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1 First Steps

This documentation is organized under the following headings:

About this Tutorial How the completed “Hello World!” application will appear to the user.
An overview of the basic steps that are required to create this application.

Starting the Development How to start the development workplace.

Workplace

Creating a Project How to create the project that is to be used for this tutorial.

Getting Started with the Layout How to create a layout for your project. General information on how to

Painter use the Layout Painter.

Writing the GUI Layout How to use the Layout Painter in order to create the GUI layout for the

“Hello World!” application.

Setting Up Your Environment How to set up Application Designer in your development environment
for Java.

Writing the Adapter Code How to define the class and how to use the Code Assistant in order to
generate most of the adapter code. How to program the adapter code for
the method using your development environment for Java and how to
test the completed application. How to view the generated HTML page
directly from the browser.

Some Background Information Information on changing the adapter code. About name binding between
controls and adapter, data exchange at runtime, and files and their
locations. Some information for real development and on some tools
provided in the development workspace.

It is important that you work through the exercises in the same sequence as they appear in this
tutorial. Problems may occur if you skip an exercise.







2 About this Tutorial

This tutorial provides an introduction to working with Application Designer's development
workplace. It explains how to create a “Hello World!” application. This covers all basic steps you
have to perform when creating pages with Application Designer: you create a layout file, you
create an adapter class, and you run the application. This is about eighty percent of all you need
to know. The remainder of the Application Designer documentation contains just details and some
more sophisticated techniques, such as navigating between pages.

When you have completed all steps of this tutorial, the page for your “Hello World!” application
will look as follows:




About this Tutorial

(Preview &
‘Hello World! X

Say Hello

Input Area -
Your Marme | |
‘output Area
Result | |

Input your name and press the 'Say Hello' button,

Your application will act in the following way: When you enter a name in the Your Name field
and choose the Say Hello button, the Result field displays "Hello World" and the name you have
entered.

To reach this goal, you will proceed as follows:

1. You will first create a new Application Designer project.

2. You will then use Application Designer's Layout Painter to create the following layout:
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About this Tutorial

-1 |page
- [T titlebar (Hello Woaorld!)
- [ header
= button (Say Hella)
- pagebody

=FIIlitr
=+ hdist (100%.)
2] icon
=" rowarea (Input Area)

- Lilitr
A label (Your Nare, 100)
I field (name, 200)
=" rowarea (Output Area)
=Ll
A label (Result, 100}
T field (result, 200}

1 wvdist (100)
LIt
A label (Input your name and press the 'Say Hello' button.)

L statushar
This corresponds to the following XML layout:

<?xml version="1.0" encoding="UTF-8"7>
<page model="DummyAdapter">
<titlebar name="Hello World!">
</titlebar>
<header withdistance="false">
<button name="Say Hello" method="sayHello">
</button>
<{/header>
<pagebody>
<tr takefullwidth="true">
<hdist width="100%">
</hdist>
<icon image="../cisdemos/images/hello.gif">
</icon>
</itr>
<rowarea name="Input Area">
<Gtr>
<Tabel name="Your name" width="100">
</label>
<field valueprop="name" width="200">
</field>
</litrd
{/rowarea>
<rowarea name="Qutput Area">
<Gtr>
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About this Tutorial

<label name="Result" width="100">
</label>
<field valueprop="result" width="200" displayonly="true">
</field>
</itr>
</rowarea>
<vdist pixelheight="100">
</vdist>
<Gtr>
<label name="Input your name and press the &apos;Say Hello&apos;
button." asplaintext="true">
</label>
</itr>
</pagebody>
{statusbar withdistance="false">
<{/statusbar>
</page>

3. When you save your layout for the first time, an intelligent HTML page is generated.

4. Before you can start coding, you have to make specific definitions in Application Designer and
in your development environment for Java (for example, Eclipse).

5. You will use Application Designer's Code Assistant to generate most of the adapter code.

6. You will then switch to your development environment in order to program the adapter code
for the method sayHe110 which will be executed when you choose the Say Hello button of your
application.

You can now proceed with your first exercise: Starting the Development Workplace.
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3 Starting the Development Workplace

This tutorial assumes that you are using the Tomcat servlet engine which comes with this install-
ation.

» To start the development workplace

= Invoke your browser and start the development workplace with the following URL:

http://localhost:51000/cis/HTMLBasedGUI/workplace/ide.html

] Note: If you have defined another port number during installation, enter this port
number instead of the default port number 51000.

The development workplace is now shown in your browser.




Starting the Development Workplace

' M
f. Development Workplace Application Designer

00 IEE

| Tools & Documentation E

=1 Development Tools
Tl Project Manager
m Layout Managsr
] Style Sheet Editar
B Languags Manager
B2 Literal Translator
B WAR Packager
¥ Control Editar

] Manitaring
B Layaut Chack
= C1 Parformance Tools APPLICATION DESIGHNER
7] Start/Stap Trace
=| Exscute Trace
=12 Dl.-uulnfp-ur Dun.l”“""“_ Copyright @ 2005 - 2008 Software AG, Darmatadt, Germany
E onling Documentation and/or Softeare &G US4, Inc., Reston, VA, Unsted States of Amernca,
EJ-!\-‘G APT andfor thedr suppliers.

= Control Refersnce AN rightx revervesd.

= ] Licenss Informaticn
B License
=1 special Tooks
B unicode Transier
cisdemas

HTMLBazedGUL

You can now proceed with the next exercise: Creating a Project.
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4 Creating a Project

In the Application Designer environment, layouts and classes are structured in so-called application
projects. In the development workplace, you see the existing projects on the left. For each project,
there is a tree of layout definitions that you can display when you choose the button containing
the project name. For example:

Tools & Documentation

cisdemos

E’l Mew Layvout,.. i‘

Refresh WView

() Preferences

- [:l Layouts
- (] (default package)

13_AsciiProtocol
13 _DwynamicPopupField
13 IconsInTextgrid
13 _RowDvnavisCheck
14 _Absolutedrea

U

For this tutorial, you will now create a project with the name "cisyourfirstproject”.

» To create a project

1 Choose Tools & Documentation to display the list of development tools.

2 Choose Project Manager in the tree.

A list of existing application projects is now shown on the right.




Creating a Project

3 Choose the New button which is located below the list of application projects.

The following is now shown:

Create Mew Application Project -
Application Project

Create

Please note: you have to create a context root inside your servlet
engine! The name of the context root is the name of the application
project. In the native &pplication Designer environment this is done
autormatically by restarting the Server,

4  Enter "cisyourfirstproject” as the name of your project and choose the Create button.
Your new project is now shown in the list of existing application projects on the right.

The left side, which shows buttons for all existing projects, now also shows a button for your
new project.

You can now proceed with the next exercise: Getting Started with the Layout Painter.
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5 Getting Started with the Layout Painter

= Creating a New Layout

= Elements of the Layout Painter SCrEEN .........couiiiiiiiii e

= Previewing the Layout
= Viewing the XML Code
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Getting Started with the Layout Painter

The Layout Painter, which can be accessed from the development workplace, is used to write the
page layout. This is an Application Designer application itself.

Creating a New Layout

You will now create a layout which is stored in the project you have previously created.

» To choose a layout template

1 Choose the button for the project cisyourfirstproject.

The list of layout nodes inside the tree will be empty at the beginning:

cisyourfirstproject

D New Layout,..
Refresh View
{3 Preferences
- |:| Layouts
-] (default package)

2 Choose New Layout... in the tree.

The following dialog appears.

Mame hew 1.xml

-- Webpage Dialog

Online Help
Popup

Absence
Request

HTML Page

1)

12
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Getting Started with the Layout Painter

3  Enter "helloworld.xml" in the Name field.

This is the name of your layout definition.

4  Select the first template (wWhen you move the mouse over this template, the tool tip "HTML
Page" appears).

The main screen of the Layout Painter appears:

Layout: helloworld.xml x|
i Home Edit Insert Tools Extensions hﬂ | = |
I___ Hew Form ¥ | 4 Cpen ¥ Protocal = Lag = HML Echerna [H5D)
El Sava b 7 Sereer Log Prefarences =
Fila Lo Configuration
Previcwr m Controls
— Pags
) R = Title B &
+ = titlabar (Template L] T Bar =l
+ = header . | Page Header
A pagebndy | Page Body
;' . ekstuebar . Status Bar
! Ii Status Bar Sub Ses
dl | 21|
f ? a E li&l:n:vul:hlvn Lina Mamnu
/= strip Selaction
= Tab Strip Selecion
Tab Selection
% Tirmer

L Internal Popup Pag

Container
Contrals
Gri_d:.l'Tr\ee:
J Wab 2.0 f Mashup
L1 Advanced

Note: The file helloworld.xml is stored in the /xml directory of your project.
yory proj

Elements of the Layout Painter Screen

The Layout Painter screen is divided into several areas:

* Layout Area (left side)
This area consists of a layout tree and a properties area.
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Getting Started with the Layout Painter

The layout tree contains the controls that represent the XML layout definition. You drag these
controls from the controls palette into the layout tree. Each node in the layout tree represents
an XML tag.

In the properties area below the layout tree, you specify the properties for the control which is
currently selected in the layout tree.

® Preview Area (middle)
The preview area shows the HTML page which is created using the controls in the layout area.
This page is refreshed each time, you choose the preview button (see below).

The Code Assistant, which will also be used in this tutorial, is also shown in the preview area.

® Controls Palette (right side)
Each control is represented by an icon. A tool tip is also provided which appears when you
move the mouse pointer over the control. This tool tip also displays the XML tag which will be
used in the XML layout.

The palette is structured into sections, where each section represents a certain type of controls.

Previewing the Layout

The layout tree inside the Layout Painter already contains some nodes that were copied from the
template that you chose in the dialog in which you specified the name of the page. To see what
the page looks like, preview the layout as described below.

» To preview the layout
= Choose the following button which is shown at the top of the Layout Painter.
e

The preview area is updated and you see the page. The page already contains a title bar, a
header containing a Save button, the page body and a status bar.
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Getting Started with the Layout Painter

Template X

Save

The preview area is a sensitive area. When you select a control in the preview area (for example,
the title bar), this control is automatically selected in the layout tree.

Viewing the XML Code

When creating the layout, you can view the currently defined XML code.

» To view the XML code

= From the Edit tab of the Layout Painter, choose XML.

A dialog box appears. At this stage of the tutorial, it contains the following XML layout
definition for the nodes which were copied from the template.

<page model="DummyAdapter">

<titlebar name="Template">

</titlebar>

<header withdistance="false">
<button name="Save">
</button>

<{/header>

<pagebody>

</pagebody>

First Steps 15



Getting Started with the Layout Painter

{statusbar withdistance="false">
{/statusbar>
</page>

You can now proceed with the next exercise: Writing the GUI Layout.
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6 Writing the GUI Layout

= Specifying @ Name for the Title Bar ............ooiiiiiiii e
B Using the Property EItOr ...
= Specifying a Name and Method for the BUtON .............eeiiiiiiii e
= Adding the INput and OULPUL AFEAS ......oeoiiiiiiii e e e e
L 0 (o T To T 117 T P
® Adding @ HOMZONTAI DISTANCE ...
® Adding an INStUCHONAI TEXE ..... e
® Adding @ VErtiCal DISTANCE .........vviiiiiiiiiie s
B SAVING YOUE LAYOUL ...ttt
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Writing the GUI Layout

You will now create the layout for your “Hello World!” application. When you have completed
all exercises in this chapter, the layout should look as shown below and the XML code should be
the same as shown in the section About this Tutorial.

[ Ipage
- [ ttebar (Hello Warld!)
- header
= button (Say Hello)
-] pagebaody
LIt
=+ hdist {100%)
=l icon
=" rowarea (Input Area)
- Lititr
A label (Your Name, 100)
T field (name, 200)
- rowarea (Output Area)
|
A label (Result, 1007
I field (result, 200}
1 wdist (100)
=FIIlitr
A label (Input your name and press the 'Say Hello' button )
[ | statusbar

@  Tip: Preview the layout and view the XML code each time you have completed an exercise.

If the system finds some wrong or missing definitions while generating the preview page,
there will be a corresponding message in the status bar. From the Home tab of the Layout
Painter, choose Protocol to get more information about these problems.

Specifying a Name for the Title Bar

You will now specity the string "Hello World!" which is to appear in the title bar of your application.

» To specify the name for the title bar

1  Inthe layout tree, select the node titlebar (Template).

The properties for this control are now shown in the properties area at the bottom. You can
see the default entry "Template" for the name property.

2 Specify the following property:
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Writing the GUI Layout

Property | Value

name |Hello World!

When you click on the layout tree, the node in the layout tree changes to titlebar (Hello
World!).

| Note: Properties that are left blank are not shown in the XML code.

Using the Property Editor

You can also specify the property values using the Property Editor. In this case, you can access
detailed help information on each property.

» To use the Property Editor

1  Select the control in the layout tree for which you need help, for example, the titlebar (Hello
World!) node.

- I:' Page

+ [ titlebar (Hello Warld!)
+ 1 header
+ [ pagebody

|| statushar

4 |+

(S S -

2 From the Edit tab of the Layout Painter, choose Property Editor.

The following dialog appears.
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Writing the GUI Layout

3 TITLEBAR

Basic
Basic properties for this control,

-- Web Page Di... [E3

name Hello Warld!
textid

withclose

align

image

helpid

titlestyla

pizelheight

straighttext

closetitle

£

£

hd

Click onto a name of an property to see a help text

Basic
Binding

Eack

Mext

Finish || Cancel

The properties of the control are listed.

Choose the Finish button to close the dialog.

Any changes you have applied in the dialog will be saved.

Click on the name of a property to display detailed information on this property. This inform-
ation is shown below the list of properties.

20
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Writing the GUI Layout

Specifying a Name and Method for the Button

You will now specify the string "Say Hello" which is to appear on the button. And you will specify
the name of the method that is to be invoked when the user chooses this button.

» To specify the name and the method for the button

1  In the layout tree, open the header node.

. Note: By clicking the icon of a node, you hide or expand the node's subnodes.

You can now see the entry for the button with the default name "Save".
2 Select the node button (Save).

3  Specify the following properties:

Property |Value

name |Say Hello

method |sayHello

The method needs to be programmed in the adapter class. This will be explained later in this
tutorial.

Adding the Input and Output Areas

The input and output areas in this tutorial are created using Row Area controls. These controls
can be found in the Container section of the controls palette.

Each row area will contain an Independent Row control which in turn contains a Label and a
Field control. These controls can be found in the Controls section of the controls palette.

For adding controls to your layout, you drag them from the controls palette onto the corresponding
tree node in the layout tree. This is explained below.

» To create the input area

1 Open the Container section of the controls palette.

When you move the mouse over a control, a tool tip appears which also displays the control
name which will be used in the XML layout. For example:
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Writing the GUI Layout

Controls
Page
Container
Independent Row ol
Table Row
#=+ Horizontal Distance
:I: WVertical Distance

Eow Area

-t Collpow Area (ROWAREA)
“% Row Area With Hea

wh freg Header

Area Body

2 Drag the Row Area control from the controls palette onto the pagebody node in the layout
tree.

The row area is added as a subnode of the pagebody node. The new subnode is automatically
selected so that you can maintain the properties of the row area directly in the properties area.

3  Specify the following property:

Property | Value

name |Input Area

4  Drag the Independent Row control from the controls palette onto the rowarea (Input Area)
node in the layout tree.

When you drop information into the tree, the system will sometimes respond by offering a

context menu with certain options about where to place the control. In this case, the following
context menu appears.

-] pagebody
. Add as Subnode

| | sta
== # Add as preceding Mode

4 Add as subsequent Mode
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Writing the GUI Layout

9
10

| Note: When you move the mouse outside the context menu, the context menu disap-
pears. The control is not inserted in this case.

Choose the Add as Subnode command.

The control is now inserted below the rowarea (Input Area) node. The new node is shown
as itr.

Open the Controls section of the controls palette.

Drag the Label control from the controls palette onto the itr node you have just inserted and
specify the following properties:

Property | Value

name |Your Name

width |100

Drag the Field control from the controls palette onto the itr node you have just inserted.

A context menu appears and you have to specify where to place the control.

-] pagebody

- rowarea (Input Area)
S Add as first Subnode

- By ~dd as last Subnode
=l statlu=oan

From the context menu, choose the Add as last Subnode command.

Specity the following properties for the field:

Property Value

valueprop|name

width 200

| Note: Aslong as the adapter class is not defined, the field is dimmed and it is not pos-

sible to enter information in this field. The adapter class will be defined later in this
tutorial.
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Writing the GUI Layout

» To create the output area

m  Create the output area in the same way as the input area (add it as the last subnode of the

pagebody node), with the following exceptions:
Row Area

Specify a different value for the following property:

Property | Value

name |Output Area

Label
Specity a different value for the following property:

Property | Value

name |Result

Field

Specify different values for the following properties:

Property Value

valueprop |result

displayonly|true

J

Note: To display the displayonly property, choose the Appearance tab at the bottom

of the properties area. You can then select the required value from a drop-down
list box.

Adding the Image

You will now add the image which is to be shown above the input area. To do so, you will use
the Icon control which can be found in the Controls section of the controls palette.

J

Note: The image is provided in Application Designer's /cisdemos/images directory.

» To add the image

1  Drag the Icon control from the controls palette onto the pagebody node in the layout tree.

24
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Writing the GUI Layout

The icon is added as the last subnode of the pagebody node. It is automatically placed into
an itr (independent row) node.

2 Specify the following property for the icon:

Property | Value

image |../cisdemos/images/hello.gif

3  Select the itr node containing the icon and choose the following button below the layout tree:
T

The selected node is now moved up so that it appears as the first subnode of the pagebody
node.

4  Specify the following property for the itr node:

Property Value

takefullwidth|true

Adding a Horizontal Distance

When you preview the layout, you will see that the image you have just added appears centered.

You will now move the image to the right side of the page. To do so, you will use the Horizontal
Distance control which can be found in both the Controls section and the Container section of
the controls palette.

» To add the horizontal distance

1  Drag the Horizontal Distance control from the controls palette onto the itr node containing
the icon.

2 From the resulting context menu, choose the Add as first Subnode command.

The node hdist is inserted into the tree.

3  Specify the following property:
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Writing the GUI Layout

Property | Value

width [100%

Adding an Instructional Text

You will now enter a text which is to appear below the output area and which tells the user what
to do.

To do so, you will once again use the Independent Row control into which you will insert a Label
control.

| Note: The Independent Row control can be found in both the Controls section and the
Container section of the controls palette.

» To add the independent row with the label
1  Drag the Independent Row control from the controls palette onto the pagebody node in the
layout tree.

2 From the resulting context menu, choose the Add as last Subnode command.

The node itr is inserted into the tree.

3 Drag the Label control from the controls palette onto the itr node you have just created.

4  Specify the following properties for the label:

Property Value

name Input your name and press the 'Say Hello' button.

asplaintext|true

| Note: Go to the Appearance tab to display the property asplaintext.
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Writing the GUI Layout

Adding a Vertical Distance

When you preview the layout, you will see that the text you have just added appears directly below
the output area. You will now move the text 100 pixels to the bottom.

To do so, you will use the Vertical Distance control which can be found in both the Controls
section and the Container section of the controls palette.

» To add the vertical distance

1  Drag the Vertical Distance control from the controls palette onto the itr node containing the
label.

2 From the resulting context menu, choose the Add as preceding Node command.

The node vdist is inserted into the tree.

3  Specify the following property:

Properties | Value

height (100

Saving Your Layout

If you have not already done so, you should now save your layout.

When you save a layout for the first time, an HTML file is generated (in addition to the XML file)
which is placed into the root directory of your application project. This HTML file is updated each
time you save the layout.

» To save the layout

= Choose the following button which is shown at the top of the Layout Painter.
=l

You can now proceed with the next exercise: Setting Up Your Environment.
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7 Setting Up Your Environment

= Setting Up Application Designer .................coveee.

= Setting Up Your Development Environment for Java
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Setting Up Your Environment

Before you start coding, you have to make specific definitions in Application Designer and in your
development environment for Java.

Setting Up Application Designer

You have to define the source directory into which the adapter classes for your project are to be
written. This directory will be used by the Code Assistant that you will use later in this tutorial.

» To set up Application Designer

1  Create a new directory with the name "src" in the directory that has been created for your
project; that is: go to the directory <installdir>/tomcat/webapps/cis/cisyourfirstproject and create
the directory /src.

2 From the Home tab of the Layout Painter, choose Preferences.

The following dialog appears:
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Setting Up Your Environment

& Configuration

-- Weh Page Dialog

|| Save and apply |

Configuraton Fille =

Hame ciseditorconfig.xmil

: D: ftestftomcatsfwebapps/is/cisyourfirstproject
Directory

tode Assistant Sathngs

Source Directory !
Spaces Per Tab 4

Proparty Mathod Within One Lina

Use Prefix [
Member Qualifier | hd

Disable validation O

Regular Expression  [({[a-z,_/,X]{1}Ha-2,A-Z,0-9,_,.. \L\*)[2]{0})

lava Classname [

Previevr Settings

 Show
& Hide

 Sereen Test Only
¥ Run Application !

3  Inthe Source Directory field, specify the path to the src directory you have just created.

Note: By default, the prefix "m_" is defined in this dialog. This prefix is used for all
y p g p
properties in the adapter class.

4  Choose the Save and Apply button.
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Setting Up Your Environment

Setting Up Your Development Environment for Java

Typically, development environments provide project management to define project settings.

» To set up your development environment for Java

1

Create a new Java project.

It is recommended that you use the same project name as in your Application Designer project.
For this tutorial, you should therefore create a Java project with the name "cisyourfirstproject”.
Include the file cis.jar in the required libraries of your project. You find this file in the following
Application Designer directory:

<installdir>/tomcat/webapps/cis/WEB-INF/lib

Include the file servlet-api.jar in the required libraries of your project. You find this file in the
following Application Designer directory:

<installdir>/tomcat/common/lib

Set up the output path (i.e. the path where the compiled classes will be located) so that it

points to the following directory:

<installdir>/tomcat/webapps/cis/cisyourfirstproject/appclasses/classes

You can now proceed with the next exercise: Writing the Adapter Code.

32
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8 Writing the Adapter Code

= Defining the ClIass NAME ........coiiiiiiii e
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Defining the Class Name

As a last step of your layout definition, you will now define the name of the class which is the lo-
gical counterpart of your page.

» To define the class name

1  Inthe layout tree, select the top node page.

You can see the default entry "DummyAdapter" for the mode1 property.
2 Specify the following property:

Properties |Value

model  |HelloWorldAdapter

Generating the Code

You use the Code Assistant, which is part of the Layout Painter, to generate code for the referenced
properties and methods.

» To generate code

1 From the Tools tab of the Layout Painter, choose Code Assistant.

The following is shown in the preview area:
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Binding Adapter Code #,
BRI BBRCE T || import com.softwareag.cis.server.Adapte « |
@ name @ savHello
@ result Jf This class is a generated one.

public class HellowWorldadapter
extends Adapter
{
===/

/== initialisation - called when creating
public void initl)

{

4 | 2= 4 2=l }

Generate Code

J** start of data transfer */
Generated Code public void reactOnDataTransferstart]
{
super.reactOnDataTransferStart();
} pu—

/== end of data transfer =/
public void reactOnDataTransferEnd()

{
super.reactOnDataTransferEnd();
T
~Tab,||[-+Tab TakeLver /== start of data collection =/
<| [ -

The properties and methods which cannot be found in the adapter code are indicated by red
dots.

Select the property name.
Choose the Generate Code button.

The generated code appears below this button.

Select the position in the adapter code at which you want to insert the code.

Choose the Take Over button to insert the code at the selected position.

The color of the dot changes from red to green. This indicates that the property's get and set
methods are now available in the adapter code.

Repeat the above steps for the result property and the sayHel10o method.

When you have finished all required steps, the page should look as follows:
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Binding Adapter Code pXs
BRI | AR || import com.softwareag.cis.server.Adapte 4|
) name 0 sayHello
0 result /f This class is a generated one.

public class HelloWorldAdapter
extends Adapter
{
===/

/f property >name<

String m_name; —
public String getMame() { return m_na
1] | »] |J JJ public void setMame(String value) { m_

Generate Code

[ property =result<
Generated Code String m_result;

| public String getResult() { return m_re
public void setResult{String value) £ m

public void sayHellol)

{
if (m_name == null [| m_name.trim(
{
this.outputMessage("E", "Please ¢
- Taby||[-+Tab Take Owver return:

4 | 2l

7 Save your changes and close the Code Assistant.

Programming the Method

Now that the framework for the sayHe110 method has been generated in the adapter code, you
have to program the method itself.

» To program the method

1  Go to your development environment for Java.

2 Open the file HelloWorld Adapter.java which is located in the project directory /cisyourfirstpro-
ject/src.

3  Add the line which is indicated in bold:
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/** */
public void sayHello()
{
// TODO Auto-generated method stub
m_result = "Hello World, " + m_name + "!";
t

4  Save your changes.

Testing the Completed Application

You will now check whether your application provides the desired result.

» To test the application

1  Goback to your layout in the Layout Painter.
2 Choose the following button which is shown at the top of the Layout Painter.

€l

3 Enter your name and choose the Say Hello button.

The page should perform correctly now, and successfully “talk” to the adapter you have just

created:

rInput Area -
Your Mame 1o

rDutput Area -
Result Hello Warld, Jo 1111
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Viewing the Page Outside the Layout Painter

The generated HTML file helloworld.html (which is updated each time you save your layout) can
be found within the root of your application project, that is in <installdir>/tomcat/webapps/cis/cisy-
ourfirstproject.

This HTML page has some prerequisites concerning the browser workplace in which it is running.
Therefore, it is per se not usable as a directly accessible page but needs to be embedded into a
frame providing a defined set of functions.

For viewing the page directly, enter the following URL inside your browser:
http://Tocalhost:51000/cis/serviet/StartCISPage?PAGEURL=/cisyourfirstproject/helloworld.htm]
If the page is not displayed, check the following:

" URLs are case-sensitive. Double-check your input.

® Check whether the file helloworld.html is available in the directory cisyourfirstproject.

Inside the URL, a servlet StartCISPage is invoked. As parameter PAGEURL, a certain value is passed:
this value is built from the application project name and the page name. Calling the servlet is the
generic way of opening pages which are created with Application Designer directly inside the
browser.

You have now completed this tutorial. See the remaining section of these First Steps for some
background information.
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If you Change the Adapter

You can now add more functions to your “Hello World!” application by yourself. This means that
you will both work with the layout description inside the Layout Painter as well as change the
code of the adapter.

Changing the adapter's code requires that you replace your existing class files in the <installdir>/tom-
cat/webapps/cis/cisyourfirstproject/appclasses/classes directory by new ones. What does this mean for
the runtime environment? The runtime does not see these recompiled classes because it already
loaded the existing classes. So there is no difference how the application performs by default.

However, you can explicitly force the server to reload all application classes and to use the newest
class version. The server is clever enough to keep old classes for existing sessions, which means
that users who are already logged on will not be disturbed. But new sessions will get the newest
classes.

The task to update the classes is directly triggered from the Layout Painter by choosing the save
button. This tells the runtime to use new classes for new sessions. Since the preview area always
opens a new session, it will be up-to-date whenever you choose the preview button.

Therefore, you can develop continuously, without restarting the GUI-server Tomcat environment.
For fast readers:

The class loader management mentioned above is designed to be used at design time. At runtime,
especially if running in non-Tomcat environments, you should use the application server's web
class loader to load the adapter classes. Details are provided in other sections of the Application
Designer documentation.

Name Binding between Controls and Adapter

Which are the critical parts when building the “Hello World!” application?

® The PAGE control in the layout points to the class name of the adapter (property modeTl).

® The FIELD control in the layout points to the property name of the adapter (property valueprop).

® The BUTTON control in the layout points to the method sayHel10() of the adapter (property
method).

There is a name binding between the layout definition and its corresponding adapter. This is the
simple and effective approach of the Application Designer's development process: The adapter
represents a logical abstraction of what the page displays. All layout definitions are kept in the
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page - all the logic is kept in the adapter. (Or better: behind the adapter. The adapter itself should
only be a facade to the “real” application logic.)

Data Exchange at Runtime

What happens at runtime?

® The browser accesses (within the preview area of the Layout Painter) the intelligent HTML page
generated from the XML layout description. The HTML page is loaded. Depending on the settings
of your browser, the HTML page is picked from the page buffer of the browser after the first
access.

® The page is loaded and JavaScript statements are executed to send a command to the server,
requesting the data content of the page.

® The server's session management finds out that a new instance of the adapter class has to be
created. It calls the default constructor - without any parameters - of the adapter class and re-
gisters it within its session management.

® The server calls all get methods of the adapter and collects the results in a streamed string. The
string is sent back as a response to the browser.

® The page inside the browser receives the response and distributes the new content to the controls.
The controls are updated using JavaScript statements working with the DOM interface.

® The user provides some input, for example, enters the name. The content change is registered
inside the page.

® The user does something which causes a flush of the changes (for example, the user chooses a
button). Therefore, all registered data changes are packaged as a streamed string and are sent
to the server including the information that a method has to be called.

® The server receives the request and finds by its session management the corresponding adapter
object. First, it pushes all data changes using the set methods into the adapter class and calls
the method.

® The method changes the data inside the adapter.

® The server calls all get methods of the adapter and collects the result into a streamed string.
The string is sent back as a response to the browser.

® And so forth.
With a standard HTTP connection, only the changed content of the screen is passed when operating

on one page. The layout is kept stable in the browser. Consequently, there is no flickering of the
page due to page reloading.

All steps described in the list above are done completely transparent to your adapter; i.e. you do
not have to cope with session management, stream parsing, error management, building up HTML
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on the server, etc. You just have to provide an intelligent HTML page by defining it in the Layout
Painter and an adapter class.

Files and their Locations

Have alook at the files created for your “Hello World!” application and take notice of the directory
in which they are located.

All files are located in the directory <installdir>/tomcat/webapps/cis/cisyourfirstproject. The /cis
directory is the directory of the web application instance. The /cisyourfirstproject directory is the
directory that has been created for your new project

® The XML layout definition is kept in the /xml directory.

® The generated HTML page is kept directly in the project directory. There are also some other
files inside this directory that start with "ZZZZ". These files are temporary files used when
previewing pages inside the Layout Painter.

® The Java class files are kept in the directory /appclasses/classes. There is also a directory /app-
classes/lib where you can find jar files to be imported into your application.

* In the directory /accesspath, “access restriction” files are generated. If you view these files inside
anormal text editor (such as Notepad), you see that one file is maintained for each page; it holds
the information about which properties are accessed by the page.

The directory locations described in this section are the default locations. See also Directories in
the Development Workplace documention.

Application Project Management

Use the project "cisyourfirstproject” only for your first steps. For real development, create your
own projects. Working inside your own projects, you can be sure that your project files will never
be touched by any Application Designer updates. Therefore, patches or enhancements to Applic-
ation Designer can be installed by just copying them over the existing Application Designer install-
ation.

Keep all your files inside the project directory during the development cycle. Even if this might
work correctly: for example, do not put jar files into the server (Tomcat) directories, but place them
into the corresponding /appclasses/lib directory of your project.

There are some rare cases in which you have to position jar files explicitly inside the Tomcat envir-
onment: for example, if classes of a jar file access native libraries (such as DLLs) by the JNI interface.
They can only be loaded once by the class loader. Because both Tomcat and Application Designer
have class loaders which may load a class multiple times, you have to position these classes, for
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example, into the /tomcat/lib directory. However, these are the exceptions. Do not put any classes
outside of the Application Designer project directories unless there is a reason for it.

Usage of Enhanced Development Tools

You may already have noticed that there are various other tools inside the development workplace.
See the Development Workplace documentation for detailed information on how to use these tools.
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