your function needs to perform an operation, undo its effects, or redo its effects. You
can add properties to the undo object by simply assigning them to it, as follows.

undo. ki nd = "Link";
undo. ol dURL = box. ol dUR_;
undo. newdRL = url ;

The exact set of properties your undo object holds is an extension-specific implementation
detail. In this particular example, the undo object holds old and new URLSs the user has
assigned to the custom element, but another function’s undo object could hold color values,
custom tags, or other kinds of data.

You'll probably find it useful to adki nd andnane properties to your undo object:

« If your extension implements more than one command that can be undone, you'll need to
implement a property that you can use to determine which command is to be undone; in
this example, thki nd property serves that purpose.

undo. ki nd = "Li nk";

« You may also need to store something you can use to retrieve the undo object later, such as
a uniguenane property.
undo. boxName = box. nane;
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When you've finished adding properties to the undo object, pass it back to GoLive by calling
the undo object’subni t method, as follows.

undo. subnit ();

As soon as the undo object is submitted, GoLive makes it available to the usetisihe
palette. If necessary, you can still add properties to an undo object even after it has been
submitted; however, this is recommended only for properties that cannot be stored within the
body of the function that creates the undo object.

Implementing the undoSignal Function

When the user chooses thalo item or when you call theubni t method, GoLive passes the
undo object to your extensioniadoSi gnal method, along with an action code indicating
whether your method should do the operation for the first time, undo the operation, or redo the
operation. The values of this action code and the states they represent are:

0 Do. Undo object'subni t method was called. Do the
operation for the first time.

1 Undo. User issued the Undo command. Undo the operation.

2 Redo. User issued the Redo command. Reverse the effects

of the Undo operation.

Your implementation of thendoSi gnal method utilizes the action code and previously-stored
undo object properties to respond appropriately; for example updu&i gnal function may
need to change the appearance of a custom box and manipulate the document objects and
markup elements it represents.

Theki nd property created and saved previously is used as the case expressiirt tha
statement that customizes the actions otitheSi gnal function according to the particular
undo object GoLive passes to it.

functi on undoSi gnal (undo, action) {
swi tch (undo. ki nd) {
case "Link":undoLi nk (undo, action); break;
/1 assunme we’ve created these additional undo actions
case "Text Col or": undoText Col or (undo, action); break;
case "Wiat": undoSonet hi ngEl se (undo, action); break;

}

Because each case inanloSi gnal function must handle three cases of its own (Do, Undo,
and Redo), you may improve the readability of your code by creating your own functions that
the cases of thendoSi gnal function can call to perform tasks.The next code example
illustrates such an approach. ThigloLi nk function provides the code to undo a change in
theur| property of a custom box.
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function undoLi nk (undo, action) {
var box = boxes[undo. boxNane];// get the real box behind the name
if (action == 1) {// undo
box. url = undo. ol dUR;
el se /1 do or redo
box. url = undo. newUr.;

}

The first line of the body of this function retrieves the custom box that holdslith@roperty

this function changes. To do so, it extracts the previously-davedne property from the

undo object passed to this function and uses this name to retrieve the box flmxeharray

GoLive maintains in the JavaScript global namespace. It then stores the retrieved box object in
thebox local variable.

var box = boxes[undo. boxNane];// get the real box behi nd the name

The function’s next action is conditioned on the value okthé on code GoLive passes to it.
An action code value of 1 indicates that the user issued the Undo command, which means this
function must restore the box’s url property to its previous value. Wheseth®eL function
created the undo object, it saved this value asltieR. property. Thus, restoring thel
property of the box is straightforward—we simply assign the value afhtfeobject’s
ol dURL property to thévox object’sur| property, as follows.
if (action == 1) {// undo
box. url = undo. ol dUR;
el se [/ do or redo
box. url = undo. newUr.;

In this simple example, the| property can hold only two possible values, so this function
can treat th®@o andRedo action codes exactly the same; of course, your functions can handle
theDo andRedo action codes separately if necessary.

IMPORTANT: Do not call ther epar se, r ef or mat , set | nner HTM_, or set Qut er HTM.
methods of th®ocument Objectrom within an undo action.

Accessing the Document History

TheDocunent . hi st ory property returns Blistory Objectyou can use to inspect or

manipulate the active document’s undo/redo history. Additionally, you can set the history list’s
i ndex property to cause GoLive to execute any undo or redo actions necessary to restore the
document to the state that the specified index represents.
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Files

TheFile Objectenables JavaScript code to read, write, create, delete, move, copy, and rename
files on local and remote file systems. Additionally, this object can return a list of the files
residing in a specified folder.

Creating a File Object

You can acquire a file object from the Application object, or you can create one yourself.

« Properties of the Application object provide File objects that reference commonly-used
directories such as the one that holds the GoLive application; for details, Seslitire
Access to Commonly-UsedHerssection.

« To access other directories or files, you must create your own File objects explicitly, as
described in th€reatingA File Object Explicitlysection.

Built-in Access to Commonly-Used Folders

The following properties of th&pplication Objeciprovide Fileobjects which refer to
commonly-used folders such as the application folder, system folder, and trash folder.

f ol der File A File object referring to the folder that holds the GoLive
application. Read-only.

cur r ent Fol der File Returns &ile object referring to the current folder. May be
assigned a path name oFife object describing a folder.

setti ngsFol der File A File object referring to the folder that holds GoLive extension
modules and other settings. Read-only.

syst entol der File A File object referring to the folder that holds the operating system.
Usually, this is th&s \ W NDOAB or C.\ W NNT folder on Windows
platforms; on Mac OS platforms, this folder can have any name and
it can reside on any local disk or network volume.

t enpFol der File A File object referring to the folder GoLive uses to store temporary
files. Read-only.

t rashFol der File A File object referring to the system Trash folder. On Windows
platforms, this object refers to the lot&ECYCLED directory. On
Mac OS platforms, this object refers to gtartupDisk Tr ash
folder. Read-only.
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Creating A File Object Explicitly

To create a file object explicitly, you can call tt&Fi | e global function or you can use the
new operator on th@SxFi | e constructor function, as in the following examples.

/1 global function
var theFile(ject = JSXFil e(fileOrFolderPathNampe

/1 constructor
var theFil eQoject = new JSXFi | e( fileOrFolderPathNampe

Both functions accept as their sole argument the name of the file or folder that the newly-
created file object is to represent. This argument may be specified as a partial path name, a full
path name, or a local URL. If you do not specify this argument as a URL, you must ensure that
your calls to the JSXFile constructor use the separator character and file-naming conventions
expected of that platform. At the minimum, this involves using a colon charagter (

separate directories in Mac OS filenames, and using a backslash chajdoteeparate

directories in Windows pathnames. If you specify no argument at all, the JSXFile constructor
creates a File object that refers to the current directory.

For example, if the current directory on a Windows machibe\isoLi ve, each of line of
code in the following example creates a File object that represerms tag.i ve\ mai n. ht ni
file.

file = newJSXFile ("D \\®Live\\main.htm");
file = JSXFile ("main.htm");
file = new JSXFile ("file://d:/GoLive/main htm");

Testing For the Presence of a File or Folder

A newly-constructed SxXFi | e object holds only the full pathname of the file or folder it
represents. This file or folder does not necessarily exist—you might created a file object in
order to call methods that create the file or folder programmatically. To determine whether the
file object’s file or folder exists, you can test the value of the file obgdtis s property. The

value of theexi st s property ist r ue when the file or folder represented by the file object

exists.

100

Determining What the File Object Represents

To determine whether the file object represents a file or a folder, you can test the value of the
File object'si sFol der property. The value of thesFol der property i r ue when the

JSXFi | e object references a folder; when the value of this propefgy e, theJSXFi | e

object represents a file. The value of this property, too, does not indicate whether the file or
folder exists.
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Creating A Folder Programmatically

To create a folder programmatically, call theat eFol der method of the File object that
represents that folder. This method creates a folder having the name and location specified by
the path name that the File object encapsulates.

Retrieving Files Programmatically

To retrieve files from the folderXsXFi | e object represents, call tiexFi | e object’s
get Fi | es method. If you call theget Fi | es method of @SXFi | e object that does not
represent a folder, the method returnabsl .

Array fileObjectgetFiles([String nmask, String type])

This method returns an array8xFi | e objects. Each file object in the array corresponds to a
file having a name that matched the search criteria passed as the arguments to this method.

The maskparameter specifies a filename-search string that can contain wildcard characters
such as questions marks and asterisks. These wildcard characters are interpreted as on
Windows systems:

« An asterisk () represents zero or more occurrences of the item that precedes it in the
search string.

NoTe: To retrieve all files in a folder, you need not specify any search mask; by default, the
get Fi | es method uses a search mask that consists ¢f tharacter only.

« A question mark?®) represents zero or one occurrences of the item preceding it in the
search string

The optionatypeparameter specifies a Mac OS file type as a four-byte string, SUEKTasr
JPEG Windows systems ignore this parameter.

Retrieving A File’s Location

A JSXFi | e object’spar ent property holds dSXFi | e object that represents the folder in
which the file resides. The value of this propertyid for a file that resides in topmost folder
of the file system.

Moving Files and Folders

To move a file or a directory, call theve method of thegSxFi | e object that represents it. You
can specify the new location for the file as a pathname or as a local URL.
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You cannot use theove method to transfer files to remote volumes; to upload files to a remote
server volume, use tipet method of the@SxFi | e object that represents the file or directory to
upload. For more information, sééploading FilesTo Remoté/olumes” on pagé02

Copying Files and Folders

To copy a file or a directory, call tikepy method of theSXFi | e object that represents it. You
can specify the new location for the file as a pathname or as a local URL.

You cannot use theopy method to transfer files to remote volumes; to upload files to a remote
server volume, use tipet method of the@SxFi | e object that represents the file or directory to
upload. For more information, sééploading FilesTo Remoté/olumes” on pagé02

Uploading Files To Remote Volumes

Theget andput methods of thgSXFi | e object provide simple HTTP download and upload
services. With the help of these two methods, you can download a file, edit it, and then upload
it again. These methods require thathbavork module be active; for information on

activating GoLive modules, séEnabling the Extend Script Module” on pagé

Theget method retrieves a specified file from an HTTP server and stores it on disk under the
name stored inside tl&XFi | e object, while theput method uploads a file to an HTTP server.
Theput method requires that the destination server be able to fulfill HUT Pequests.

Each of these methods accepts a remote URL as its argument. An optional second parameter
specifies the file’s1 ME type.

When either of these methods return,IB&Fi | e object’sl ast Error property holds a string
that is the HTTP status text returned by the server, sucdtdasx", " 201 O eat ed" or" 404
Not found".

You can set theast Error property to any string value; to ensure that this property contains
the latest error text, assign an empty string as its value before attempting a file 1/O operation.
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Additional Topics

This chapter describes the folllowing additional programming topics:

“Working With Pictures” on pag#&03
“TimedTasks” on pagé04
“Persistent Data” on paded4
“Progress Bars” on padi)5

“Localization” on pagel06

Working With Pictures

Currently, the SDK supports pictures onlyPast ur e objects returned by tlee eat ePi ct ure
global function.

Creating Pictures

To create a newi ct ur e object, call ther eat ePi ct ur e global function, as in the following
example.

nyPicture = createPicture (url) // create Picture dynanmcally

You cannot create a valR ct ur e object by using theewoperator on théi ct ure
constructor, as in the following example.

nyPi cture = new Picture (url) // not supported

Deleting Pictures

To delete a picture, do not use tlet et e operator; instead, call thie sposePi ct ure
(pi cture) global function, as in the following example.

nyPicture = createPicture (url)
result = di sposePicture (nyPicture)

Releasing Saved JavaScript References

Before unloading your extension, GoLive callstiés m nat eMbdul e function. Your
implementation of this function must release all of your extension’s saved JavaScript
references by setting tal | the values of all global variables your extension creates.
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For debugging purposes, there several ways you can force GoLive to unload your extension’s
scripts. Se€hapter8, “Debuggingfor information on

— Using thereload Scripts andunload CAPIs items that the JavaScript Output palette’s
menu provides.
— Using theunl oad function of the Module object to unload an external library.

Timed Tasks

A portion of Javascript code can be scheduled for a later execution. The global function
startTimer()accepts a scriptlet and a timeout. The scriptlet is stored internally and executed as
soon as the timeout has elapsed. Optionally, the scriptlet can be scheduled for repeated
execution so it is executed f.ex. every second.

The following code would print a counter in the Javascript Output window every second:
counter = 0; nyTiner = startTiner ("witeln (++counter)", 1000, true);

To stop this code, use the following statement:

st opTi ner (nyTi mer);

Persistent Data

Extension modules can create their own preference data which is maintained for all extension
modules and is persistent across multiple runs of GoLive. This feature enables all extensions

to share a common set of preferences and to store persistent data. The preferences are accessed
via the global object prefs. The properties of this object are all stored as preferences, so

creating a new preference value is as easy as writing to a prefs property. If, for example, one
module executed the code

prefs. nyModul e = "Version 1.0";
All other modules can check for the presence of this module with the code
if (prefs.nyMdule == "Version 1.0")...

The preference value is saved to disk along with all other preference data and is available to
the scripts when Golive is started for the next time. Javascript objects cannot be saved.

The GolLive Extend Script SDK has limited read-only access to the GoLive preferences. These
preferences may be accessed viaaihe prefsobject.
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Progress Bars

To display user feedback during lengthy operations, your extension can use the progress bars
and busy indicators built into GoLive.

FIGURE 7.1  Progress Bar

Progress: B0

[——— Stop |

FIGURE 7.2  Busy Bar

Proceszing

i | Stop |

Three methods of th&pplication Objeciprovide these services:

» startProgress()nitializes and displays the bar.
« setProgress(updates the status bar or busy bar display.
« stopProgress(hides the progress bar.

Application.startProgresstakes four parameters. The first is the window title. The second is
the optional initial status message. The third parameter is a boolean value indicating whether a
progress bar or a busy bar should be displayed. If the paramtetey & busy bar is used. The

last , optional parameter takes the number of seconds which should pass before the window
pops up. Setting this value to, say, two seconds does not display the window when an
operation takes less than two seconds.

To display the progress of an operation and to scan the statusSsbgeitton, call the
methodApplication.setProgress(When displaying a progress bar, the first parameter is the
progress value, which must be a value between 0 and 1. The second, optional parameter is a
new status message. When used with a busy bar, there is no need to supply any parameters
unless you want a different status message to be displayed. In this case, the progress value is
ignored. This method also rotates the barbershop indicator about once a second. When the user
clicked theStopbutton, this method returfalse You should call this method freugntly during

your lengthy operation to show the user that the program still is alive.

Finally, when you are done with you task, @gbiplication.stopProgress{yhich hides the
progress bar again.
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The code snippet below illustrates the use of a progress bar. The bar is upated once a second
for ten seconds. It makes use of st@tTimer()function to start the delayed execution of the
updating routine.

progress = 0;

function progressDeno() ({
progress = O;
app.startProgress ("Pl ease wait", "Starting");
startTi mer ("doProgress()", 1000);

}

functi on doProgress() {

progress += 0.1;

if (!app.setProgress (progress, "Progress: " + progress*100 + "%))
app. stopProgress(), witeln ("Aborted!!");

if (progress > 1)
app. st opProgress();

el se
start Ti mer ("doProgress()", 1000);

Localization

The Adobe GoLive SDK provides certain facilities which makes it easy to localize an
extension. All messages, labels, window titles and menus normally display their text as defined
in their tags. JavaScript messages are displayed as the script puts them together.

All of these texts and messages may be predefined to use different languages if desired. The
SDK is capable of detecting the language in which Adobe GoLive runs. A module may contain

a table which again contains translations for the strings in this module. This table is the content
of thejsxlocaletag, which has no other function than to define a translation table.

The table itself needs to be set up in a well-defined way. The top row contains the language
codes for each table columns. These codes are equivalent to the 1ISO-3166-1 language codes
used widely in the Internet. For English messages, the country code "US" is used (all English
spaking countries, please forgive this simplification). For German messages, "DE" is used,
"FR" stands for French and so on. Since the default for all messages inside GoLive is English,
the leftmost column must contain the English messages together with the country code "US".

A typical translation table would look like the onable7.1 depicts.

TABLE 7.1 Translation table example

us DE NO
Are you sure? Sind Sie sich sicher? Er du si kker?
Sear ch Suchen Start sek
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When the extension module loads, it first loads this translation table. On each string the
module loads, the contents of the string are checked against the US definitions in the table and
the locale ID found inside GoLive. If a match is detected, the string is replaced. In above
example, a button with the following definition

<j sxcontrol type="button" nane="srch" val ue="Search">

would display "Suchen" on a German version of GoLive and " Start sgk” on a Norwegian
version. It should mentioned that the SDK removes all leading and trailing whitespace from
the messages, and that the message comparison is case-sensitive. If you would have used
"search" instead of "Search" in above table, the button would not have been translated.

When a script wants to used localized messages, it can use the Methdd.localize
(messageo translate a message. If a script wanted to confirm an action, it would, using the
above table, use the following code:

if (confirm (module.localize ("Are you sure?")) ...

This would return "Sind Sie sich sicher?" on a German GolLive. To get the current country
code, a script can check the propavitydule.locale This property is read/write, but assigning
a different country code only changes the behavior dbttadize()method within the affected
module; menus or dialog contents are not changed.

For testing purposes, the GoL.ive setting for the country code can be overridden by specifying
thelocale attribute within thgsxmoduletag. The country code set there is valid for all menu,
dialogs, and messages within the module.

When the GoLive SDK cannot find a translation for a given string, it attempts to find the string
within the string database of GoLive itself. Therefore, many strings may be auto-translated
without having to define them inside the module.

If desired, any translation can be turned off by settindotede attribute toNONE

For code examples of localization features, se€ik®m Box andMenus and Dialogs
samples .

Golive™ 5.0 Extend Script SDK Programmer’s Guide 107



108 GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Debugging

This chapter describes the JavaScript debugging tools that the SDK provides:

. TheDehugger Object ($is the source debugger’s agent in the JavaScript runtime
environment. This object provides information about the current JavaScript environment
and manipulates breakpoints programmatically.

« TheJavaScript Shell Bletteprovides a command line and output view you can use to
execute JavaScript code interactively in the scope of a specified module.

« Thelntegrated JeaScript Source Delggeris a fully-featured debugger that provides a
detailed breakpoints listing, step tracing, an interactive JavaScript command line, and the
ability to edit live JavaScript objects from within breakpoints.

Integrated JavaScript Source Debugger

By default, all debugging services are disabled. If no module enables the integrated debugger,
the$ object, the JavaScript Shell palette and the integrated debugger are not available.

Enabling The Integrated Debugger and Other Debug Services

Each extension that is to use the integrated debugger must add the vekielgsdtribute to
its <j sxnodul e> tag, as in the following example.

<j sxnodul e name=nyCool Ext ensi on debug>

Thedebug attribute activates the integrated debugger for its own module only; however, once
any module activates the integrated debugger, the JavaScript Shell palette$aoijd¢iae
become available to all extensions, even those that do not speaiBbthyeattribute.

A module that activates the integrated debugger displayscitigt DeluggerWindow shown

in Figure8.1 automatically whenever GoLive encounters a runtime error or a breakpoint in
any of the module’s scripts. When GoLive encounters the error or breakpoint, script execution
halts and thé&cript DeluggerWindow displays the current line of Javascript source and the
current stack trace.

Script Debugger Window

This section describes the information and controls that the main Script Debugger window
provides.
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Viewing Debug Information

The GolLive Script Debugger window provides three informational views-thate8.1
depicts.

FIGURE 8.1  Script Debugger window

;:::;];Lx((dsxﬁnx 0x037671c0} ) ﬂ -
Stack Trace view
Debug Output view
N LN NS S e 2
function parseBox (box) { ;I
i enable the following line to force a breacpoint
debugger ;
box.width = (box.element.width == undefinea) ? 45 : box.element.width; . .
box.height = (box.slement.height == undefined) ? 48 @ hox.elewent.hedighe: L JaVaSC”pt Source view
hox.url = (box.element.src == undefined) 7 "none”™ * hoxX.element.sro;
box.link = box.createLink(box.url);
d |
s Drawving
function drawBox (hox, draw) {
if (box.element.color '= undefined)
draw.setColor (box.=lement . color) ; =
Jai1 o
bk u L R Y -
Resume (R) Script Breakpoints Display
Pause (P
(P) Step Out (V)
Stop (K) Step Over (S) Step Into(T)

The current stack trace appears in the upper-left pane of the script debugger window. This
stack trace viewdisplays the calling hierarchy at the time of the breakpoint. Double-clicking
a line in this view changes the current scope, enabling you to inspect and modify scope-
specific data.

All debugging output appears in the upper-right pane of the script debugger window.
Specifically, output from the print method of thebject appears in thigebug output view.

The currently-executing JavaScript source appears in the lower pane of the script debugger
window. Double-clicking a line in thid3avaScript source viewsets or clears an unconditional
breakpoint on that line; that is, if a breakpoint is in effect for that line, double-clicking it clears
the breakpoint, and vice-versa.

Controlling Code Execution in the Script Debugger Window

This section describes the buttons that control the execution of code when the Script Debugger
window is active. Most of these buttons also provide a keyboard shortcut availalaler bs a
keycombination on Windows platforms oCau- keycombination on Mac OS platforms.
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Resume
Owl- R(Mac OS)
Qrl - R(Windows)

Resume execution of the script with the script debugger window open. When the script
terminates, GoLive closes the script debugger window automatically. Closing the debugger
window manually also causes script execution to resume. This button is enabled when script
execution is paused or stopped.

Pause

Owd- P (Mac OS)

arl-P(Windows)

Halt the currently-executing script temporarily and reactivate the script debugger window.
This button is enabled when a script is running.

Stop
Ond- K (Mac OS)
Qrl-K(Windows)

Stop execution of the script and generate a runtime error. This button is enabled when a script
iS running.

Step Into
arl-T(Mac OS)
Owl- T) (Windows)

Halt after executing a single JavaScript statement in the script or after executing a single
statement in any JavaScript function the script calls.

| =

Step Over
arl-Ss(Mac OS)
Omd- S (Windows)

Halt after executing a single JavaScript statement in the script; if the statement calls a
JavaScript function, execute the function in its entirety before stopping.

1

& | StepOut
arl-U(Mac OS)
Omd- U (Windows)

When the debugger is paused within the body of a JavaScript function, clicking this button
resumes script execution until the function returns. When paused outside the body of a
function, clicking this button resumes script execution until the script terminates.

- Script Breakpoints Display
| (no keyboard shortcut)

Clicking this button displays thecript Breakpoint$Vindow shown inFigure8.2
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Using the JavaScript Command Line Entry Field

You can use the Script Debugger window’s command line entry field to enter and execute
Javascript code interactively within a specified stack scope. Commands entered in this field
execute with a timeout of one second. If a command takes longer than one second to execute,
GolLive terminates it and generates a timeout error.

Ii Command line entry field . Enter in this field a JavaScript statement to execute
. within the stack scope of the line highlighted in sieek Trace view. When

you've finished entering the JavaScript expression, you can execute it by
clicking the command line entry button or pressingdtier key.

Command line entry button.  Click this button or presanter to execute the JavaScript
code in the command line entry field. GoLive executes the contents of the command line
entry field within the stack scope of the line highlighted instiaek Trace view.

The command line entry field accepts any JavaScript code, making it very convenient to use
for inspecting or changing the contents of variables. For example, in the display that
Figure8.1 depicts, you could inspect and set properties ofidReobject, such as its dt h.

Norte: To list the contents of avbjectas if it were JavaScript source code, enter the
objectt oSour ce() command.

Setting Breakpoints

You can set breakpoints in the debugger itself, by calling methods $bthject, or by
defining them in your JavaScript code.

Setting Breakpoints In the Script Debugger Window

When the GoLive Script Debugger window is active, you can double-click a line in the source
view to set or clear a breakpoint at that line. Alternatively, you can click the BP button to
display the Script Breakpoints window and set or clear breakpoints in this window as decribed
in “Setting Breakpoints in the Script Breakpoitétndow” and in“Clearing Breakpoints in

the Script Breakpointé/indow” on pagell4

Setting Breakpoints in JavaScript Code

Adding thedebugger statement to a script sets an unconditional breakpoint. For example, the
following code causes Golive to halt and display the script debug window as soon as it enters
the par seBox function.

function parseBox(box) {
/1 break unconditionally at the next line

debugger ;

box.w dth = (box. el enent.wi dth == undefined) ? 48 : box. el enent. w dth;
box. hei ght =(box. el enent . hei ght ==undefi ned) ? 48 : box. el erent . hei ght ;
box. url = (box. el enent.src == undefined) ? "none" : box.elenent.src;

box. |'i nk = box. creat eLi nk(box. url);
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To set a breakpoint in runtime code, call $heet bp() method, as the following example

does.
function parseBox(box) {
box.wi dth = (box. el enent.wi dth == undefined) ? $.setbp() : box. el ement. wi dth;
box. hei ght =(box. el enent . hei ght ==undefi ned) ? $.setbp() : box. el enent. hei ght;
box. url = (box.el enent.src == undefined) ? $.setbp() : box.el enent. src;

box. I'i nk = box. creat eLi nk(box. url);

This example breaks if any of thiedt h, hei ght, orsr ¢ attributes of the custom element are
undefined. Of course, you wouldn’t put setbp method calls into commercial code—it's more
appropriate for shipping code to set default values for undefined properties, as the previous
example does.

Script Breakpoints Window

This section describes the information and controls that the Script Breakpoints window
provides. Display of the Script Breakpoints window is controlled bysthgt Breakpoints
button in the mairscript DeluggerWindow described opagel09

FIGURE 8.2  Script Breakpoints window

Breakpoint at line 28
List of current breakpoints
| __——— Scriptlet field

Seiptlet | scriptlet.1 Line 28 Line field
Condiion | Condition field
|— Repeat count field
Bepeat count |1 = | Delete | p

Cancel |

This dialog displays all defined breakpoints.

This dialog does not display

. Breakpoints defined by thiebugger statement in JavaScript code.
« Temporary breakpoints.
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The Script Breakpoints window provides the following controls:

« Thescriptlet field shows the name of the scriptlet that defines the breakpoint. This is the
name used when the scriptlet was added to the engine.

« ThelLine field contains the line number of the breakpoint within the scriptlet.

« Thecondition field may contain a Javascript expression to evaluate when the breakpoint is
reached. If the expression evaluatetdiose, the breakpoint is not executed.

o TheRepeat count field contains the number of times that the breakpoint must be reached
before it is actually executed.

Breakpoints set in this window persist across multiple executions of a script.

Setting Breakpoints in the Script Breakpoints Window
Take the following steps to set a breakpoint inShapt Breakpoint$Vindow:

1. Enter a scriptlet name in the Scriptlet field

2. Enter a line number in the Line Number field.

3. Optionally, enter a condition such @s>5) in the Condition field.
4

. Optionally, enter in the Repeat Count field the number of times the specified line must
execute before GoLive breaks into the debugger.

5. Click the OK button to set the breakpoint

Editing Breakpoints in the Script Breakpoints Window

Clicking a breakpoint in the breakpoints list copies its data into the edit fields at the bottom of
the Script Breakpoints  window. You can modify the contents of any of these fields to edit
values in running code:

Clearing Breakpoints in the Script Breakpoints Window
Take the following steps to clear a breakpoint inShgpt Breakpoint¥Vindow:

1. Select the breakpoint from the breakpoints list.
2. Press the Delete key.

3. Click OK to accept the changes and dismiss the Script Breakpoints window..

Debugger Object ($)

The$ Object (Debgger Object)s present at all times. It provides properties and methods you
can use to debug your JavaScript code; for example, you can call its methods to set or clear
breakpoints programmatically, or to change the language flavor of the script currently
executing in GoLive. It also provides properties that hold information about the version of the
host platform’s operating system and the flavor of JavaScript currently in use by GoLive
Extend Script.
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JavaScript Shell Palette

When at least one module enables debugging services by providing the valeislgss
attribute in its<j sxnodul e> tag, thewindow menu contains theavascript Shell palette that
Figure8.3 shows.

FIGURE 8.3  JavaScript Shell Palette
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TheJavascript Shell palette provides a command line you can use to execute JavaScript code
in a specified scope interactively.

The Javascript Shell palette also provides an output view JavaScript code can use to display
data. Your extension can call tiwe t e orwri t el n global functions to display data in this
view. Thecl ear Qut put global function erases the contents of the output view.

The Javascript Shell  palette also provides a palette menu that always holds at least three
entries:

Clear Text erases the contents of the output window.

Reload Scriptsreloads the Javascript code of all currently-loaded extension modules. This
command never reloads static data, which is defined ikbilre ht i file by tags like

<j sxmenu>. It reloads only the contents efcri pt > tags. Objects and variables currently
defined within the Javascript engine are unaffected by this command. This command does
not call thei ni ti al i zeMbdul e global function. To reload an extension completely, you

must quit GoLive and restart it.

Unload Binary Modules unloads all binary modules. Subsequently, GoLive reloads each
binary module on demand when a function in the module is called from JavaScript.

The palette menu is also populated with menu items representing currently-loaded extension
modules. Selecting a module name from the palette menu specifies the module scope
(extension) in which to execute the contents of the JavaScript command line.

Note: If the JavaScript shell window does not respond to command line input, look for the
name of the current module in the lower-left corner. If it does not appear there, no
modules currently enable debugging services. Debugging services are enabled only
when at least one Extend Script module containgdhegger statement or theebug
attribute to<j sxnmodul e> tag.
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Tags

This chapter provides reference information for all of the markup tags the GoLive Extend
Script SDK provides.

Modules

jsxmodule

<j sxnodul e>

This optional tag defines the name of the Javascript module. This name can be checked as the
Javascript variable module.name. The name attribute is responsible for defining that name. If
the tag or the name attribute is missing, the module name is the name of the folder where the
main.html file of the module is located. The debug attribute, when present, enables the
integrated debugger. The JavaScript statement debugger; acts as a breakpoint when the
integrated debugger is active.

The tag has the following attributes:

nane the Javascript name of the module

debug if this attribute is present, the module is in debug mode. The Javascript Output
palette window is enabled, as well as the Javascript statement debugger

ti meout Number of seconds the JavaScript engine waits for a response from the
currently-running JavaScript code. If this amount of time elapses without a
response from the currently-running JavaScript code, GoLive generates a
timeout runtime error, stops waiting for a response, and exits the script. By
default, the GoLive engine waits indefinitely for JavaScript code to return.
Your module can specify the amount of time GoLive waits for its JavaScript
code to return by setting this attribute to a number of seconds belvagen
9999. Setting this attribute t@ seconds or a boolean valuef af se causes
GolLive to wait indefinitely for this module’s code to return. GoLive always
waits indefinitely for its calls to youdtvent-Handling Functions return
The code that sets the global default timeout value runs once when GoLive
initializes all the modules in thextend Scripts  folder at startup time

| ocal e Defines a locale which should be used to translate all strings inside the
module. This value overrides the locale setting of GoLive itself. Valid values
are 1SO-3166-1 country codes as used as Internet top level domains, like DE
for Germany or IT for Italy. For all flavors of English, US is used. Although
mainly usable for testing purposes, all auto-translation features inside the
module can be disable by setting the value to NONE

Golive™ 5.0 Extend Script SDK Programmer’s Guide 119



jsxlocale

120

Locales

<j sxl ocal e> localizationTable</j sxl ocal e>

This tag is a container for a table which defines translations for the strings an extension uses in
menu items, dialogs, and so on. For more informationLsemlization” on pagel06.

Dialogs

A dialog is an HTML form embedded within a <jsxdialog> tag. This form may hold a number
of controls, each defined as <jsxcontrol> tags. When a dialog executes and the user changes
the state of a control, GoLive calls the method controlSignal() with the affected control object
as parameter. Here, the state of the control may be monitored and/or updated. A dialog is
executed by calling its runModal() method, which invokes the dialog as a modal dialog. The
return value of this method depends upon which button was clicked to close the dialog, or the
argument supplied to thexi t Modal method.

The size of the dialog is either set in the width and height attributes of the <jsxdialog> tag or
are extracted from the first embedded <table> tag. The positions of the controls are set by the
posx and posy attributes of the corresponding <jsxcontrol> tag.

The user clicks a button to terminate a dialog. These buttons can have predefined names that
Golive recognizes as buttons which close the dialog, or they can dismiss the dialog by calling
theexi t Mdal method from their case in your implementation ofdbetrolSignalmethod.

Using "dialogok™ defines the button to be the OK button. The name "dialogcancel" defines a
button to be the Cancel button, and the name "dialogother" defines the button to be able to
close the dialog without showing the specific behaviors of an OK or Cancel button. No other
control can close a dialog.

Clicking a button with one of these specific names cause the runModal() method to return one
of the following values:

dialogcancel 0
dialogok 1
dialogother 2

There are three possible different kinds of dialogs. The modal dialog is defined with the
<jsxdialog> tag. A non-modal dialog is defined with the <jsxpalette> tag. This dialog can
never be terminated. Finally, the <jsxinspector> tag creates an inspector dialog which is used
together with custom drag-and-drop boxes.

Every control within a dialog is either accessible via its name as a property of the Dialog
object or as part of the array controls of the Dialog object. All controls defined in the entire
module are accessible via the global array controls as well.
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jsxdialog

<j sxdi al og nane="objectName titl e="Title Of Dialog w dt h="anlInteget
hei ght ="aninteget > </j sxdi al og>

The <jsxdialog> tag wraps the dialog form. The dialog itself is a table, where the width and
height attributes determine the size of the dialog window. Several controls may be placed
within this grid by inserting <jsxcontrol> tags into the dialog. The dialog object is stored into
the dialogs array of the document and may be accessed there. It contains the method
runModal(), which causes the dialog to execute as a modal dialog. The name attribute defines
the JavaScript name of the dialog.

To close the window and to terminate the dialog, a button with a special name needs to be
created. When this button is clicked, the dialog is closed and a humeric value corresponding to
the button name is returned by the runModal() dialog.

A dialog is either accessible via its name as a property of the global namespace or as a part of
the global dialogs array.

The tag has the following attributes:

name the Javascript name of the dialog. The dialog is also part of the global dialogs array
where it may be accessed via this hame.

title the title of the dialog window (Windows only).
width the width of the dialog; may be overridden by an embedded <table> tag.
heightthe height of the dialog; may be overridden by an embedded <table> tag.

jsxpalette

<j sxpal ett e name="objectName titl e="Title Of Palett¢ nenu="anlInteget

wi dt h="anlntegetr hei ght ="anlnteget >
/!l to define a palette menu add <jsxmenu> and <jsxiten» el enents here
</jsxpal ette>

The <jsxpalette> tag creates a so-called palette window. This is a floating window like the
Inspector window. Its title is displayed in the Window menu so the user can open and close the
window like any other palette window. A palette window has an associated menu which is
displayed as a pull-down menu in the upper right corner of the palette window.

A palette is either accessible via its name as a property of the global namespace or as a part of
the global dialogs array.

The following attributes are defined:

name The Javascript name of the dialog. The dialog is also part of the global dialogs array
where it may be accessed via this name. Since palettes are a global resource, use distinctive
names if possible.

title The title of the palette window. This text also appears in the Window menu.

order The sort order of the menu. This is a number which indicates where in the Window
menu this item should appear. The higher the number is, the lower down in the Window menu
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the item appears. See the table in Appendix A for details. Values greater than 9999 cause

undefined results.

jsxcontrol

<j sxcont r ol

t ype="KindOfControl' nane="JavaScriptName

val ue="InitialValue" group="grouplD"

posx="NumOfPixels posy="NumOfPixels wi dt h="NumOfPixel$

hei ght =" NumOfPixel$ hal i gn="SeeReferenteval i gn="SeeReferente>
</jsxcontrol >

A control tag contains several attributes which define the position, alignment, and type of the

control:

name the Javascript name of the control.

type the type of control:

button
checkbox

pushbutton
check box

check check box

radiobutton
radio
edit

buttonedit

radio button
radio button

edit field which signals a change when the input focus changes if the
edit field’s contents have changed; that is, changing focus without
changing content does not signal a change.

edit field that signals a change when the input focus changes and the

contents of the field have changed. Optionally, this control can display an Enter button.

editarea
static
color
urlgetter
popup
list
listbox
custom

multiline edit field

static text field

color select field

URL entry field

popup menu
list box

list box

owner-draw control (see below)

val ueThe initial value for all controls. Popup and list box controls accept a comma-separated
list of items which they are able to display.

gr oupthe group ID for radio buttons. All buttons with the same ID are automatically turned off
when one button is selected. If the attribute is omitted, the button is not affected by other
buttons. The group ID is an arbitrary string value. It is valid for all controls within the same
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extension; it would affect controls within other dialogs and the same group ID, so choose these
IDs carefully.

posx, posythe upper left corner of the control in the dialog window. When the user drops the
control on a table grid in layout mode, GoLive updates these attributes to reflect the position of
the control on the page. This makes it easy to create f.ex. an inspector by dropping the controls
on a table grid and moving them into position.

wi dt h, hei ght the size of the control
hal i gn the horizontal alignment of the control when the size of the window changes:

| eft left-aligned
cent er centered
right right-aligned
scal e autoscaled

valign the vertical alignment of the control when the size of the window changes:
top top-aligned
cent er centered
bottom  bottom-aligned
scal e autoscaled

The alignment defines how the starting coordinates and the size of a control are affected when
the size of the dialog changes. Thus, the starting coordinates of a control are always related to
the predefined size of the dialog and should be computed relative to this size.

Custom controls may be coded entirely in Javascript (although this may be a bit tedious). To
draw such a control, GoLive calls the method drawControl() with the control to draw
whenever necessary.

When the user clicks a custom control, GoLive calls the Javascript method mouseControl(),
again with the control that was clicked as the first parameter. There are three additional
parameters:

X,y the location of the mouse cursor relative to the top left of the control

mode the mode. 0 means that the button was pressed, 1 means that the mouse was moved
while the button was pressed, and 2 means that the mouse button was released. The code
should call the control object's refresh() method to reflect a changed state due to the action of
the mouse. When the mouse button was released, the Javascript method controlSignal() may
be called as well as any other action.

WhennouseCont rol () is not presentont rol Si gnal () gets called instead when the mouse
button is released over a custom control.

You can access any control in three ways

« by means of theane property of the Dialog object that contains it,
. as an element of thent r ol s array of that Dialog object,

« by means of the global al ogs array.
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Palette Items and Foreign Tags

The GolLive palette can easily be extended with new items which may be dragged and dropped
like any other palette item. There are several tags which are needed to create a new palette. The
<jsxpalettegroup> tag creates a new tab inside the palette which is then filled in with a number
of <jsxpalettentry> tags. Each of these tags is a placeholder for a custom box which is defined
with the <jsxelement> tag. Finally, the <jsxinspector> tag is used to create a dialog which
serves as the inspector for that specific box. The necessary icons for the palette as well as
necessary pictures to draw the box may be defined using the widely known <img> tag.

When a palette with the corresponding entries has been defined and the user drags one of these
entries into the document, GoLive creates an empty box and places this box into the document.
In order to draw the box, GoLive calls the Javascript method drawBox() with the Box object to

be drawn as parameter. This method may use the global Draw object to draw its contents.

When the box has been resized, either by dragging at the box's borders or by entering data into
the inspector dialog, GoLive calls the Javascript method boxResized(). This method receives
three parameters, the box object itself, the new width, and the new height. The method should
update the markup elements of the box besides of doing eventual calculations by itself.

Finally, the extension needs to set up the box when a HTML document containing the box has
been read. To do so, GoLive calls tiae seBox function, passing the box object as this

function’s argument. This method should check the markup elements of the box and adjust the
look and feel of the box according to the settings of its markup values.

It is also possible to support non-HTML tags like ASP or PHP3 tagsypbattribute of the
<jsxelement>tag allows you to specify the character that acts as tag delimiter. For example, if
you specifydoas the value of your jsxelement tagype attribute, the SDK considers any

string beginning with thescharacter to be a tag. Additionalpe values are:

containeror binary for boxes containing more HTML,

bracketfor bracketed tags likghel | o] ,

percentfor tags enclosed in double percent signs like %%hello%%,
ssifor Server Side Includes,

plain for a standard tag.

The first word of the tag content is recognized as tag name. For example, the following
declaration defines a handler for the &Sicl ude tag.

<j sxel ement tagname="i ncl ude" cl assi d="sonel D' type="ssi">

This would cause GolLive to create a visual "include" box for a tags with the following
content:

<I--#include virtual = http://ww. adobe. comitest.js -->

When using nonstandard tag delimiters, however, access to the tag attributes as properties of
the markup element is not possible, since these tags may contain any content. The content of
these tags have to be interpreted by hand by calling the getinnerHTML() method of the
markup element to retrieve the associated ASCII text.
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The utility methodspl i t () of a markup element provides a similar functionality as the
standard methost ri ng. split (). It splits the inner HTML into an array of strings, using
either the blank or a supplied character as the word separator. Bilikg split() however,
words in single or double quotes are recognized as strings. Use the wethodin() to
concatenate the contents of this array into a string which then can be used to set the inner
HTML of the tag

To change the settings of the Web database, which controls how GoLive treats foreign tags, the
Application object provides the propertssanBr acket s, which allows to turn the scanning

of [tags] on or offsymmet ri cTokens andasymet ri cTokens which define which characters

the GoLive scanner recognizes together with<thbaracter as tag separators. Changing these
settings change the settings inside the Web database; the settings are not saved unless someone
explicitly opens the Web database and saves its contents.

jsxpalettegroup

<j sxpal et t egr oup
nanme="objectName di spl ay="tabName
t abCr der =" aninteget or der =aninteger>
pi ct ur e="tablcon'

</ j sxpal et t egroup>
The <jsxpalettegroup> tag defines a new tab in the Objects palette. It has several attributes:

name the name of the palette group. This is either one of GoLive's predefined names or the
name of a new palette group (case sensitive). The predefined names are:

Basic basic elements (images, plug-ins, scripts, and so on.)
Head head items
Framesframe elements
Customcustom items
Forms form elements
Project Site elements
CSObjectsactions
WO  WebObjects
di spl aythe name displayed to the user

t abor der a number that describes the position of the tab for the palette group. The higher this
number is, the further to the right the tab will be placed. This number may be omitted if a
predefined group name was selected. For a listing afathw der values of built-in tabs, see
“Objects Rilette Entries” on pagk96.

or der the display order of the element within the selected palette. The higher the number, the
further right the element will be displayed. The highest valid value is 32767.

pi ct ureThe name of an image to be used as icon in the tab. This icon is scaled to a size of
12x12 pixels.
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jsxpalettentry

<jsxpal ettentry
di spl ay="DescriptionOfTay cl assi d="customTagNarrie
pi ct ur e="palettelcoti>
<customTagName
HTMLContentOfCustomTagHere

</jsxpalettentry> // end of custompalette entry

This tag defines a palette entry within the palette group. The attributes of the <jsxpalettentry>
tag are:

display the name of the element displayed to the user.
classid the class nhame of the markup element.

picture the icon which is displayed in the palette. This icon is scaled to a size of
24x24 pixels.

In your implementation of this tag, tkeustomTagNaméiTMLContentOfCustomTagHere>

text is replaced by the exact HTML content this palette entry is to insert into the GoLive
document. This content is a custom tag defined byjtkeel enent > tag. The jsxelement tag
defines only the name of your custom tag; the default attributes your custom tag provides, as
well as their values, are defined by thégpal ett ent ry element. If the tag contains width

and height attributes, Go Live uses them to set the size of the box it creates to represent the
custom element.

img
<i ng name= JavaScriptNamesr c=urlOrPathname

The Extend Script SDK provides its own version of the widely-known <img> tag. The SDK
adds two attributes which are used to provide O/S specific loads of images.

name the name of the image

src  the URL of the image source. If the winsrc (for Windows) or the macsrc (for the
Macintosh) attribute is not present, this URL is used to load the image.

winsrcthe URL of the image source in a Windows environment.
macsrcthe URL of the image source in a Macintosh environment.

jsxelement

<j sxel erent
t aghane="nameOfCustomTagcl assi d=" jsxpalettentrylD type="seeBelow
| ef t Mar gi n="numOfPixels ri ght Mar gi n="numOfPixels
t opMar gi n="numOfPixel$ bot t onar gi n="numOfPixel$
i nvi si bl e="booleari fi xedwW dt h=numOfPixelsfi xedHei ght =numOfPixels>

</ j sxel enent >
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This tag is used to describe the markup element which the palette entry can drag. It is located
inside the document body along with any <img> or <script> tags. This tag has a few attributes
which control the type of box being displayed for the element. These attributes are not to be
confused with the attributes of the custom tagjlexel enent > tag defines—the attributes of

the custom tag are defined by tiesxpal et t ent r y> element that specifies the content the
custom tag adds to the page.

t agnane the name of the tag that thissxel enent > defines.

cl assid unique identifier associated with thegnare tag. This value must match
thecl assi d attribute of thej sxpal et t ent r y>and <j sxi nspect or > tags
associated with the custom tag thisxel enent > tag defines.

type The tag type, which is one of the following:

bi nary a binary tag which may contain any HTML code. The code is
not displayed and must be maintained programmatically.

cont ai ner A binary tag which may contain any HTML code. The code is
displayed inside the box, which should have some margins set. The
drawBox()function draws the box margin only.

plain a standard tag. The optional attribute value denotes the width of the box
Ssi server side includes; a comment that begins with a pound sign (#)
bracket  a bracketed tag, like [hello]
percent  atag surrounded with double percent signs
X a tag beginning witkx, wherex is an arbitrary character.

| ef t Mar gin the left margin of the generated container box.

ri ght Margin the right margin of the generated container box.

t opMar gi n the top margin of the generated container box.

bottomMargi n  the bottom margin of the generated container box.

i nvi sible the tag is invisible like f.ex. a comment tag. The menu command "Edit/hide
invisible items" toggles the display of this tag on or off.

fi xedw dt h if present, the box cannot be resized horizontally. This is the default for
container boxes. This attribute can be used with or without a value; if a
value is supplied, it denotes the width of the box.

fi xedhei ght if present, the box cannot be resized vertically. This is the default for
container boxes.This attribute can be used with or without a value; if a value
is supplied, it denotes the height of the box.
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jsxinspector

128

<j sxi nspect or nane="objectName titl e="namelnWindowMeriu
cl assi d="yourUniquelD wi dt h="anInteget hei ght ="anlnteget >

/1 jsxcontrol tags that provide inspector w ndow controls go here
</ j sxi nspect or >
This tag defines the inspector dialog for the dropped box. Since an inspector simply is a
special form of a dialog, its attributes, structure, and behavior is identical<josttu al og>

tag. Since all inspectors share the same windowsttlie e> tag which usually defines the
window size can be ignored safely.

When a custom box is selected, GoLive activates its inspector window. Before displaying the
window, GoLive calls thénspect Box method, passing the selected box as its argument. Your
implementation of this method initializes the elements of the inspector with the current data.

When the user manipulates controls in the inspector, GoLive calls the controlSignal method
just as it would for any other dialog, passing the control that changed as the argument to this
method. Your implementation of this method alters the corresponding elements of the box as
well as the HTML/XML representation of its code.

An inspector is either accessible via its name as a property of the global namespace or as a part
of the global dialogs array.

The <jsxinspector> tag has the following attributes:

name the Javascript name of the inspector. The inspector is also part of the global dialogs array
where it may be accessed via this name.

title the title of the inspector dialog.

classidthe class name of the box which this inspector is responsible for. This name must match
the classid attribute of the <jsxpalettentry> and <jsxelement> tags.

Custom Element Example

The following example defines the tag <showboat>. This tag has the attributes width, height,
and image, which defines an image to be displayed. The tag is represented by a plain box
without any margins:

<j sxel enent tagName="showboat" cl assi d="boat" type="pl ai n">

The box representing this tag should be draggable from a palette. We need, therefore, the
following:

an icon 12x12 pixels for the palette tab
an icon 24x24 pixels representing the box to drag
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The code to define the palette entry goes here:

<i mg name="t abl con" src="iconl2x12.gif">
<i mg name="entrylcon" src="icon24x24.gif">
<j sxpal et t egr oup nane="ShowBoat s" di spl ay="ShowBoat s"
t abor der =" 3000" pi ct ure="t abl con">
<jsxpal ettentry di spl ay="ShowBoat" cl assi d="boat "
pi cture="entryl con">
<showboat wi dt h="100" hei ght ="50" i mage="none">
</jsxpal ettentry>
</ j sxpal et t egr oup>

You should define an inspector for the box. This inspector contains an URL getter control to
alter the URL for the image attribute:

<j sxi nspect or nane="i nsp" cl assi d="boat" title="ShowBoat i nspector"
wi dt h=100 hei ght =100>

<j sxcontrol nane="i nage" type="urlgetter” posx=10 posy=10>
</ j sxi nspect or >

Finally, we need to set up a number of Javascript methods. These methods should normally
check for the right box class and control names, but this is omitted here for clarity.

parseBox()parses the HTML tag when the file is read.
drawBox()draws the box. Here, we draw the image or a circle if there is no image.

boxResized()reacts on changes of the box size. Here, we update the width and height
attributes.

inspectBox()sets up the URL of the image in the inspector.

function parseBox (box, reason) {
var val ue;
val ue = box. el errent . wi dt h;
box.w dth = val ue == undefined ? 100 : val ue;
val ue = box. el errent . hei ght ;
box. hei ght = val ue == undefined ? 100 : val ue;
box. url = box. el erment . i nage;
box. | ink = box. createLi nk (box.url);

}
function drawBox (box, draw) {
if (!box.pic)
draw frameQval (0, O, box.w dth, box.height);
el se {
box. pi c. wi dt h = box. wi dt h;
box. pi c. hei ght = box. hei ght ;
box. pic.drawAt (0, 0);
}
}

functi on boxResi zed (box, w dth, height) {
box. el ement. width = wi dt h;
box. el enent . hei ght = hei ght ;
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function inspectBox (box) {
box. i nspect or. set Li nk (box. i nk);
nyBox = box;

}

function control Signal (control) {
var nyBox = control.inspector. box;
nyBox. el enent . i nage = nyBox. | i nk. src;
nyBox. refresh();

Menus

130

There are three tags available to create menus. The <jsxmenu> tag defines a single menu. Its
title is inserted into the menu bar right before the Window menu. Inside the <jsxmenu> tag,
various <jsxitem> tags define the menu items inside the menu.

When a menu item defined with these tags is about to be displayed, GoLive passes the item to
themenuSet up method. Your implementation of this method can enable or disable the item and
set or clear its check mark. When the menu item is selected, GoLive passes the item to the
menuSignal method as its first argument.

The following example defines two menus. The first menu is appended to the Special menu,
while the second menu is inserted before the Window menu. The first menu item is initialized
dynamically—its checked state changes each time the user chooses it. When a menu item has
been selected, an alert window opens, displaying the menu item text.

<j sxmenubar >
<j sxmenu hare="speci al ">
<j sxi tem name="one" title="Special ne" testsignal >
<j sxi tem name="two" title="Special Two">
<jsxitemname="three" title="Special Three">
</ j sxmenu>
<j sxmenu name="nore" title="Mre">
<jsxitemname="norel" title="Alert he">
<j sxi tem name="separator" title="-">
<j sxitemname="nore2" title="A ert Two">
</ j sxmenu>
</ j sxmenubar >
<script>
function nmenuSetup (iten) {
/1l sinply invert the check nmark for "one"

if (itemname == "one")
i tem checked = !item checked,;
}
function menuSignal (iten) {
if (itemname == "one")
alert ("Selected: " + itemtitle);>
}
</script>
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A menu is either accessible via its name as a property of the global namespace or as a part of
the global menus array. A menu item is again accessible either as a property of the Menu
object it is defined within or as part of the items array of that Menu object.

jsxmenubar

<j sxmenubar ></ j sxmenubar >

The <jsxmenubar> tag opens the definitions of menus. It wraps the GoLive menu bar and
should thus appear only once per document. Inside the <jsxmenu> tag, various <jsxitem> tags
define the menu items inside the menu.

The<j sxnenubar > tag has no attributes.

jsxmenu

<j sxmenu nane="name" title="Menu text"></jsxmenu>

The <jsxmenu> tag wraps a single menu inside the <jsxmenubar> tag. Each <jsxmenu> tag
stands for exactly one menu, which GoLlive inserts into the menu bar right before the Window
menu. A <jsxmenu> tag contains one or more <jsxitem> tags, which define individual menu
items.

The name attribute contains the Javascript name of the menu. There is, however, one special
case which allows you to add menu items to the Special menu of the GoLive application by
giving one of your menus the name "special". If GoLive detects a menu with the name
attribute set to "special”, it appends the contents of that menu to the Special menu rather than
defining a new menu in the menu bar.

The title attribute contains the text that is presented to the user.

A menu is either accessible via its name as a property of the global namespace or as a part of
the global menus array.

jsxitem
<j sxi t em nane="objectName titl e="menultemText key = "hotKeyChar$ dynani c>

The <jsxitem> tag defines a single menu item inside a menu. The name attribute contains the
Javascript name of the menu, and the title attribute contains the text of the menu item. Setting
the title attribute to a single dash "-" causes a separator item to be inserted.

The optional, valueless attribute dynamic indicates that the item needs to be checked and/or
enabled according to the state of the application. When this attribute is present, GoLive calls
thenenuSet up method with the first parameter set to the menu item object. Inside that

method, the item may be checked and/or enabled as needed. Menu items without the dynamic
attribute are not called for initialization.

A menu item is accessible either as a property of the Menu object it is defined within or as part
of the items array of that Menu object.
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It is possible to define a hot key for a menu item. The value detpatribute is a
combination of the identifie&rl, Shift, At, Qot, orOwl as required.

« TheQOmw identifier is valid on Mac OS platforms only; on Windows platforms, GoLive
maps thekeyattribute value obd to the Ctrl key. Similarly, the Ctrl identifier is valid on
Windows platforms only; on Mac OS platforms, GoLive maps#yattribute value of
Qrl to the Command key.

« Thept identifier is valid on Mac OS platforms only; on Windows platforms, GoLive
maps thekeyattribute value ofpt to theAl t key. Similarly, theAl t identifier is valid on
Windows platforms only; on Mac OS platforms, GoLive mapk#yattribute value of
Al t to the Option key.

These strings are connected with a plus sign and the hot key character. A valid string would be
"Shift+Crl +D', for example. The string itself is displayed in the menu item as is on
Windows; on the Mac, the corresponding hot keys are displayed.

Optionally, the ampersand '&' character may be used within the menu titles to force Windows
to underline the character following the ampersand character. This character can then be used
as hot key. On the Macintosh, these ampersand characters are removed from the string so they
do not display. To display an ampersand, use two consecutive ampersands. When reading the
title property, the ampersand characters are always removed from the original string to
preserve compatibility across operating systems. Suppose you assign the string "&New" to the
title property of a menu item. On Windows, it will display agN, while the Macintosh

displays "New". The value of ttigle property is "New".

The menu item hot keys are visible in the Keyboard Shortcuts dialog and may be modified
there. This is fine as long as the definition of menu items inside a module is entirely static. If,
however, the order of the definition of menu items is changed, the Keyboard Shortcuts dialog
loses the connection between the definitions it has stored on disk and the definitions found in
the<jsxitem>tag. As a consequence, the dialog assigns the stored shortcut keys to the wrong
menu items. Usually, this is not a big problem, since a finished module is used “as is” and not
altered in any way. During development, however, this may lead to totally unwanted behavior.
The only way to have the Keyboard Shortcuts dialog behave correctly after changing the order
of menu item definitions is to erase the GoLive Preferences file. If the Keyboard Shortcuts
dialog is not used, nothing happens, because the dialog is never activated.
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10 Objects

This chapter describes the JavaScript objects that the SDK supplies. Some of these objects are
created when GolLive interpretdi n. ht i file, while others, such as the application object,
are always available.

Global Properties and Functions

These properties and methods are part of the global namespace. All dialogs, palettes, boxes,
and menus are part of the global namespace and thus accessible via their name as long as the
name follows Javascript guidelines. If more than one item have the same name, the results are
unpredictable

Global Properties

app Application  The application object. Read-only.
module Module The extension that this code belongs to. Read-only
document Document  The current document. Read-only

documents Collection - The array of documents. This array is read only. It may be indexed
either by integers or by document name as reported by the
docunent . nane property. If the array contains more than one element
of the same name, it cannot be predicted which element is returned.

boxes Collection  The array of custom JSX boxes in the current document. This array is
read only. It may either be indexed by integers or by name. If the array
contains more than one element of the same name, it cannot be
predicted which element is returned.

pictures Collection  The array of pictures in the current document. This array is read only. It
may either be indexed by integers or by name. If the array contains
more than one element of the same name, it cannot be predicted which
element is returned.

controls Collection  The array of controls in the current document. This array is read only. It
may either be indexed by integers or by name. If the array contains
more than one element of the same name, it cannot be predicted which
element is returned.

dialogs Collection  The array of dialogs in the current document. This array is read only. It
may either be indexed by integers or by hame. If the array contains
more than one element of the same name, it cannot be predicted which
element is returned.
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menus Collection  The array of menus in the current document. This array is read only. It
may either be indexed by integers or by name. If the array contains
more than one element of the same name, it cannot be predicted which
element is returned.

prefs Prefs The Preferences object gives extension modules access to their own
preferences. All properties of this object are persistent and have the
same value for every extension module.

Global Functions

These functions can be called by any object or function in the JavaScript namespace

fileGetDialog

fileGetDalog ([String pronpt, String types])

This method presents the file open dialog that is standard for the platform on which GoLive is
running. An optional string may be supplied with a prompt message. The type list differs on
the Mac and the PC. On the Mac, it is a list of file types supplied as four character strings. The
list is separated by commas. A valid type list would f.ex. be the list "TEXT,APPL", which
would limit the display of files to text files and applications. On the PC, the list items are also
separated by commas. Each item contains a list of file search masks, separated by the
semicolon character. Optionally, an explanatory text may be appended with a colon. The string
"*.ipg;*.jpeg:Images,*.html:HTML files" would create two entries in the selection list of
possible file types, one for Images which displays all files ending with .jpg or .jpeg, and the
other entry for all files ending with .html. The return valueR#i@object if a file was selected.

If the dialog was cancelled, the return valupu$.

Returns

File Object

filePutDialog

filePutD alog ([String pronpt, String default, String typelList])

This method presents the file save dialog that is standard for the platform on which GoLive is
running Thepr onpt message and thief aul t file name to present to the user are required
arguments. The third argument, which is a list of file types, is optional and is interpreted only
on Windows platforms. This argument has the same structure as the type list which the
fileGetDialog()function expects. The return value iBike object if a file was selected. If the
dialog was cancelled, the return valuaud.

Returns

File Object
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alert

confirm

prompt

write

writeln

alert (String text)
Display an alert box with the given text and an OK button.
Returns

No return value.

confirm (String text)

Display a confirm box with the given text and Yes and No buttons. Retuai$ the Yes
button was clicked.

Returns
Bool ean

pronpt (String pronpt, String default)

Display a dialog which allows the user to enter a line of text. The edit field is preset with the
given default text. Returns the text the user enteresdefinedf the user clicked the Cancel
button.

Returns
String

wite (String text)
Writes its arguments to the output view of the Javascript Output palette.
Returns

No return value.

witeln (String text)

Writes its arguments with a Linefeed appended to the output view of the Javascript Output
palette.

Returns

No return value.
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clearOutput
cl ear Qut put ()
Erases the contents of the output view of the Javascript Output palette
Returns

No return value.

absoluteURL
absoluteURL (String rel URL, String baseUR., String separator)

Convert a relative URL to an absolute URL. Use the supplied base URL for the conversion.
Optionally, a separator character may be supplied; if no separator is specified, the default
separator character is the forward sldgtcharacter.

Returns
String

relativeURL
relati veURL (String absURL, String baseURL, String separator)

Convert an absolute URL to a relative URL. Use the supplied base URL for the conversion.
Optionally, a separator character may be supplied; if no separator is specified, the default
separator character is the forward slagtcharacter.

Returns
String
createPicture

createPicture (String fil eNane)

Create a picture to be used during a drawing operation. Use the given file to load the picture
from.

Returns
Picture

disposePicture
di sposePi cture (Picture pic)

Delete a picture created with createPicture(). The Picture object will be useless after calling
this method.

Returns

No return value.

136 GoLive™ 5.0 Extend Script SDK Programmer’s Guide



startTimer

startTimer (String scriptlet, Nunber timeout[, Bool ean repeat])

Schedule a scriptlet for delayed execution. The given scriptlet will be run when the timeout
elapsed. If the optiona¢peatparameter isrue, the scriptlet is run repeatedly. The return
value is a number which can be used as parametstofpfimer(}to stop a scheduled scriptlet.

Returns
Nunber

stopTimer
st opTi mer (Nurber id)

Stop a scheduled scriptlet. The parameter is the return valuestattiémer()call used to
schedule the scriptlet.

Returns

No return value.

startAction
start Action()

Thestart Acti on() function opens an undo action. All changes made to a custom box are
recorded into this undo action.

Returns

No return value.

submitAction
submi t Acti on()

Thesubm t Acti on() function closes all recording and makes the undo action available to the
undo/redo mechanism. This makes it possible to bundle several actions into one undo action.

Returns

No return value.

setActionName
set Acti onNane()

Theset Acti onNane() function sets the text that the Undo/Redo menu item displays.
Returns

No return value.
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GlobalPrefs Object

This object is available in thepp. pr ef s property. It provides limited read-only access to
Golive's global preferences.

i mageFol der String
absol ut eURLs Boolean
wri t eGener at or Boolean
scri pt Li bNarre String
scri pt Li bFol der  String

General: The Picture Import folder

General: The Make new links absolute check box.
General: The Write "Generator Adobe GoLive" checkbox.
Script Library: The name of the Script Library.

Script Library: The name of the Script Library folder.

Prefs Object

Extension modules can create their own preferences which are maintained for all extension
modules and are persistent across multiple runs of GoLive. This feature enables all extensions
to share a common set of preferences. The preferences are accessed via the global object prefs.
The properties of this object are all stored as preferences, so creating a new preference value is
as easy as writing to a prefs property. If, for example, one module executed the code

prefs.present ="l ampresent”;

All other modules can check for the presence of this module with the code

if (prefs.present

== "] ampresent”) ...

Application Object

The application object provides access to application global data and methods, like opening

and closing documents.

Application Object Properties

The following properties of the Application object provide access to

« information about the application itself

. current user preferences
. file objects representing folders that the Application object uses
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i shbdal Boolean Check whether the application currently is displaying a
modal dialog. The property is true if this is the case. Read-
only.

ver si on String The version of GoLive. Read-only.

osVer si on String The version of the operating system. Read-only.

scanBr acket s Boolean This property controls whether the GoLive scanner

recognizes bracketed tags like [hello]. It reflects the setting
inside the Web database. The value of this property is not
persistent unless the Web database is saved manually.

symet ri cTokens String This property is a string containing all delimiters which the
Golive scanner uses together with theharacter to
recognize symmetric tags. By default, the string is se¥4o
which means that% ags% and<?t ags?> are
recognized. It reflects the setting inside the Web database.
The value of this property is not persistent unless the Web
database is saved manually.

asymmet ri cTokens  String This property is a string containing all delimiters which the
Gol.ive scanner uses together with theharacter to
recognize asymmetric tags. By default, the string is set to
L@, which means that SGML <!tags> and <@tags> are
recognized. It reflects the setting inside the Web database.
The value of this property is not persistent unless the Web
database is saved manually.

fol der File A File object referring to the folder that holds the GoLive
application. Read-only.

cur r ent Fol der File Returns &ile object referring to the current folder. May be
assigned a path name oFife object describing a folder.

set ti ngsFol der File A File object referring to the folder that holds GoLive
extension modules and other settings. Read-only.

syst enfol der File A File object referring to the folder that holds the operating
system. Usually, this is tHe \ WNDOAS or C.\ W NNT
folder on Windows platforms; on Mac OS platforms, this
folder can have any name and it can reside on any local disk.

t enpFol der File A File object referring to the folder GoLive uses to store
temporary files. Read-only.

t rashFol der File A File object referring to the system Trash folder. On
Windows platforms, this object refers to the local
\ RECYCLED directory. On Mac OS platforms, this object
refers to thestartupDisk Tr ash folder. Read-only.

prefs GlobalPrefs This object provides limited read-only access to GoLive's
preferences.
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Application Object Functions

Functions of the application object provide a programmatic means of performing certain
application-level tasks, such as passing keycodes and action codes to GolLive; creating new
documents or opening existing ones; opening a URL in the current browser; accessing user
preferences and configuration information; or quitting GoL.ive.

postKey(key) Post a keycode to GoLive’s input queue. The parameter is either the
ASCII value of the key or a string whose first character is the
character to post.

launchURL Boolean Launch the given URL in the current browser. If there is no current

(String url) browser defined, this method does nothing and refuahse.

quit() Terminate the application by posting a quit message to the operating
system. Same as the menu item File/Quit.

openMarkup (String Document Open a document to access its markup tree without displaying a

docName) visual representation of the document on the screen. If this method

opens the specified document successfully, its return value is the
corresponding document object which has been appended to the
docunent s array. On errors, the return valuenidl. The document
remains invisible; only the markup tree is provided.

openDocument Document Open a document. If no document name is given, the user is
(String docName) prompted for a file to open. If the document was opened, the return
value is the corresponding document object which has been
appended to théocunent s array. On errors, the return value is
nul | .

newDocument() Document Open a new, empty document. If the document was opened, the
return value is the corresponding document object which has been
appended to the documents array. On errors, the return value is
nul | . Same as the menu item File/New.

openPrefs() Open the Preferences panel. Same as the menu item
Edit/Preferences.

isModulePresent Boolean Check whether the module with the given name is enabled. Returns

(String name) trueif so, falseotherwise.

startProgress Displays the progress or busy bar according to the setting of the

(String title, [String doBusyparameter. Theecondgparameter takes (optionally) a

message, Boolean number of seconds before the window becomes visible. All

doBusy, Number parameters except for the first one are optional; by default, a

seconds]) progress bar is displayed.

setProgress Boolean Update the progress baalueis a value between 0 and 1. The

(Number value, optionalmessagés displayed if supplied. On a busy bar, you can set

[String message]) the message; the progress value is ignored. The return védieeis

if the user clicked the stop button. This method should be called
regularly during processing.

stopProgress() Ends the display of the progress bar.
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Document Object

The Document object corresponds to a GoLive document with its associated markup element
tree.

Document Object Properties

The properties of the document object provide information about the current document,its
elements, and the site that incorporates the page the document object represents.

type String The document type. This is currently one of the strimgskupfor
documents containing an markup treige for site documents or
unknownfor all other documents. Read-only.

title String The document title. Read-only.

file File A File object representing the disk image of the document. If the
document has not yet been saved before, this propeny.idse
this object with great care, because GoLive may get confused if you
f.ex. delete or rename an open document before saving it.

site SiteReference  The root reference of a site document. This is usually a folder
reference. The propertymsl | for non-site documents. Read-only.

homePage SiteReference  The home page reference of a site document. This is usually a file
reference. The propertymail | for non-site documents. Read-only.

ref SiteReference  Returns the Site Reference object associated with this document.
This object is always present, regardless of whether the
corresponding Site document is opened or not.

element Markup The markup tree of this document. If there is no tree (the document
might be a simple text document, f.ex), the valuauid .
Read-only.

selection Selection The current user selection. This may either be a selected range or the

current cursor position. Defined for markup documents only,
otherwise. Read-only.

encoding String The character encoding used for the document. It may be any
encoding string usable in the META tag, like "is0-8859-1" or
"shift_jis". Read-only.

history History The Undo/Redo history object allows you to inspect the currently
defined number of Undo/Redo actions. Additionally, the current
action may be selected, causing all necessary undo/ redo actions to
be executed.
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Document Object Functions

The functions of the document object enable you to create an undo object for the document it
represents, as well as to save, close, reparse or reformat that document.

save() Save the document. If the document was not saved before, a dialog
opens where the user can enter a file name.

saveAs Save the document into a different file.
(String fileName)

close() Close the document. If the document was not saved, the user is
prompted whether he wants to save the document. If the document
was saved successfully, the document object is invalid afterwards.

reparse() After manipulating the textual representation of a markup element,
call this method to cause a complete reparsing of the document so
the changes to the markup tree are reflected in the document layout
view. All Javascript objects referring to the contents of the
document, like boxes and markup elements, become invalid.For Site
documents, this method reparses all pages in the site.

IMPORTANT: Do not call this method from within tipar seBox or undoSi gnal methods.

reformat() This method works like tleparse()method. Additionally, it
formats the document for better printed readability. For Site
documents, this method operates on every page in the site.

IMPORTANT: Do not call this method from within tlpar seBox or undoSi gnal methods.

createUndo (text) Undo Creates an Undo object. The associated text is displayed in the
History palette and in the Undo menu item.
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Module Object

The Module object provides access to the extension module from JavaScript.

Module Object Properties

Properties of the module object provide the JavaScript name of the extension module and
enable debugging services.

name String The name of the module. Read-only. This is either the value of the
name attribute defined in the <jsxmodule> tag or the name of the
folder where the main.html file is inside.

debug Boolean The value of the debug attribute of the <jsxmodule> tag. True if
debugging is enabled, false otherwise.

locale String Returns the language in which GoLive runs. This value is a country
code according to 1SO-3166-1 as widely used in the Internet for
top-level country domains, like DE for Germany or FR for France.
For all flavors of English, US is used. The value is upper-case.
Setting the value affects the way thealize()method works; its
does not affect any menus or dialogs.

Module Object Functions

The module object defines only one function of its own| thwal i ze function.

| ocal i ze String This method attempts to translate the given string. It is assumed that
g%gl) ng mes- the string is supplied in the English language. First, any table

defined within thésxlocaletag is scanned for the string. If found

and a translated string is present which fits the current language
setting, this string is returns. If the attemps fails, it tries to find the
string within the GoLive translation database. If found, the
translated string is returned. In this case, the setting dd¢hée
property is ignored. If the string cannot be translated, the parameter
itself is returned. Setting tHecale property to NONE"disables

this method.
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Link Object

A link is an active URL which may be used to feed an URLGetter control in an inspector.

Link Object Properties

url String The URL that this link points to. It may be set as well as read. For
dialogs and inspectors, this object is part of an URLGetter control.

local Boolean This property igrue if the link points to a file residing on a local
disk; it isfalseotherwise. Read-only.

mimeType String The MIME type of the link. Read-only.

protocol String The upload/download protocol of the link. Read-only.

Link Object Functions

drawlcon Every link has an associated icon which reflects its current state.
(Number x, Numbery, Use this method to draw this icon at a certain location. The icon
[Number width, may optionally be stretched to a given size.

Number height])

linkChanged (link) When the user changes a link, either ldRInGettercontrol or
maybe in the Site View, GoLive calls this method with the affected
link as parameter.
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Box Object

Golive creates a box object whenever the user drags a custom element’s icon from the Objects
palette to a GoLive document window, or when GoLive reads a document that contains a
custom tag.

The box object is the visual representation of a custom markup element defined by the

<j sxel ement > and<j sxpal et t ei t en» tags. Each of these tags has assi d attribute that

GolLive uses to identify the elements of the custom box. When these tags are used to define a
custom box, each must specify the saireessi d attribute value. This value identifies the

palette entry that creates the custom box and inserts HTML in the document, as well as the
inspector window to display when the box is activated.

“Box Object Functions” on page46describes the three callback functions that implement the
functionality of the box.

Box Object Properties

name String The name of the box as defined by tlagre attribute of the
<j sxel ement > tag this box represents. Used to index the box in
theboxes array. Read-only.

classid String The class name of the box as defined withcthssidattribute.
Read-only.
inspector JSXDialog A reference to the inspector dialog. This property is set only when

the box is selected and an inspector dialog is active for that box and
nul | otherwise. Read-only.

leftMargin Number The left margin of the box. Used for Container boxes only.
rightMargin Number The right margin of the box. Used for Container boxes only.
topMargin Number The top margin of the box. Used for Container boxes only.
bottomMargin Number The bottom margin of the box. Used for Container boxes only.
width Number The width of the box.

height Number The height of the box.

X Number The X position of the box relative to the top left corner of the

document. Since this position is determined by the document
layout, this property is read-only.

y Number The Y position of the box relative to the top left corner of the
document. Since this position is determined by the document
layout, this property is read-only.

element Markup The markup element associated with this box. Read-only.
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Box Object Functions

refresh()

createLink Link
(String url)

removeLink
(Link link)

parseBox (box,
reason)

Request a repaint of the box.

Create a new link and attach it to the box. If the URL is not
supplied, an invalid link is created which may be set to an URL
later.

Remove a link from the box. The link object becomes invalid after
this call.

Golive calls this function when it reads the tag associated with this
box object, either because the document containing the tag is being
opened or because the user has switched back to a Layout view of
this document from some other view. Your implementation of this
function should read the contents of the tag and set up the box
accordingly. When GolLive calls this function, it passes one of the
following r eason values:

1 the HTML document is being read.

2 the box has been dropped from the Objects palette or pasted

from the clipboard.

3 the box is dragged around.

NoTe: Your implementation of thpar seBox method must not call the
Mar kup. set | nner HTM_() , Mar kup. set Qut er HTM_() , Docunent . r epar se() , or
Docunent . r ef or mat () methods. Attempting to call these methods returns a runtime

error.

drawBox
(box, draw)

Global callback function called by GoLive to draw a custom box.
The box to be drawn is supplied together witbraw object which
is used for the drawing operations.

IMPORTANT: YourdrawBox function must not call any functions other than drawing
functions. An attempt to reparse the document or to download a file from
within thedr anBox method may cause GolLive to terminate abnormally.

boxResized
(box,wdth,hght)

inspectBox (box)

146

Global callback function called by GoLive when a custom box has
been resized. Should update the markup tag and/or recalculate the
box.

Global callback function called by GoLive when the inspector
dialog for this box is about to be displayed. Should fill in the
contents of the dialog to display the state of the box.
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Collection Object

A collection is an array. Its members are indexed by name. In some collections, the members
may be indexed by number as with a regular array.

Collection Object Properties

length Number The number of elements of the collection. This value is zero if the
members cannot be indexed by number.

[index] Object The index operator retrieves the members of this collection. The
members may be indexed by name; se@kectionsmay be
indexed by numbers as well.

Collection Functions

The Collection object defines no functions of its own.

Picture Object
A picture is a graphics image, like a GIF or JPEG file, created by a <img> tag. It is used for
display purposes.

Picture Object Properties

name String The name of the picture as seen in the <img> tag. Read-only.

width Number The width of the picture. Changing the size causes the picture to be
stretched accordingly when drawn.

height Number The height of the picture. Changing the size causes the picture to be
stretched accordingly when drawn.

Picture Object Functions

draw (Number x, Draw the picture at the given location. This location is relative to
Number y) the top left corner of its surrounding box or window.
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Control Object

The Control object wraps a control created within a dialog with the <jsxcontrol> tag. Since
this object may contain several different types of controls, a number of methods and properties
exist which only deal with certain types of controls. These properties and methods return
default values for controls they cannot handle. Setting values or calling methods is silently
ignored for bad control types.

Control Object Properties

type String The type of the control as seen in the <jsxcontrol> tag in the
document. Read-only.

nane String The name of the control as seen in the <jsxcontrol> tag in the
document. Read-only.

wi dt h Number The width of the control.

hei ght Number The height of the control.

val ue variable The value of the control. This value depends on the type of the

control. It may be a color value, the index of a selection, or the text
of an edit field. For buttons and static text fields, this is the text
which is displayed.

val ues String The contents of a list box or a popup menu as a string of comma-
separated values. Setting this value with a comma-separated list like
"One,Two,Three" reloads the entire contents of the control. For
other controls, this property has the same effect asalhe

property.
enabl ed Boolean Get or set the enabled state of the control.
state Boolean Retrieve or set the selected state of the control. Setting this property

causes the control to receive the input focus if possible.

sel ection Number Get or set the index of the currently selected item in a popup menu
or list box. If the list box is multi-selectable, the property returns an
Array object containing the index of all selected entries. When
setting the property, a multi-selectable listbox turns on the selection
for the given entry without deselecting the other entries. use the
value -1 to deselect all entries for popups and list boxes. This
property is only valid for popup menu controls and list boxes; all
other controls return -1.

col or String Get or set the color value for a color field control. Any valid HTML
color may be used, like "red", or "#FF0000". This property is valid
for color fields only; all other controls return an empty string as
color value.
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i t enCount Number
mul ti Boolean
group Number

Control Object Functions

additem
(Stringtex)

removeltem
(String text)
removeAll()
setLink
(Link link)
refresh()

beginDraw() Draw

endDraw()
controlSignal (ctl)

drawControl
(ctl, draw)

Retrieve the number of items for a popup menu. This property is
valid for popup menus only. All other controls return 0. Read-only.

This property is valid for list boxes only. It contains a boolean
indicating whether the user can select multiple entries or not.
Setting this property ttrue allows for the selection of multiple list
box entries. Theelectionproperty returns aArray object when
multi-selection is turned on.

This property is valid for radio buttons only. GoLive treats all radio
buttons having the sange oup value as a group for the purposes of
selection behavior; when one of the buttons in the group is selected,
Golive deselects the others in the group automatically.

Add an item to a menu. All other controls ignore this method. If the
value of theextparameter is a single dash, this method adds a
separator item to the menu.

Remove an item from the menu control. This method is ignored for
all other controls.

Remove all items from the menu control. This method is ignored for
all other controls.

Set the link for an URLGetter control. This method is ignored for all
other controls.

Initiate a repaint of the control. Useful for custom controls.

Call this method to get a Draw object if you want to do direct
drawing as a response to state changes. The beginDraw() call must
be matched by a call to endDraw() to terminate the drawing. Calls
to beginDraw() cannot be nested.

Matches the beginDraw() method. It ends any drawing operation
and invalidates the Draw object returned by beginDraw().

Global callback function called by GoLive when the state of a
control has changed due to user interaction.

Global callback function called by GoLive when a custom control
should be redrawn. The affected control is supplied along with a
Draw object which is used for all drawing.

IMPORTANT: YourdrawBox function must not call any functions other than drawing
functions. An attempt to reparse the document or to download a file from
within thedr anBox method may cause GolLive to terminate abnormally.
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mouseControl Global callback function called by GoLive when mouse is over the

(ctl,x,y,mode) control and the button has been pressed (mode==0), the mouse has
been moved with the button pressed (mode==1), or the mouse
button has been released (mode==2).

Dialog Object

The Dialog class wraps a dialog definition made with the <jsxdialog>, <jsxpalette>, or
<jsxinspector> tag. It is part of the dialogs array in the global space, as is the dialog name.

Dialog Object Properties

name String The name of the dialog as seen in the <jsxdialog> tag in the
document. Read-only.

title String The window title of the dialog. Applies only to modal dialogs.

focus Control Returns the Control object which currently has the input focus.

Assigning a Control object to the property switches the input focus
over to the given control.

box Box This property contains a reference to a box being inspected while an
inspector dialog is active. It rul | for all other dialogs and
palettes, or when the inspector dialog is inactive. Read-only.

controls Collection The array of controls in this dialog. This array is read only. It may
either be indexed by integers or by name. If the array contains more
than one element of the same name, it cannot be predicted which
element is returned.

Dialog Object Functions

runModal() Number Run this dialog as a modal dialog. The return value is set by
pressing a button with a predefined name (See alsgskeontrol>
tag) or by calling the exitModal() function. If you have specified a
timeout for scripts, it is disabled while the dialog is visible. For
more information, se&etting the JeaScriptTimeout” on pag&3.

exitModal Dismisses this dialog and causesModal()to return the argument
(Number n) n.
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Draw Object

The draw class is the wrapper for basic drawing. It works with an internal cursor which is used
to draw lines and text. The coordinates are always relative to its surrounding box or window.
This class is either supplied as a parameter to the drawBox()/drawControl() methods or
returned by the beginDraw() method of the Control object.

Draw Object Properties

The Draw object provides no properties of its own.

Draw Object Functions

moveTo (Number X,
Number y)

lineTo (Number x,
Number y)

setColor
(String color)

frameRect

(Number x, Numbery,
Number width,
Number height)

fillRect

(Number x, Numbery,
Number width,
Number height)

frameOval

(Number x, Number vy,
Number width,
Number height)

fillOval

(Number x, Numbery,
Number width,
Number height)

invertRect

(Number x, Numbery,
Number width,
Number height)
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Move the graphics cursor to a certain location.

Draw a line from the current graphics location to the given position
and move the graphics cursor to the new location.

Set the drawing color. Any valid HTML color string may be used,
like "red" or "#FF0000". Alternatively, three color for red, green,

and blue may be supplied, where each color value ranges from 0 to
255.

Draw an outlined rectangle.

Draw a filled rectangle.

Draw an outlined oval.

Draw a filled oval.

Inverts the colors of the given rectangle, producing an XOR effect.
Calling this method twice undoes the effect of the first call.
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penSize
(Number width)

textFont
(String fontName)

textSize
(Number size)

textFace
(Number bits)

drawString
(String text)

stringWidth
(String text)

stringHeight
(String text)

getDrawlInfo()

Number

Set the width of the drawing pen.

Set the name of the font to use for text output. Use
"ApplicationFont" to set the font to the application font.

Set the size in points for the font to use for text output.

Set the attribute bits for the font to use for text output. These are bit
values which may be added together:

1 - bold

2 —italics

4 — underlined

8 - outlined (Macintosh only)

16 - shadowed (Macintosh only)

32 - condensed (Macintosh only)

64 - extended (Macintosh only)

Draw a string at the current graphics cursor location.

Calculate the width of a string in pixels by using the current font
settings.

Calculate the height of a string in pixels by using the current font
settings.

Retrieve a magic number which may be passed on to a native
language extension if custom drawing is implemented there. May
be casted to a JSADrawlInfo structure.

Markup Object

The Markup class wraps a markup tag, a text block, or a comment. Its properties provide the
tag name and the element type. The element contains the attribute array, and the array of
subelements. This array may be searched for specific tags. The root element has no parent. The
markup object has the ability to overwrite its textual representation.

The attributes of an element are implemented as properties. Setting a property causes the
corresponding attribute to be written to the HTML code. Reading a property returns the
property value or undefined if the attribute does not exist. Deleting a property deletes the

attribute from the code.

GoLive™ 5.0 Extend Script SDK Programmer’s Guide



Markup Object Properties

tagName

tagStart

symmetric

elementType

parent

subElements

String

String

Boolean

String

Markup

Collection

Markup Object Functions

getSubElementCount
(String tagName)

getSubElement
(String tagName,
[Number index])

getOuterHTML()
getinnerHTML()
setOuterHTML

(String text)

setlnnerHTML
(String text)

split ([String sep])
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Number

Markup

String

String

Array

The tag name of this element.

The starting sequence of this tag. This may f.ex. be "<", "[",
"percent", or "<%".

This member i¢rue if the end of the tag matches the beginning of
the tag, like in "<%xxx%>".

Retrieve the type of the element. It may be one of the strings "tag”,

"text", "comment”, or "bad".

Retrieve the parent element of this element. The root element
returnsnul | . Read-only.

The array of sub elements. This array is read only. Its elements can
be accessed by means of an integer index dragiane property .

If the array contains more than one element of the same name, it
cannot be predicted which element is returned.

Count all sub elements for a specific tag and return the number of
elements found. If the tag name is omitted, the total number of all
subelements is returned.

Get the nth sub element of a specific tag. The second argument is
optional and defaults to 0. The first argument may be omitted to
index all elemenets sequentially.

Retrieve the HTML representation of the element, including the
element tag itself.

Retrieve the HTML representation of the element, excluding the
element tag itself.

Replace the HTML representation of the element, including the
element tag itself. Cannot be called inside parseBox().

Replace the HTML representation of the element, excluding the
surrounding tag characters.On binary tags (tags with a matching
end tag), the contents of the tag are replaced. Cannot be called
inside parseBox()..

Split the contents of the inner HTML into an array of strings. Use
the given character as a separator; if none given, use spaces as
separators. Do not split quoted strings containing the separator
character. Useful for checking the contents of special tags.
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Menu Object

A menu is defined with a <jsxmenu> tag containing one or more <jsxitem> tags, one for each
item. When a menu is about to be displayed and the dynamic attribute is present, the Javascript
method menuSetup (item) is called for each menu item. The method may set the enabled and
checked state for each item. When the user selects a menu item or types its keyboard shortcut,
Golive calls therenuSi gnal method, passing the selected menu item as its argument.

Menu Object Properties

name String The JavaScript name of the menu object, as specified inaihee
attribute of the<j sxnenu> tag that defines the menu. Read-only.

title String The title of the menu as displayed to the user. Use the ampersand '&'
character to cause Windows to underline the character following the
ampersand character and to accept that character as a hot key. On
the Macintosh, ampersand characters are ignored and removed from
the string. Use double ampersands to display an ampersand
character. The property value is the title string with the ampersand
characters removed.

selection Number Get or set the currently selected menu item.

items Collection The array of menu items. This array is read only. It may either be
indexed by integers or by name. If the array contains more than one
element of the same name, it cannot be predicted which element is
returned when addressed by name.

Menu Object Functions

addltem Append a new menu item. An optional third parameter allows the
(String name, item to be inserted before a specific other item.
String title,

Number before)

removeltem Remove a menu item.
(String name)
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Menultem Object

The menu item corresponds to a <jsxitem> tag. It is always part of a Menu instance. When a
menu is about to be displayed, the Javascript method menuSetup (item) is called for each
menu item. The method may set the enabled and checked state for each item which has been
flagged with thelynani c attribute. When the user selects a menu item or types its keyboard
shortcut, GoLive calls theenuSi gnal method, passing as its argumentjtienenui t em

object that represents the selected menu item.

Menultem Object Properties

name String The JavaScript name of the menu item object, as specified by the
nane attribute of the<j sxrrenui t en® tag that defines the menu
item. Read-only.

menu Menu The menu where this item belongs to. Read-only.

title String The menu item text this object displays in a menu. If the value of
this property is a single dash, the menu item is a separator. Use the
ampersand '&' character to cause Windows to underline the
character following the ampersand character and to accept that
character as a hot key. On the Macintosh, ampersand characters are
ignored and removed from the string. Use double ampersands to
display an ampersand character. The property value is the title string
with the ampersand characters removed.

checked Boolean Access the check mark left of the menu item.

enabled Boolean Get or set the enabled state of the item.

dynamic Boolean Get or set the need to change the state of this item before it is
displayed.

Menultem Object Functions

nenuSet up Global callback function called by GoLive when a menu item with
(item the dynamic attribute is about to be displayed.

nenuSi gnal Global callback function called by GoLive when a menu item has
(item been selected.
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Selection Object

The selection object is part of the document object. Most of its properties are read only, except
for the element property. Assigning a markup element to this property causes the element to be
selected if possible. Assigining Null or anything else than a markup element causes the current
selection to be removed.

Selection Object Properties

type String The type of the selection:
poi nt No selection. The selection reflects the cursor position.
part A part of the current markup element has been selected.
This is true for simple text elements.
ful I The whole markup element has been selected. This is f.ex.
true when the user clicks an image box.
conpl ex The selection covers more than one markup element, or
expands partially into other tags.
out si de The selection is outside of the current markup element.
This is extremely unlikely to happen.

el enent Markup The first selected element. Assigning a Markup object to this
property causes the corresponding element to be selected if
possible. Assigning anything other than a Markup object causes
the selection to be removed.

start Number The beginning offset of the selection, as relative to the outer
HTML of the element. Read only.

I engt h Number The length of the selection. Read only.
t ext String The selected text, according to the settings of start and length.
Read only.

Selection Object Functions

The selection object defines no functions of its own.
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Undo Object

Thecr eat eUndo method of théocument Objectreates an undo object associated with a
specific user operation on a specific custom box. You must store in this object any properties
your custom box needs to perform the operation, undo its effects, or redo its effects. Once all
of these properties have been added to the undo object, you pass it back to GoLive by calling
the undo object’subni t method.

Whenever the user issues the command to perform the action, undo the action, or redo the
action, GoLive passes the undo object to your extensiodisS gnal method along with a

code indicating whether your method should do, undo, or redo the operation the undo object
encapsulates. Your implementation of this method utilizes the previously-stored properties to
take appropriate action.

For a code example, s&eupporting the Undo and Redo Commands” on #ge

Global Undo Functions

In addition to the functions that the Undo object provides, you can use the following global
functions to support undo/redo functionality:

o ThestartAction() function opens an undo action. All changes made to a custom box are
recorded into this undo action.

« Thesubm t Acti on() function closes all recording and makes the undo action available to
the undo/redo mechanism. This makes it possible to bundle several actions into one undo
action.

« Theset Acti onNare() function sets the text that the Undo/Redo menu item displays.

Undo Object Properties

The undo object has no properties of its own. You must add to it any properties your extension
requires to perform an operation or reverse its effects. You can add properties to the Undo
object simply by declaring and assigning them, as the following example does:

/1 create enpty Undo obj ect

var undo = docunent. creat eUndo (“operati onNane”)
// add properties

undo. nyProperty = nyVal ue;

undo. nyQ her Proerty = nyQ her Val ue;

undo. nyThi rdProp = yet Anot her Val ue;

// submt the undo object to GoLive

undo. submt () ;

Once you've finished adding properties to the undo object, return it to GoLive by calling the
undo object'subm t method.

yourPropertyName  String  Add as strings any properties you need to do, undo, or redo this action.
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Undo Object Functions
submit()

undoSignal
(undo, action)

The undo object is submitted to GoLive. GoLive in turn stores the
object into its History list and calls the callback function
described below.

Callback function for Undo objects. GoLive calls this function for
three purposes, which are reflected in the action parameter:

0 — Do. Called as soon as submit() is called.

1 - Undo.

2 — Redo.

The methods Document.reparse() as well as Document.reformat()
cannot be called within this function. An attempt to call these
methods results in a runtime error.

History Object

The History object is part of tH2ocumenbbject. It provides access to the Undo/Redo history.

History Object Properties

length Number
current Number
maxCount Number
[index] String

The number of history entries. Readonly.

The current index of the history. This is a number between 0 and
thelengthproperty. Setting this value causes the history to set the
current element to the given index, performing all necessary
undo/redo actions.

This property reflects the maximum count of undo/redo actions.
This is a value between 1 and 999. As opposed to setting the value
in the History palette, setting the value here does not make the
change permanent; it is only valid for the current program run.

Indexing the History objects returns the name of an Undo action.
Readonly.

History Object Functions

The History object defines no functions of its own.
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SiteReference Object

The SiteReference object is part of a site or markup document. Each reference stands for either
a file, a folder, or other types of links contained in a file like email addresses. The root of the
site can be found in the property document.site, while the home page is in
document.nomePage. The property document.ref returns a Site reference object for the current
document, which may be used to traverse outgoing and incoming links even if the document is
not part of a site document

SiteReference Object Properties

All SiteReference properties are read-only.

name String The name, usually the file name or its URL.

type String The type of the reference. One of the following strings:
html a HTML file
folder a folder containing files
alias a file or folder alias
image an image file
mail an email address
invalid an invalid reference

siteDoc Document The Site document which this reference belongs to. This property
is null if the Site document is not opened.

url String The URL of the reference as used in the document.

longUrl String The full URL of the reference.

anchors Array The array of anchors contained in this file. This array is empty if
there aren’t any anchors on the page.

local Boolean True if the reference is a file on local storage, false otherwise.

(name) String Add by name any properties you may need for your Undo. The

properties are stored as strings.

status String The status of the reference, one of the following:

error parsing error or other error

empty an empty reference

checking the reference is currently being checked
invalid an invalid reference

ok the reference is good and validated
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lockStatus Number The locking status of the reference:
0 unknown
1 read only
2 read/write
3 checked in
4 checked out exclusively
5 checked out non-exclusively

6 broken
fileSize Number The physical size of a file, O for other types.
mimeType String The MIME type of the reference.
protocol String The upload/download protocol of the file.
title String The document title as defined in the <title> tag of the HTML

document. Empty for other types.

prefs Prefs A preferences object. Here, you can get or set any preference data
you might be interested in. The data is stored together with the
reference and may be used for marking the reference or setting
other attributes.

SiteReference Object Functions

getFiles SiteCollection Retrieve the files contained in a folder reference. The optional

(String type) type argument may be a string containing a list of values as
returned by the type property, separated by any non-alpha
character, except for the mail value. For examle) +f ol der
would be a valid string. The call works only when the Site
document is open.

getincoming SiteCollection Retrieve the list o6i t eRef er ence objects that point to this

(String type) Si t eRef er ence object. The optional type argument may be a
string containing a list of values as returned by the type property,
separated by any non-alpha character, except for the folder value.
For exampleht m +i mage would be a valid string. The call
works even if no Site document is open; it works, however, only
for opened documents, so it would return a reference only if
another open document referenced this reference.

getOutgoing SiteCollection Retrieve the list 06i t eRef er ence objects this

(String type) Si t eRef er ence object references. The optional type argument
may be a string containing a list of values as returned by the type
property, separated by any non-alpha character, except for the
folder value. For examplét m +i nage would be a valid
string.The call works even if the Site document is not open.

show() Displays and highlights the reference in the Site window.
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open() Document Opens the reference in GoLive as a HTML document. Valid for
HTML documents only. The returned Document object becomes
the current document.

SiteCollection Object

TheSi teCol | ecti on object is part of a site document. It contains a number of
Si t eRef er ence objects. Despite their similar names, gheeCol | ecti on object is not
related to the&xol | ecti on object, nor is it used similarly.

Site Collection Object Properties

TheSi teCol | ecti on object defines no properties of its own.

Site Collection Object Functions

first() SiteReference Returns the first element of the collection. If the collection is
empty, the result is null.

last() SiteReference Returns the last element of the collection. If the collection is
empty, the result is null.

next() SiteReference Returns the next element of the collection. If there is no next
element in the collection, the result is null.

prev() SiteReference Returns the previous element of the collection. If there is no
previous element in the collection, the result is null.

[index] SiteReference If the name of a reference is known, it may be used to access that
element directly within a collection.
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File Object

The File object wraps operating system files and folders. To create a File object, call the
JSXFi | e constructor function. When initialized with a partial file name, the File object always
converts this partial file name to a full path name in order to create an unique reference to a
certain file. File objects that refer to the same file are distinct objects; for example, the file
object returned by the property document.file is different from the File object
document.homePage.file even if both refer to the same disk file

File Object Properties

nane String Returns the file name without the path. Readonly.

pat h String Returns the full path name of the file. Readonly.

url String Returns the full path name of the file encoded as URL. Readonly.

par ent File The parent object of this file object. If the file is a top level object,
the value iswll.

exi sts Boolean Returngrue if the file or folder exists on disk. Readonly.

i sFol der Boolean Returngrue if the file object is an existing folder. Readonly.

nacType String Returns the file type of the file on a Macintosh as a four-character

string. If the file type cannot be determined or on Windows, the
return value is "????". Readonly.

macCr eat or String Returns the creator ID of the file on a Macintosh as a four-
character string. If the file creator cannot be determined or on
Windows, the return value is "????". Readonly.

si ze Number Returns the file size. For folder, the return value is 0. Readonly.

eof Boolean Returngrue if an EOF condition has been raised during a read
operation. Readonly.

error Boolean Returngrue if an error has been detected during a read/write
operation. Readonly.

readl y Boolean Mirrors the Readonly/Locked flag of the file on disk. May be set
to change the status of that flag.

| ast Error String Contains an explanatory text describing the last I/O error related
to this file. This property is often used to check the result of a
HTTP upload or download. May be set to any string value or to
the empty string to clear the value.
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File Object Functions

JSXFile
(String path)

createFolder()

getFiles
([String mask,
String type])

rename
(String newName)

move
(String newPath)

copy
(String newPath)

openMarkup()

openDocument()

File

Boolean

Array

Boolean

Boolean

Boolean

Document

Document
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The constructor or global function for this object creates a new
file object. The parameter may either be a pathname or a local
URL. If the parameter is omitted, the object is initialized to the
current working directory

Attempt to create a folder at the location the file name points to.
Returngrue if the folder could be created.

Get a list of files contained in the current folder object. The mask
is the search mask for the file names. It may contain question
marks and asterisks and is preset to find all files. The second,
optional parameter is the Macintosh file type supplied as a four-
byte string, like "TEXT". It is ignored on Windows systems. The
return value is an array of File objects which correspond to the
files found. The return value il | if the call is not used on a
folder object.

Rename the file object to the new name. The new name must not
have a path. Returtisue if the file object could be renamed.

Move the file object to a different location. The parameter is the
name of the new location; it can either be a partial pathname, a
full pathname or a local URL. Returns true if the file was moved
successfully. The File object is changed to point to the new
location of the file.

Copy the file object to a different location. The parameter is the
name of the new location; it can either be a partial pathname, a
full pathname or a local URL. Returns true if the file was copied
successfully. The File object remains unchanged.

Open a document to access its markup tree without displaying a
visual representation of the document on the screen. If this
method opens the specified document successfully, its return
value is the corresponding document object which has been
appended to the documents array. On errors, the return value is
null. The document remains invisible; only the markup tree is
provided.

Open a document. If the document was opened, the return value is
the corresponding document object which has been appended to
the documents array. On errors, the return valaells
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open Boolean Open the file for subsequent read/write operations. The supplied
(String openMode) open mode is equivalent to the open mode of the C library call
fopen()
rOpens for reading. If the file does not exist or cannot be found,
the call fails.
wOpens an empty file for writing. If the file exists, its contents are
destroyed.

aOpens for writing at the end of the file (appending); creates the
file if it does not exist.

r+Opens for both reading and writing. (The file must exist.)

w+Opens an empty file for both reading and writing. If the given
file exists, its contents are destroyed.

a+Opens for reading and appending; creates the file if it does not
exist. When a file is opened with the "a" or "a+" modes, all write
operations are at the end of the file. The file pointer can be
repositioned, but is always moved back to the end of the file
before any write operation is carried out. Thus, existing data
cannot be overwritten.

tOpen in text (translated) mode. In this mode, CTRL+Z is
interpreted as an end-of-file character on input. In files opened for
reading/writing with "a+", OPEN checks for a CTRL+Z at the end
of the file and removes it, if possible. Also, the system attempts to
recognize CRLF sequences and converts them to Line Feed
characters. This is the default mode.

bOpen in binary (untranslated) mode; translations involving
carriage-return and linefeed characters are suppressed. May be
supplied along with one of the other opening modes.

read String Reads the contents of the file from the current position on. In

(Number count) translated mode, CRLF sequences are translated to Line Feeds.
Returns a string which contains up to the number of characters
which were supposed to be read.

readin() String Reads one line of text. In binary mode, line feeds are recognized
as CR, LF or CRLF pairs.
write Boolean Write the given string to the file. The parameters of this function
(String text, ...) are concatenated to a single string. Rettruesif the string could
be written successfully.
writeln Boolean Write the given string to the file and append a Line Feed
(String text, ...) sequence. The parameters of this function are concatenated to a

single string. Returnsue if the string could be written
successfully.

seek Boolean Seek to a certain position in the file. Retume if the position
(Number pos) was changed.
tell() Number Returns the current position in the file.
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close() Boolean

get Boolean
(String remoteURL,
[String mimeType])

put Boolean
(String remoteURL,
[String mimeType])

Close the file. If the file has been written to, its contents are
flushed to disk. Returrisue if the file could be closed
successfully.

Download a file from a remote HTTP server. The URL is the
name of the remote file to download. The file is stored into the
location which thel SXFi | e object points to. If a file with the
same name already exists, it will be overwritten. The result is

t r ue if the file was transferred successfully, otherwise it is

fal se. Thel ast Err or propertycontains the HTTP status code
after the transfer.

Upload a file to a remote HTTP server. The URL is the name of
the remote location where the file is stored. The HTTP server
must be able to fulfill HTTP PUT requests. The resufuisif the

file was transferred successfully, otherwise false The
propertylastError contains the HTTP status code after the
transfer.

$ Object (Debugger Object)

The$ object, also known as the debugger object, is always present. It provides properties and
methods you can use to debug your JavaScript code.

$ Object Properties

The properties of thg object provide information about the version of the host platform’s
operating system and the flavor of JavaScript currently in use by GoLive Extend Script.

0s String

flavor String

Return the operating system version as a string.

Sets or returns the language flavor in use by GoLive Extend Script.
Possible values adavascri pt for the Netscape flava¥scri pt

for the Microsoft flavor oECVAScr i pt for the ECMA-262 flavor.
Javascri pt is the default value of this property.

NoTe: Thefl avor property applies only to GoLive. It does not apply to Web browsers.
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$ Object Functions

The functions of thé object
. setand clear breakpoints
« print messages to the main debugger window

« request garbage collection

print(.) Prints its parameters to the Output window of the debugger Ul.
Does not activate the debugger when called.

set bp Set a breakpoint. The scriptlet parameter is the name of a scriptlet as
(String defined when the scriptlet was entered into the engine. The line
scriptlet, number is 1-based and counts from the beginning of that scriptlet.
Nunber i ne, Optionally, a JavaScript string may be supplied which is evaluated
[String eval, before the breakpoint is being activated. If the string does not
Nunber passes]) evaluate to a non-zero value or true, the breakpoint is ignored. A

second optional parameter passes can be used to set a number of
times the breakpoint must be passed before it is activated.

The special value nextCall, when used as a single parameter, sets a
breakpoint on the next function call. This breakpoint is cleared

when executed.

cl earbp Clear a breakpoint. The scriptlet parameter is the name of a scriptlet
(String as defined when the scriptlet was entered into the engine. The line
scriptlet, number is 1-based and counts from the beginning of that scriptlet.
Nunber i ne) The special value nextCall, when used as a single parameter, clears

a previously set breakpoint on the next function call.
If clearbp() is used without arguments, all breakpoints are cleared.

bp() Execute a breakpoint. This method is equivalent to the Javascript
debugger statement.

gc() Call the built-in garbage collector to free up objects and reduce
memory requirements.
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1 1 Event-Handling Functions

GolLive calls these functions in response to events such as changes in the state of a control, or
parsing the active HTML document. To respond to such events, your extension implements the
JavaScript functions this section describes.

Global Functions

initializeModule

initializeMdul e()
Called after the module has been loaded. Use it to define global variables etc.

terminateModule

t er m nat eModul e()

Called before the module is being unloaded. Use it to do any final action necessary.

Custom Boxes

parseBox

par seBox (box)

When GolLive parses a custom tag, it creates a box object, inserts it into the document view,
and then calls this function, passing the box as its argument. Your implementation of this
function must initialize the box in any way that is appropriate; for example, this function might
set the box’s height and width as specified byhthght andwi dt h attributes of the custom
HTML element.

IMPORTANT: Do not callMar kup. set | nner HTM_() , Mar kup. set Qut er HTM.() ,

Docurent . repar se() or Docunent . ref or mat () from within this function.
An attempt to call these methods results in a runtime error.
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GolLive calls thepar seBox method in response to any of the following events:
« The user drops an Objects palette icon onto a GoLive document window.

« Golive reads a document containing a custom HTML element defined joyxidleenent
andj sxpal ettentry elements.

« The user switches to Layout View from another view in the document window.

drawBox

drawBox (box, draw)

Called when a custom box is about to be drawn. Implement it to visualize your custom box.
Use the global draw object to draw lines, rectangles, circles, or text. Use the supplied Draw
object for the drawing operations.

IMPORTANT: YourdrawBox function must not call any functions other than drawing
functions. Attempting to reparse the document or to download a file from
within thedr anBox method may cause GoLive to terminate abnormally.

boxResized

boxResi zed (box, width, height)

Called when the size of the box has changed. Implement it to record the changes in the markup
code and/or to recalculate the contents of the box.

inspectBox

i nspect Box (box)

Called when the inspector dialog for a custom box is about to be displayed. Use it to fill in the
control of the inspector with the current values for the box.When an inspector is active for a
box, the property Inspector.box of the inspector points to the box being inspected, so you can
use control.parent.box within the controlSignal() function to access the box being inspected.
On the other hand, when a box is being inspected, the pr@oertynspect or is set to the
inspector dialog so you can use the expredsi@ni nspect or . cont r ol Nane to access the
inspector's controls.
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Controls

These functions are called when the state of a control has changed, or when a menu selection
has been made.

controlSignal
control Signal (control)

Called when the state of a control has changed. Use it to extract the state of the control and to
react on the state change, like setting an URL when the control is an URL getter control.

menuSetup
nmenuSet up (menui t en

When a menu item has the dynamic attribute set, this function is called when the menu is
about to be displayed. This allows the setting of a check mark or to disable the menu item
before it is displayed.

menuSignal
nenuSi gnal (nenui t en

When a menu item has been selected, this function is called with the affected menu item.

undoSignal
undoSi gnal (undo, action)

Callback function for Undo objects. GoLive calls this function for three purposes, which are
reflected in the action parameter:

0 — Do. Called as soon as submit() is called.
1 - Undo.
2 — Redo.

IMPORTANT: Do not callDocunent . r epar se() or Docunent . ref ormat () from within this
function. An attempt to call these methods results in a runtime error.
linkChanged
I i nkChanged (i nk)

When the user changes a link, either in an URLGetter control or maybe in the Site View,
GolLive calls this method with the affected link as parameter.

GoLive™ 5.0 Extend Script SDK Programmer’s Guide 169



Custom Controls

For custom controls, GoLive calls the functions this section describes in addition to calling
those the previous section describes.

drawControl
drawControl (control, draw

Called for custom controls when they are about to be drawn. Use it to visualize the state of
your control. Pay respect to the mouse state (is the control clicked?) when drawing. Use the
supplied Draw object for the drawing operations.

IMPORTANT: YourdrawCont rol function must not call any functions other than drawing
functions. Attempting to reparse the document or to download a file from
within thedr anBox method may cause GolLive to terminate abnormally.

mouseControl
nouseControl (control, x, y, node)

Called to record mouse clicks on the control. x and y are the position of the mouse pointer
relative to the upper left corner of the control. mode is one of the following values:

0 - the left button has been pressed
1 - the mouse has been moved with the left button down
2 — the mouse button has been released

When this function is not present, controlSignal() gets called instead when the mouse button is
released over a custom control.
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12 C and C++ APIs For Use
In External Binary Libraries

This chapter describes C-language macro functions thasthé interface (header) file
provides. The functions in a compiled external library call these functions to

« Obtain arguments from the GoLive environment
« pass return values back to GoLive.
For a guide to the use of these functions AggeendixA, “Using External Librarie$

Golive™ 5.0 Extend Script SDK Programmer’s Guide 171



C API Synopsis

This section summarizes use of the C API. For more detaillmpkmenting External
Binary Libraries” on pagé87.

/1 include JSA header for C or GCt+
#include "JSA h" // use "JSA++. h" for C++ inpl erent ati ons

/1 include any other |ibs your extension requires
#i ncl ude <mat h. h>

/1 include platformspecific draw ng support
#i f def WN32
#i ncl ude <wi ndows. h>
#el se
#i ncl ude <Qui ckDraw. h>
#endi f

[l Call this nmacro once to initialize the JavaScript environment.
JSAINT

/'l define your functions
/'l use argc/argv pairs to pass args
/'l use returnValue to return this fn's result
static void power(int argc, JSVal ue *argv, JSVal ue returnVal ue)
{
doubl e a, b, c;
/1 call JSAXxx fns to extract args passed by JavaScript callers
a = JSAVal ueToDoubl e(argv[0]);
b = JSAVal ueToDoubl e(argv[1]);

c = pow (a, b);

/1 call JSAXxx fns to pass val ues back to JavaScript callers
JSADoubl eToVal ue(ret urnval ue, c);

}

/1 you nust inplement this fn, which registers your lib's fns with GlLive
voi d JSAMai n() {
JSARegi st er Function ("power", power);

}

/************************************************************************/

/* Assunming you ve built this fninto alibrary named JSASanpl e.dl| (or */

/* just JSASanple for Mac G5 platforns) which resides in the */
/* “Modul es/ Extend Scri pts/ Common” fol der, your JavaScript code calls  */
/* the external library function as foll ows: */

/*************************************************************************/

JSASanpl e. power (2, 3);
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C++ API Synopsis

The C++ APl is a superset of the C API. A C++ library is written, built, and used in exactly the
same manner as a C library. However, library functions written in C++ have direct access to
the C++ objects that encapsulate JavaScript arguments and return values; thus, they can
manipulate these objects directly or they can use the JSAXxx functions just as a C library
would.

The following code example illustrates the C++ implementation of the power function shown
in the preceding section.

static void power(int argc, const sValue* argv[], sValue* returnVal ue)

doubl e a = argv|[ 0] - >get Doubl e();
doubl e b = argv|[ 1] - >get Doubl e();
doubl e ¢ = pow (a, b);

r et urnVal ue- >set Doubl e (¢);

Data Types

This section describes the data types GoLive provides for use by external binaries.

JSValue pointer

TheJSsval ue type is an opaqueoi d pointer that is a data element in trgv vector GoLive
passes to an externally-defined binary function. Internally, GoLive casts this pointer’s type as
necessary to hold each element’s data.

typedef voi d *JSVal ue;

JSAValueType Scalar Types

The following macros defingSAval ueType scalar data types as returned by the
JSAGet Val ueType function.

Undefined
JSA UNDEFI NED
The undefined or empty value.
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A Bool ean value, expressed as an inte@arepresents a value bél se, andl represents a

Boolean
JSA BOCL
value oft r ue.
Integer
JSA | NTEGER

A 32-bit signed integer quantity.

Floating Point
JSA DOBLE

An 8-byte, double-precision, floating-point value.

String
JSA STR NG

A null-terminated ASCII string.

JSANativeMethod Type

The GolLive external binary APl encodes your library’s function definitions as
JSANat i veMet hod structures. This data type implements the following data structures, which
your functions use to implement their parameters.

argc Integer
*argv JSValue
return JSValue

Number of array elements in thargv vector.
Vector of argument values

Empty pointer passed to your function by GoLive when
it is called. C functions call the approprate

JSAXXToVal ue function to store a return value in this
pointer. C++ functions can access this pointer directly
or they can call aSAXXToVal ue function.

JSADrawlInfo Struct

The JSADr awl nf o struct is used to implement C or C++ drawing functions that can be called
from JavaScript. For more information, $€sawing Function Examples” on pad®0.

typedef struct _JSADrawl nfo {

long context;// a DC (Wndows) or a QafPort (Mc)
long left, top;// upper left corner of the draw ng rect
long right, bottom// |ower right corner of the draw ng rect

} JSADr awl nf o;
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Initialization and Termination Functions

This section describes functions used to initialize or terminate an external binary library.

JSA_INIT Macro

JSAINT

TheJSA | N T macro must appear exactly once in the implementation of a binary extension .
This macro call must appear after 182 h or JSA++. h include statement and before the
required call to thaSAMai n function.

TheJSA | N T macro inlines thgSAEnt ry function. GoLive tests for the presence of the
JSAEnt ry function to determine whether an external binary is intended for use by Extend
Script extensions; thus, if the external binary does not call3hg N T macro, GoLive does
not make the external binary available to Extend Script extensions.

TheJSAENt ry function

» Sets an environment pointer containing references to the vage¥s functions this
Appendix describes.

« calls theJSAMai n function.

JSAMain
JSAMai n()
Every external binary must implement th@\Wai n function.

Your implementation of this function must register your external binary’s functions with the
Golive JavaScript engine. To do so, it callstBaRegi st er Funct i on function once for each
function it registers. Optionally, your implementation of I8&Mi n function can perform

any additional initialization tasks your external binary requires.
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JSARegisterFunction

JSARegi st er Funct i on( narre, f 00)
Register the functiofoo under the name specified by the value offttimeparameter.

The JSARegi st er Funct i on function makes an external binary function available under a
specified JavaScript name. Only registeIsaat i veMet hod functions are available to
Extend Script extension modules.

To register a function, call the JSARegisterFunction function from within the body of the
external library’sISAMai n function. You must call SARegi st er Funct i on function once for
each function to be registered.

Arguments

name String The name under which the foo function is to appear in the
JavaScript namespace. This name must observe JavaScript
naming conventions.

foo Token The token that the function definition associates with the
function’s implementation. For example, the code
nyFunk () {return;}
associates theyFunk token with the r et ur n; }
implementation.

return Integer Optional. An integer value to return instead of the result the
call to this function actually returns.

JSAEXit

JSABX t ()

GolLive calls your external binary’s JSAEXxit function when the extension module that uses it
about to be unloaded. Your implementation of this optional method perform housekeeping
tasks required to exit the extension, such as setting the values of your pointers and variables to

nul | .
Arguments

None.
Returns

\oi d.
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Accessor Functions
C-language library functions must use these accessors to extract arguments from GoLive and

return values to GoLive. C++ functions can access the C++ objects in the GoLive engine
directly, or they can use these accessors in the same way that C-language functions do.

JSAGetValueType

JSAGet Val ueType(arg) returns an integer value that indicates the type dcdipargument.

Synopsis
#incl ude "JSA h"

JSAGet Val ueType( arg, return

Arguments
arg JSAValue The JSA value to test
return Integer Optional. An integer value to return instead of the result the
call to this function actually returns.
Returns

One of the following integer values indicating the type of the JSA object passed as the value of
thearg parameter:

0 Undefined
1 Boolean
2 Integer
3 Double (double-precision floating point)
4 Text
Example
static void nyFn(int argc, JSValue *argv, JSVal ue returnVval ue)
{
int a, b, c;
a = JSAGet Val ueType(argv[0]);
JSAl nt ToVal ue(returnVal ue, a);
}

voi d JSAMai n() {
JSARegi ster Function ("nyFn", nyFn);
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JSAValueTolnt

JSAval ueTol nt (arg) returns the value of theeg parameter as a 32-bit integer.

Synopsis
#i ncl ude "JSA h"

JSAVal ueTol nt (ar g)

Arguments
arg JSAValue The JSA value to test
return Integer Optional. An integer value to return instead of the result the
call to this function actually returns.
Returns

32-bit Integer

JSAValueToBool

JSAVal ueToBool (ar g)
Return the argument as a boolean (an integer, either zero or nonzero).

Arguments

arg JSAValue The JSA value to test

return Integer Optional. An integer value to return instead of the result the
call to this function actually returns.

178 GoLive™ 5.0 Extend Script SDK Programmer’s Guide



JSAValueToString

JSAVal ueToString(arg)
Return the argument as a zero-terminated ASCII string.

Arguments

arg JSAValue The JSA value to test

return Integer Optional. An integer value to return instead of the result the
call to this function actually returns.

JSAValueToDouble

JSAVal ueToDoubl e( ar g)
Return the argument as an eight-byte floating point value.

Arguments

arg JSAValue The JSA value to test

return Integer Optional. An integer value to return instead of the result the
call to this function actually returns.

JSAIntToValue

JSAI nt ToVal ue(arg, val)
Store the long valueal into arg.

Arguments

arg JSAvalue The JSAVal ue object that is to hold theal argument.

val Integer 32-bit integer value to store in theg object.
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JSABoolToValue

JSABool ToVal ue(arg, val)
Store the integer valuel into arg. Non-zero values ofal specify aBool ean value oft r ue.

Arguments

arg JSAValue The JSAVal ue object that is to hold theal argument.

val Integer 32-bit integer value to store in theg object.Non-zero
values ofval specify aBool ean value oft r ue.

JSAStringToValue

JSAStri ngToVal ue(arg, val)

Store the value stored in the zero-terminated ASCII string variable pointed/#bibto arg.

Arguments

arg JSAValue TheJSAVal ue object that is to hold theal argument.

val String Zero-terminated ASCII string to store in thkg object.

JSADoubleToValue

JSADoubl eToVal ue(arg, val)
Store the double valual into arg.

Arguments

arg JSAValue The JSAVal ue object that is to hold theal argument.

val Double-precision floating-poing value to store in &g
object.
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JSAUnNndefinedToValue

JSAUndef i nedToVal ue(arg)
Set the value ddirg to undefined.

Arguments

arg JSAValue The JSAVal ue object that is to hold theal argument.

JSASetError

JSASet Error (text)
Generate a Javascript runtime error with the given text as explanation.

Arguments

text String The text of the error message this function generates.

JSAEval

JSAEval (text,timeout)

Evaluate a specified Javascript scriptlet in the current execution context (inside the function
which called the native code function).

Arguments

text String The expression the JavaScript engine is to interpret.

timeout Integer Positive values specify the number of milliseconds to wait
for the call to complelte. If the timeout elapses, the engine
generates a runtime error. A value of 0 causes the engine to
run the scriptlet asynchronously; that is, the call returns
immediately, regardless of whether the scriptlet completes
execution successfully. dimeoutvalue that is less than zero
causes the caller to wait unconditionally.

Returns

The return value of this call isJ&Aval ue pointer that points to the result of the scriptlet. If no
timeout was set or the timeout elapsed, this valuedsf i ned.

Golive™ 5.0 Extend Script SDK Programmer’s Guide 181



Example

External library functions use tl&AEval () function to retrieve the values of JavaScript
variables; for example, the following line of code returns the value ofyNe i abl e global
variable.

JSAEval ("nyVariable", -1)
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Using External Libraries

Extend Script extensions can call JavaScript, C, and C++ functions provided by one or more
optional external libraries. This Appendix describes how to create and use external libraries.

Benefits of External Libraries

The use of an external library is entirely optional. Most Extend Script extensions use only
JavaScript and the special tags that the SDK provides.

This book refers to an external library written in JavaScriptsasipt library . An external
library written in C or C++ must be compiled specifically for the Mac OS or Windows
platform on which it is to run. This book refers to a compiled library as<gamnal binary
library.

The only time an extension actually requires the use of an external binary is when it must
perform tasks for which JavaScript is not suitable. However, extensions often use external
libraries for other benefits they offer, such as convenience, performance improvements, data-
hiding features, and the cross-platform deployment of compiled code,

« Convenience

One of the best reasons to use an external library is for the convenience it provides to the
extension developer. For example, if you have a common set of functions you'd like to use
in multiple extensions, you could package them in an external library that all of the
extensions can call, rather than duplicating them in the source code of each extension that
uses them.

If you already program in C or C++, you might find it easier to use these languages instead
of JavaScript, in some cases. External libraries provide the means by which you can do so.

o Reduced Code Size

Using external libraries can reduce an extension’s source code size, but it does not reduce
the extension’s memory requirements.

« Performance Improvements From Compiled Binary Libraries

Because compiled code runs faster than interpreted code, you may realize performance
improvements by implementing some functions in C or C++ rather than in JavaScript.

. Data Hiding in Compiled Binary Libraries

JavaScript provides no data-hiding capabilities. To hide the implementation of proprietary
code, you can implement it in C or C++ as a compiled external library. External JavaScript
libraries offer no data-hiding capabililties.
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« Cross-Platform Deployment of Compiled Code

External libraries enable you to deploy C or C++ functions to GoLive extensions running
on Mac OS and Windows platforms.

External JavaScript Libraries

As the name implies, a JavaScript library is written in JavaScript. You can use GoLive or any
text editor to create a JavaScript library.

Implementing A JavaScript Library

The code that implements a JavaScript function in an external JavaScript library is no different
than the code that implements the same function from within an extengionsit i file—
the only difference is its location, which is a file that

« has aj s filemane extension.
« islocated in thé&xtend Scri pt s/ Conmon folder.

Note: Don't confuse j s files with the. scpt files used by previous versions of GoLive.
Extend Script extensions cannot calécpt files.

Installing An External JavaScript Library

186

To make an external library available to Extend Script, placg stdile in theCommon
subfolder inside thextend Scripts folder.

IMPORTANT: GolLive loads only the libraries located in tbemmon folder. Libraries not
located in thecommon folder are not available to Extend Script extensions.

When GolLive starts, it loads all of thgs files in thecommon subfolder, as well as any
JavaScript code defined b4i n. ht ni files in theextend Scripts folder. Thus, functions
defined “internally” by thevai n. ht ni file execute no more quickly than those defined
“externally” by a. j s library file.

External JavaScript libraries aren’t treated exactly like the JavaScripthhitheht m file,
however. An external library is meant to define functions only—it should not contain any other
code.

NoTe: Only the function definitions of a script library file are added to each module when
Golive starts. When loading an external script library, GoLive ignores all other code
the library defines; for example, your script library should not define global variables
tags, or elements—such code does not even execute.
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Calling JavaScript Library Functions

GoLive makes external JavaScript library functions available to the scripts of an extension as if
they were part of the extension itself. Using an external JavaScript libraries does not reduce
memory requirements—every module loads its own copy of the external functions when
Gollive starts.

Implementing External Binary Libraries
This section provides detailed instructions for implementing and building external binaries in
the C and C++ programming languages.
An external C or C++ library is implemented as a binary file:
« On Windows platforms, the library is a dynamically-linked library (DLL).
« On Mac OS platforms, the library is a shared library.

You can build these binaries using any C or C++ compiler that can build a shared library for
Mac OS platforms or a DLL (dynamically-linked library) for Windows platforms. The SDK
provides project files for Microsoft® Visual C++ 6.0 and Metrowerks CodeWarrior 5 Pro.

Including C Libraries

The source files that define an external binary library must include files that provide

« the types and functions this Appendix describes

« platform-specific support

« other libraries or definitions on which the external binary is dependent

This section describes the followitigncl ude statements, which provide these resources.
/1 include JSA header for C or GCt+
#include "JSA h" // use "JSA++. h" for Ct++ inpl enentations

[/ include any other libs your extension requires
#i ncl ude <mat h. h>

/1 include platformspecific draw ng support
#i fdef WN32

#i ncl ude <wi ndows. h>
#el se

#i ncl ude <Qui ckDraw. h>
#endi f
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Including JSA Interface Files

To use the types and functions this Appendix describes, your external library must include the
JSA h or JSA++. hinterface file:

« An external library implemented in C mu#stncl ude theJSA h file, as the following
example does.

#include "JSA h" // use "JSA++ h" for C++ inplenentations

« An external library implemented in C++ mus$incl ude theJSA++. h file to access C++
objects in the GoLive environment directly.
#i ncl ude "JSA++. h"
If the library does not access these objects directly, but uses only JSAXx accessor functions
to intereact with them, it ca#i ncl ude either of thelSA h or JSA++. h files.

Including Platform Support

TheW ndows. h andQui ckDr aw: h files provide platform-specific support for Windows and

Mac OS host systems, respectively. The external binary’s sources must include the interface
file that is appropriate for the platform on which the external binary is to be used; to do so, you
can use th& N32 environment variable in a conditional include statement like the one in the
following example.

#i fdef WN32

#i ncl ude <w ndows. h>
#el se

#i ncl ude <Qui ckDr aw. h>
#endi f

Including Additional Interface Files

Your external binary’s sources should also include any other files that provide functionality on
which it depends. For example, th&Sanpl e. ¢ implementation file uses tipew function
that thenat h. h interface file provides, so it includes this interface file as follows:

#i ncl ude <mat h. h>

Initializing the JavaScript Engine

To ensure that the module is intended for access through Javascript, GoLive checks for the
presence of th@SAEnt ry function. This function is defined by ti8A | N T macro, which
must appear once in your extension’s code.

TheJSAENt ry function sets an environment pointer containing a number of function
references, and then it calls th&Mai n function. Your implementation of the JSAMain
function registers your external library functions with GoLive and performs any initialization
tasks your extension requires.

[/ Call this nmacro once to set up the necessary structures.

JSAINT
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Defining External Library Functions

When defining your external library’s functions, uselfeal ue pointer type to exchange
data with the JavaScript environment.

Define your library’s functions using the following keywords and types to define a parameter
block containing an array of arguments and an optional return value:

argc number of arguments in thegv array
argv array ofJSval ue pointers to pass as arguments to this function
result aJSval ue pointer used for temporary storage of the value that this function returns

Math Function Example: C Language

When an extension calls an external library function, GoLive encapsulates the arguments
passed from JavaScript as C++ objects. If the called function is implemented in C, it must use
the“Accessor Functions” on pad&7to extract its arguments from the C++ objects that
encapsulate them.

A typical C-language implementation would look like the following:

#i ncl ude "JSA h"

#i ncl ude <nmat h. h>

JSAINT,

/I Return argl1® 92

static void power(int argc, JSVal ue *argv, JSVal ue returnVal ue)

doubl e a, b, c;
a = JSAVal ueToDoubl e(argv[0]);
b = JSAVal ueToDoubl e(argv[1]);

c = pow (a, b);

JSADoubl eToVal ue(ret urnval ue, c);
}

voi d JSAMai n() {
JSARegi st er Function ("power", power);

NoTe: Do not attempt to replace a standard library function by defining your own version of it
in an external C library.
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Math Function Example: C ++

In contrast to the C API, the C++ API provides full access to the runtime engine and the C++
objects that encapsulate JavaScript arguments; thus, C++ library functions can manipulate
these values directly or they can use the accessor functions that C-language functions must
use.

static void power(int argc, const sValue* argv[], sVal ue* returnVal ue)

{

doubl e a
doubl e b

ar gv[ 0] - >get Doubl e() ;
ar gv[ 1] - >get Doubl e() ;

double ¢ = pow (a, bh);

ret ur nvVal ue- >set Doubl e (¢);

}

Drawing Function Examples

It might often be desirable to implement the drawing of a custom box in native code. The
Golive Extend Script SDK supports this with tie Dr awl nf o() method of théxr aw object.

This method returns a magic integer number which can be passed on to a native code function.
This function can cast the magic number to a pointeld®\& awl nf o structure which

contains all necessary drawing information:

typedef struct JSADrawl nfo {
long context;// a DC (Wndows) or a GafPort (Mc)
long left, top;// upper |left corner of the draw ng rect
long right, bottom// |ower right corner of the draw ng rect
} JSADr awl nf o;

The drawing rect describes the entire rectangle of the box to draw. This rectangle may be
clipped if only parts of the rectangle are to be drawn. In any case, the drawing context is
clipped to the bounds of that rectangle. The drawing context is an offscreen drawing context
pointing to a bitmap, where certain restrictions might apply). Please make sure that any
temporary changes to the drawing context are undone before returning!

An external C function uses tl&ADr awl nf o structure as the following example does:
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// Draw an oval into the given rectangle. This denonstrates the
/1 use of the JSADrawl nfo structure.

static void drawOval (int argc, JSval ue *argv, JSVal ue returnVval ue)
{

I ong tenp;

JSADr awl nf o* i nf o;
# fdef WN32

HDC dc;

tenp = JSAVal ueTolnt (argv[0]);

info = (JSADrawl nf 0*) tenp;

dc = (HDO info->context;

B lipse (dc, info->left, info->top, info->right, info->bottomn;
#el se

Rect r;

tenp = JSAVal ueTolnt (argv[0]);

info = (JSADrawl nf 0*) tenp;

r.left = (short) info->left;

r.top = (short) info->top;

r.right = (short) info->right;

r.bottom= (short) info->bottom

FraneQval (& );
#endi f

}

Because it has direct access to the C++ objects that encapsulate arguments from JavaScript
callers, the C++ version of thieawOral function can provide this functionality in a slightly
different way:

/'l Draw an oval into the given rectangle. This demonstrates the
/1 use of the JSADrawl nfo structure.

static void drawOval (int argc, const sVal ue* argv[], sVal ue* returnVal ue)
{
int tenp = argv[0]->getlnteger();
JSADr awl nf o* i nf o;
#i f def WN32
HDC dc;
info = (JSADrawl nf o*) tenp;
dc = (HDO info->context;
::Hlipse (dc, info->left, info->top, info->right, info->botton);
#el se
info = (JSADrawl nf o*) tenp;
Rect r;
.left = (short) info->left;
.top = (short) info->top;
.right = (short) info->right;
.bottom = (short) info->bottom
(i FrameQval (&);
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The language used to implement an external function has no effect on how it is called from
JavaScript. Assuming that either version ofdhanOval function is built into an external
library named)SASanpl e, your JavaScript code calls the function as follows:

function drawControl (control,draw {
if (control.nanme == "custom)
JSASanpl e. drawQval (draw. get Drawl nfo());

Registering External Functions

All external binaries must implement the JSAMain function as described here, Your
implementation of this function must register each of your external library functions with
Golive. To do so, it passes each function’s JavaScript and C-language names to the
JSARegi st er Funct i on function, as in the following example.

voi d JSAEXPCRT JSAMAi n( voi d)
{

JSARegi st er Funct i on( " power ", power) ;
JSARegi st er Funct i on("drawQval ", drawQval ) ;
}

The first argument is the name under which the function is to appear in JavaScript. The second
is the name of the function’s C or C++ implementation. Both functions this example registers
happen to have identical names in JavaScript and in C or C++, but these names do not need to
maitch.

When thelSAMai n function completes, all of the functions it registered can be called from
JavaScript by any Extend Script extension. The functions are made accessible as the properties
of an object named for the binary module; thus, if both of the functions in the preceding
example were built into a library namagASanpl e. dl | (or justJSASanpl e on Mac OS) they

could be called from JavaScript as follows:

result = JSASanpl e. powver (2, 4)
function drawControl (control,draw {

if (control.name == "custont)
JSASanpl e. drawQval (draw. get Drawl nfo());

Implementing Optional Termination Code

When a module is unloaded, GoLive calls the function JSAEXit(), which can be implemented
to contain any cleanup code.
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Building An External Binary Library

You can use any Mac OS or Windows C/C++ compiler to build the library as a shared library
for Mac OS platforms or as a DLL for Windows platforms.

Since there are structures involved with this SDK, correct structure alignment settings are
crucial. For the Macintosh, structure alignment is 68K, and for Windows, structure alignment
is 8 bytes.

Installing An External Binary

To make an external library available to Extend Script, place it indiheon subfolder inside
theExtend Scripts folder. This folder can hold any number of external libraries. The functions
defined by these libraries are available to all Extend Script extension modules.

IMPORTANT: GoLive loads only the libraries located in themmon folder at start time.
Libraries not located in theommon folder when GolLive starts are not
available to Extend Script extensions.

Gol.ive loads external binary functions and JavaScript functions differently. All JavaScript
functions are loaded in memory immediately at startup time; in contrast, binary libraries are
registered with GoLive but not loaded untill an extension calls a function that the library
provides. The time required to load the library makes the first call to an external binary library
a little slower than subsequent calls to that library.

Calling C and C++ Library Functions From JavaScript

The functions an external binary provides can be called by any extension. The external library
is loaded on demand the first time it is called; subsequently, it remains in memory until the
module is unloaded. The module is unloaded

« when GolLive quits
« when the user chooses the&load Scripts  palette item
« when themoduleNameunl oad() function is called.

NoTe: Theunl oad function destroys its module’s global data. The next time a function in the
libarary is called, GoLive reloads the module and creates new global data for it.

JavaScript code calls external C and C++ library functions identically. If we assume that the
above code is part of the filei | s. dI | (Windows) orti | s (Mac OS), this function would
be called from Javascript as follows:

a = Wils.power (2,5);
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Measuring Performance

One useful metric for testing code performance is the time required to complete a function
call. You can use thiat e object provided by JavaScript to measure code performance by
getting the system time in millliseconds immediately before and after calling the function
being tested. For example, the code to test the execution speed of scripted and compiled
versions of the same function would look like the following example.

// measure tine for script fn to conplete

datel = new Date()

nyScri pt Functi on()

date2 = new Date

scri pt Ti me= (dat e2-dat el)

witeln(“Script code execution tine” + scriptTime + “nilliseconds”)

/1 assune the conpiled fnis built into nyExtLib.dlI

[/ measure time for conpiled fn to conplete

dat e3= new Dat e()

nyExt Li b. myConpi | edFuncti on();

date4 = new Date

conpi | edTi ne = (dat e4-dat e3)

witeln(“Conpil ed code execution time” + conpiledTine + “m||iseconds”)
diff = (scriptTine - conpil edTi ne)

if (diff == 0)

witeln (“Both functions executed in the sane anount of tine.”)
if (diff >0)

witeln(“Conpiled code was faster by “+ diff + “mlliseconds.”)
el se

witeln(“Script code was faster by” + (-diff) “mlliseconds”)
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Sort Order Tables

This chapter lists the values GoLive uses to sort items in the Windows menu and the Objects
palette.

Window Menu Items

The entries of the Window menu are sorted groupwise. The upper two digits denote a group,
while the lower two digits are the sort order within the group. Groups are separated by menu
separators, which means that f.ex. all order numbers which start with 90xx are grouped
together and separated from the other groups with a menu sepexhteB.1 lists the values

used to sort Window menu items.

TABLE B.1 Codes used to sort Window menu items

Objects 0101
Color 0110
Inspector 2001
View Controller 2001
Debug 3001
Transform 3001
Align 3002
Tracing Image 3003
Floating Boxes 5001
Table 5002
Link View 7001
Source Code 7002
Javascript Shell 7003
Markup Tree 9001
History 9003
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Objects Palette Entries

The objects in thebjects palette are sorted in two levels. The first level is the order the tabs

for each group appear in, while the second value is the sort order within one group of icons.
The higher the value is, the further to the right the icon or tab appears. Please note that many
built-in modules contain more than one icon. This is for example the case for all icons within
the Head section. New icons cannot be placed between these icons, only left or right of these
icons.TableB.1 lists the values used to satijects palette entries.

TABLE B.2  Codes used to sort Objects palette entries

Name t abor der or der icons
Basi ¢ 0

Layout @Gid 10 2
H oating Box 15 1
Tabl e 20 1

| nrage 30 1
P ugin 40 5
Java™ Appl et ™ 50 1
j ect 60 1
Li ne 70 1
Hori zontal Spacer 80 1
Javascri pt 90 1
Mar quee 100 1
Gomment 110 1
Anchor 120 1
Li ne Break 130 1
Tag 140 1
(reserved for future use) 150 1
Smart 1

Shart itens 200 all
Forns 2

Formitens 10 all
Head 3

Head itens 20000 all
Fr anes 4
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Frame itens 20000 all
\Wb(hj ect s 5

Wb(hj ects itens 1-4 all
Ste 50

Steitens 1 all
Ste Extras 51

Ste extras itens 2 all
Qui ckTi ne 5000

Qui ckTine itens 1 all
Qust om 20000

Qustom i tens 20000 all
Extensi ons (defaul t) 30000

Extension itens (default) 30000
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Glossary

Element

A Tagand all of the attribute values required to define an instance of the entity the tag
represents.

Parse

To read the elements in a document and generate a tree of markup objects representing the
elenents the document defines. GoLive parses the active document in response to any of the
following events:

« The user drops an Obijects palette icon onto a GoLive document window.

« Golive reads a document containing a custom HTML element defined jyxiieenent
andj sxpal ettent ry elements.

« The user switches to Layout View from another view in the document window.

Tag

Alphanumeric tokens enclosed by angle brackety és in the<I M>> , <B>, or <HL> tags.

Tags that are used singly, such asdhd>> tag, areunary tags. Tags that must be used in

pairs arebinary tags; for example, theHL> opening tag must always be paired withar1>

closing tag. When this book refers to a binary tag, it names the opening tag only and assumes
you understand that the presence of the closing tag is implied
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