GUI API Mapout – by Simon Grinberg (aka Sluzky) – 07.09.2009
Intro

As you might have figured out by now, the GUI engine in pyrogenesis is home-brewed, and does not use any external GUI libraries.

The GUI engine of pyrogenesis uses OpenGL to render all the forms.

Lifetime – what happens during the lifetime of the GUI

· The XML files that define all components and other GUI things, are called during the creation of GameSetup ($\source\ps\GameSetup).

· All Mouse events are injected into the GUI elements from CGUI (HandleEvent), uses SDL for Mouse events.

· Keyboard events are fed manually into the element, using SDL also.

XMLs – defining the GUI forms

I don't know if you've read the material in the wiki or not, but here's the lowdown on GUI XMLs.

They define everything in a GUI form, from the looks to the actual code, done using JavaScript inside the XML.

It's good since it's flexible and lets you control the GUI form an easily edited XML with no need to recompile.

Important read (wiki): styles.

The only thing the XML does not define is the actual code of the GUI components, their behavior.

This is done in the code (C++) itself ($\source\gui), see the classes section above for more information on specific classes.

The code under ($\source\gui\scripting) defines the access to GUI objects form the XML's JavaScript, see this link for more information on JavaScript possibilities in a GUI XML.

Moreover, it defines the extra types available in a GUI XML.

Some current XMLs ($\binaries\data\mods\public\gui):

· init – inits all the JavaScript functions for the GUI needs

· mainmenu – the main menu form

· loading – loading screen after starting a game

· session – the HUD for the in-game gameplay (main gui)

· manual – the manual GUI

· global – some global GUI elements' defenition

Classes (API) – classes you should know about
· CGUI – a static class (singleton) provides a main access point to the GUI engine.
· CGUISprite – represents a defined sprite for a GUI element.

· GUIRenderer – responsible for low level rendering of GUI elements, in OpenGL. 

· IGUIObject – The base class for all GUI elements provides basic scripting support, like event handling in script. The class also provides a hooking point to mouse events.
· Element Classes – all classes define their settings (in XML) in the constructor, and then they continue to implement the logic of the element.
Elements:
· CButton – a button

· CCheckBox – a checkbox

· CDropDown – a drop down menu (for combo boxes)

· CImage – simply an element to draw an image on
· CInput – a simple text entering element.
· CList – a combobox, a list of selections where only one can be selected.

· CProgressBar – a ProgressBar

· CRadioButton – a radio button, if bound with other radio buttons in the same parent should work regularly, like a radio button group usually does.
· CText – a label class 

· CToolTip – a ToolToip

· MiniMap – a mini map element.

· CClientArea – represents the relative location of an element inside the form.
· GUI – a templated class that provides static methods for accessing the scripting settings, plus it provides helpful functions.
Special templated functions are created, during loading, when all GUI types are defined,
· CInternalCGUIAccessorBase – an internal class, very similar to GUI, only uses object pointers instead of template types.
· CGUIRenderer – draws all provided steps of drawing in order, including handling selected effects.

Useful Stuff

MEASURE – a macro that measures the time to perform the action in it.

PROFILE – a macro that starts profiling for the current scope.
PROFILE_START – starts profiling (assumes that the PROFILE macro was already called).

PROFILE_END – ends profiling (assumes that the PROFILE macro was already called).

