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1. Changing the cursor shape 

   Let's explore how to change the cursor. There are basically two ways to change the cursor: depending on state, and depending on location. For example, we will change the cursor to a crosshair whenever the user is dragging the mouse, and change the cursor to our custom cursor whenever the mouse is over the window caption. Windows lets you change the cursor, as you like as the mouse moves over all the window parts (min/max buttons, frame, caption, etc.). 

   Start by creating a new MDI project. “My“

   First, add a variable, HCURSOR m_hCursor, to the CMyView class. 

   Modify the CMyView class constructor: 

        CMyView::CMyView()

        {

m_hCursor = 0;

        }

   We need to change the cursor when the mouse is dragged, so using Class Wizard, add a handler for left button down   and up. Then edit them as follows: 

       void CMyView::OnLButtonDown(UINT nFlags, CPoint point) 

       {

          SetCapture();

    m_hCursor = SetCursor(AfxGetApp()->LoadStandardCursor(IDC_CROSS));// IDC_SIZEWE
          CView::OnLButtonDown(nFlags, point); 

        }

        void CMyView::OnLButtonUp(UINT nFlags, CPoint point) 

        {

ReleaseCapture();       

SetCursor(m_hCursor);

CView::OnLButtonUp(nFlags, point);

        }
. 

   Now let's change the cursor depending on where it is in the window. Our requirements are: 

· When the mouse is over the caption, use a custom cursor 

· When the mouse is over the client area, use a text cursor 

   First go into the resource view and add a new cursor (right click and select Insert... and then pick Cursor from the  list). Call it IDC_MYCURSOR. 

   Use Class Wizard to override a handler for WM_SETCURSOR in the CView-derived class. Modify the code as follows: 

        BOOL CMyView::OnSetCursor(CWnd* pWnd, UINT nHitTest, UINT message)

        {

   -->     if (nHitTest == HTCLIENT) {

   -->        SetCursor(AfxGetApp()->LoadStandardCursor(IDC_IBEAM));

   -->        return TRUE;

   -->     }

                      return CMDIFrameWnd::OnSetCursor(pWnd, nHitTest, message);

        }

   You can see that OnSetCursor doesn't need to worry about the cursor used for dragging, and the dragging functions   don't need to worry about what the standard client cursor is. 

   Add a WM_SETCURSOR handler for CChildFrame, and edit it as follows: 

        BOOL CChildFrame::OnSetCursor(CWnd* pWnd, UINT nHitTest, UINT message)

        {

   -->     switch (nHitTest) {

   -->        case HTCAPTION:

   -->        SetCursor(AfxGetApp()->LoadCursor(IDC_MYCURSOR));

   -->        return TRUE;

   -->        // add other cases here; return TRUE if you handle them

   -->     }

           return CMDIChildWnd::OnSetCursor(pWnd, nHitTest, message);

        }
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2. Changing the Desktop WallPaper

CString szPaper("c:\\windows\\circles.bmp");  

SystemParametersInfo(SPI_SETDESKWALLPAPER,(UINT)0,(void*)(const char*)szPaper,(UINT) 0);
3. Changing the Title of the Window

To change the title of the main window, you can use this code from any CWnd-derived class: 

      AfxGetMainWnd()->SetWindowText("New Title");
The SetWindowTitle function also works for setting an MDI child window. If you are in a CView class, you need to get your frame window first: 

      CWnd* pFrame = GetOwner();

      pFrame->SetWindowText(szTitle);
4. Creating a multistate button

Sometimes we need a button which stays down when it is pushed and pops back up when pushed again: a "Sticky Button." We'll derive a class from CButton to make the kind of button we need. 

   Start by making a new SDI application and build it. 

   Start up Class Wizard and add a new class called CStickyButton. Derive it from CButton. 

   Once the CStickyButton code is generated, add two member variables to it: 

 BOOL m_bState; // To keeps track of the current state of the button (pushed or not pushed).
 BOOL m_bIgnore;

 m_bIgnore will be used to indicate  certain times we should ignore a button push, which I'll cover a little later. 

   Initialize the variables in the constructor: 

        CStickyButton::CStickyButton()

        {

m_bState = FALSE;

m_bIgnore = FALSE;

           ...

        }
   The CStickyButton needs to notify the parent window of its state. We'll do this with two user-defined Windows messages. Add these defines to StickyButton.h: 

   -->  #define WM_STICKYBUTTONDOWN (WM_USER+1)

   -->  #define WM_STICKYBUTTONUP (WM_USER+2)

   Now we need to add two handlers to the CStickyButton class: one for BN_CLICKED and one for WM_KILLFOCUS.

   Add these using Class Wizard. Then enter the code as follows: 

        void MyButton::OnClicked() 

        {

        if (m_bIgnore) {

           m_bIgnore = FALSE;

           SetState(TRUE);

        }

        else {

           m_bState = !m_bState;

           SetState(m_bState);  

           ASSERT(GetParent());

 GetParent()(SendMessage(m_bState?WM_STICKYBUTTONDOWN :WM_STICKYBUTTONUP);

           }

        }

        void MyButton::OnKillFocus(CWnd* pNewWnd) 

        {

    if (m_bState) {

      m_bIgnore = TRUE;

     }

           // The following function pops up the button if it's down:

           CButton::OnKillFocus(pNewWnd);

        }

   The first function, OnClicked, reverses the last state of the button and sets it to stay down if necessary. However, for   some reason the standard CButton::OnKillFocus calls CButton::OnClicked if the button is down when the   focus is lost. This is why we override OnKillFocus. If our button is down, we want to ignore the next OnClicked. 

   Our next task is to use the button. If you're creating a dialog box, you'll find CStickyButton in the list when you   create a new variable for a button drawn on the dialog box. 

   For this example program, we'll add the button to the CView-derived class. Before the CView-derived class is defined  in the header file, add an include statement for the CStickyButton class. Now is also a good time to add an ID for   the button (I'm using 105, for example). 

   -->  #include "StickyButton.h"

   -->  #define IDC_MYBUTTON 105

   class CMyView : public CView

   ...

   Also add a member variable to the CView-derived class: 

    CStickyButton m_Button;

   Finally we need to create the button. Use Class Wizard to add a handler for WM_CREATE in the CView-derived class.

   Then add this code: 

        int CMyView::OnCreate(LPCREATESTRUCT lpCreateStruct) 

        {

           if (CView::OnCreate(lpCreateStruct) == -1)

              return -1;

      m_Button.Create("Sticky Button",  WS_CHILD | WS_VISIBLE | BS_PUSHBUTTON,

         CRect(10, 10, 500, 50), this, IDC_MYBUTTON);

           return 0;

        }

We need to respond to the button going down and up, so add two functions to the CView-derived class: 

    void CMyView::OnMyButtonUp(void)

    {

           // do whatever you do when the button comes up

    }

    void CMyView::OnMyButtonDown(void)

    {

           // do whatever you do when the button goes down

    }

   Don't forget to add the prototypes to the header file. 

   The last step is to add handlers to the message map in the CView-derived class source file: 

        BEGIN_MESSAGE_MAP(CStickyView, CView)

           ...

        ON_MESSAGE(WM_STICKYBUTTONDOWN, OnMyButtonDown)

        ON_MESSAGE(WM_STICKYBUTTONUP, OnMyButtonUp)

        END_MESSAGE_MAP()

   Dialogs can handle the Sticky Buttons the same way (using a message map and message handlers).


5. Creating a Bitmap button with 4 states (up,down,focus,disable)

///…dlg.h

CBitmapButton *but;

///…dlg.cpp

but=new CBitmapButton();

but->Create(“”,WS_CHILD|WS_VISIBLE|BS_PUSHBUTTON|BS_OWNERDRAW|

WS_BORDER|,CRect(175,180,225,220));

but->LoadBitmaps(IDB_BIT_UP,IDB_BIT_DN,IDB_BIT_FO,IDB_BIT_DI);

6. Pop-up or Dynamic or Floating Menu’s

void CNoteTestDlg::OnRButtonDown(UINT nFlags, CPoint point) 

{


CMenu menu;   


CMenu *submenu;    // Load the menu.

    menu.LoadMenu(IDR_MENU1);    // Get the pop-up menu.

    submenu = menu.GetSubMenu(0);    // Convert to screen coordinates.

    ClientToScreen(&point);    // Post the menu.

    submenu->TrackPopupMenu(TPM_LEFTALIGN|TPM_RIGHTBUTTON,

            point.x,    point.y,AfxGetApp()->m_pMainWnd,NULL);


CDialog::OnRButtonDown(nFlags, point);

}

void CNoteTestDlg::OnHelloFirst() 

{


LPTSTR lpBuffer;


   LPDWORD nSize;

BOOL  b=GetComputerName(lpBuffer,   nSize );

MessageBox(lpBuffer,"sadfS",MB_OK);

* * * * * * * * * * *   Other way of doing 

void CRead_Data_From_FILEDlg::OnContextMenu(CWnd* pWnd, CPoint point) 

{

CMenu menu;

menu.LoadMenu(IDR_MENU1);

ClientToScreen(&point);

menu.GetSubMenu(0)->TrackPopupMenu(TPM_LEFTALIGN,point.x,point.y,this);

}

* * * * * * * * * * *   Other way of doing 

The first step is to create a new menu using the resource editor.  When you make the menu, the resource editor shows a menu bar and the menu itself.  You won't see the menu bar part when the popup is shown, so just give a dummy title for the menu bar item, like My Popup.  I gave mine a resource ID of IDR_POPUP
Menu creation and event handling work the same way for popups as for regular menus, so make your menu as you normally do, with all the submenus you want, and use the Properties dialog box to specify characteristics of all menu items (checked, grayed, etc.) as usual.

After you create the menu, you can use Class Wizard to add event handlers to respond to the menu items as usual.  Class Wizard will show the menu items along with every view class.

So far, we've done nothing new as far as menu creation and handling goes.  Now let's pop up the menu.  In my example, I'm adding this as a response to a right click in the view class called 

CMyView.

void CMyView::OnRButtonUp(UINT nFlags, CPoint point) 

{

   HMENU hMenu;

   HMENU hPopup;

   hMenu = ::LoadMenu(AfxGetInstanceHandle(),       MAKEINTRESOURCE(IDR_POPUP));

   if (hMenu == NULL) {

      // Menu couldn't be created; call GetLastError to find out why

   }

   // We only want the menu items, not the menu label

   hPopup = ::GetSubMenu(hMenu, 0);

   // convert the mouse click point to screen coordinates

   ClientToScreen(&point);

   // You can adjust menu items here if you like, using 

   // functions like EnableMenuItem, CheckMenuItem, etc.

   // Put up the popup menu

   ::TrackPopupMenuEx(hPopup, 

      TPM_LEFTALIGN |            // note 1

      TPM_RIGHTBUTTON,           // note 2

      point.x, point.y, m_hWnd, NULL);

   // Clean up

   DestroyMenu(hMenu);

}


7. Place a ICON in SYSTEM-TRAY  & Performing MESSAGE  HANDLING

// try1Dlg.h : header file

#define WM_SAY_HELLO WM_USER

#include “shellapi.h”
class CTry1Dlg : public CDialog

{

protected:


NOTIFYICONDATA nid;     ///    for placing a Icon on the task bar


// Generated message map functions


//{{AFX_MSG(CTry1Dlg)


afx_msg void OnHello(UINT wParam,long lParam);


//}}AFX_MSG

};

//

//   Write the following code int the CPP source file

// try1Dlg.cpp : implementation file

//

BEGIN_MESSAGE_MAP(CTry1Dlg, CDialog)


//{{AFX_MSG_MAP(CTry1Dlg)


ON_MESSAGE(WM_SAY_HELLO,OnHello)


//}}AFX_MSG_MAP

END_MESSAGE_MAP()

///    

WM_CREATE 
Message

int CTry1Dlg::OnCreate(LPCREATESTRUCT lpCreateStruct) 

{


if (CDialog::OnCreate(lpCreateStruct) == -1)



return -1;


///For the System Tray on the Task Bar

nid.cbSize=sizeof(nid);

nid.hWnd=AfxGetApp()->m_pMainWnd->m_hWnd;

nid.uID = 1;

nid.uFlags=NIF_ICON|NIF_MESSAGE|NIF_TIP;

nid.uCallbackMessage=WM_SAY_HELLO;

nid.hIcon=LoadIcon(AfxGetApp()->m_hInstance,MAKEINTRESOURCE(IDI_ICON_ind));

strcpy(nid.szTip,"Hello");

Shell_NotifyIcon(NIM_ADD,&nid);

}

///   WM_DESTROY  Message

void CTry1Dlg::OnDestroy() 

{


CDialog::OnDestroy();

nid.cbSize=sizeof(nid);

nid.hWnd=AfxGetApp()->m_pMainWnd->m_hWnd;

nid.uID = 1;

nid.uFlags=0;

Shell_NotifyIcon(NIM_DELETE,&nid);

}

///   Handling the User Defined Message 

void CTry1Dlg::OnHello(UINT wParam,long lParam)

{

  if((UINT) lParam ==WM_LBUTTONDOWN)

    MessageBox("Left Click");

  if((UINT) lParam ==WM_RBUTTONDOWN)

  {


  MessageBox("Right Click");

  OnOK();

  }

}


8. Creating an application that sits in the tray 

Start by creating an SDI application using the App Wizard, but don't use a toolbar or status bar! 

The first thing we need to do is make our main window invisible. If your OnInitInstance function has this line:

        m_pMainWnd->ShowWindow(SW_SHOW);

change it to: 

   -->  m_pMainWnd->ShowWindow(SW_HIDE);
Whether you have that line or not, you need to add this line before your pDocTemplate is initialized in  OnInitInstance: 

   -->  m_nCmdShow = SW_HIDE;

   Now let's go into CMainFrame::PreCreateWindow: 

      BOOL CMainFrame::PreCreateWindow(CREATESTRUCT& cs)

      {

         ...

   -->   cs.dwExStyle |= WS_EX_TOOLWINDOW;  // now it won't show on taskbar

   -->   cs.style = WS_POPUP;  // since we don't use WS_VISIBLE, we won't see it

         // We don't need the menu (and don't want it blinking at startup)

   -->   ::DestroyMenu(cs.hMenu);

   -->   cs.hMenu = NULL;

         // Make window size of desktop

   -->   cs.x = 0;

   -->   cs.y = 0;

   -->   cs.cx = GetSystemMetrics(SM_CXFULLSCREEN);

   -->   cs.cy = GetSystemMetrics(SM_CYFULLSCREEN);

         return CFrameWnd::PreCreateWindow(cs);      }

   If it's an invisible window, why do we care how big it is? One good reason is that AfxMessageBox centers message boxes based on your main window. Now our message boxes will pop up right in the middle of the screen. Speaking of that, you'll also find that the message boxes bury themselves behind other applications. Fix this by using Class Wizard to override DoMessageBox in your CWinApp-derived class. 

        int CTrayApp::DoMessageBox(LPCTSTR lpszPrompt, UINT nType, UINT nIDPrompt)

        {

   -->     m_pMainWnd->SetForegroundWindow();

           return CWinApp::DoMessageBox(lpszPrompt, nType, nIDPrompt);

        }

Even though we use SetForegroundWindow, our main window stays invisible. Use AfxMessageBox instead of CWnd::MessageBox or ::MessageBox when you want to send a message to the user. 

Let's add our icon to the tray. 

 We need two defines, which you should add to the top of MainFrm.cpp: 

      #define TRAY_ICON_ID 100

      #define WM_TRAYNOTIFY (WM_APP+1)

TRAY_ICON is the identifier for the icon we'll be adding. We need this later when we receive a message from the tray. If you want to add more than one icon to the tray, you can add more tray icon ID's. 

WM_TRAYNOTIFY is a user-defined Windows message which we use to mean "something happened to one of our tray icons." No matter how many tray icons we're managing, we just need this one message. Of course, it doesn't have to be (WM_APP+1). 

Now we'll create a function which will add our icon to the tray. This is reusable code: we'll also use it to modify our trayapp data later. Add this function to your CMainFrame: 

  -->  BOOL CMainFrame::SetupTray(DWORD dwType, UINT nID, UINT uCallback, 

   -->     UINT nIcon, const char* pszTipText)

   -->  {

   -->     BOOL bResult = TRUE;

   -->     NOTIFYICONDATA tnid;

   -->     tnid.cbSize = sizeof(NOTIFYICONDATA);

   -->     tnid.hWnd = m_hWnd;

   -->     tnid.uID = nID;

   -->     tnid.uFlags = NIF_MESSAGE | NIF_ICON | NIF_TIP;

   -->     tnid.uCallbackMessage = uCallback;

   -->     tnid.hIcon = AfxGetApp()->LoadIcon(nIcon);

   -->     lstrcpyn(tnid.szTip, pszTipText, strlen(pszTipText) + 1);

   -->     if (!Shell_NotifyIcon(dwType, &tnid)) {

   -->        // Could not add or modify

   -->        bResult = FALSE;

   -->     }

   -->     DestroyIcon(tnid.hIcon);

   -->     return bResult;

   -->  }

We need to call that function when our window is created. A good place to do that is in the OnCreateClient function of the CMainFrame class (which you can add with Class Wizard): 

      BOOL CMainFrame::OnCreateClient(LPCREATESTRUCT lpcs, CCreateContext* pContext) 

      {

         // Do this once for each icon you'd like to add.  

   -->   SetupTray(NIM_ADD, TRAY_ICON_ID, WM_TRAYNOTIFY, 

   -->      IDR_MAINFRAME,  // or whatever icon you'd like to use

   -->      "Right-click to exit");  // or whatever you'd like for the tool tip ("" for none)

         return CFrameWnd::OnCreateClient(lpcs, pContext);

      }

We also need the corresponding functions to remove the icon. These we put into OnClose. Use Class Wizard to add an OnClose handler to your CMainFrame class. 

        void CMainFrame::OnClose()

        {

   -->     NOTIFYICONDATA tnid;

   -->     tnid.cbSize = sizeof(NOTIFYICONDATA);

   -->     tnid.hWnd = m_hWnd;

   -->     tnid.uID = TRAY_ICON_ID;

   -->     Shell_NotifyIcon(NIM_DELETE, &tnid);

           CFrameWnd::OnClose();

        }

   Don't execute your application yet; we can't interact with it. 

   The next thing we need to do is add message handlers for events, which occur to the tray icon. We need a command router, plus all of the handler functions for those commands. In this example, I'm using one icon and handling two commands, a left-button click and a right-button click. When the user clicks the left button, the program beeps. When the user clicks the right button, the program exits. You can easily change this to pop up a menu, bring up a dialog box, or do whatever else is desired. 

Note: I used to use "button down" messages. These are generally less desirable than "button up" messages. In my case,  I responded to a "right button down" by exiting, and what happened was that the tray application that moved into the spot that was occupied by my program would receive the "button up" message and display a menu or do whatever it did. So now I use "button ups." 

   Let's go into MainFrm.h and add the three function headers: 

      class CMainFrame : public CFrameWnd

      {

         ...

         // Operations

         public:

   -->      afx_msg LRESULT OnTrayNotify(WPARAM wParam, LPARAM lParam);

   -->      void OnTrayLButtonUp(CPoint where);

   -->      void OnTrayRButtonUp(CPoint where);

         ...

      };

   Now we move to MainFrm.cpp and add a message handler to the message map: 

      BEGIN_MESSAGE_MAP(CMainFrame, CFrameWnd)

         //{{AFX_MSG_MAP(CMainFrame)

            ...

         //}}AFX_MSG_MAP

   -->   ON_MESSAGE(WM_TRAYNOTIFY, OnTrayNotify)

      END_MESSAGE_MAP()

   Make sure that your #defines added earlier were before these lines. 

   Let's add the three handler functions, also to MainFrm.cpp. First, the event handler: 

   -->   LRESULT CMainFrame::OnTrayNotify(WPARAM wParam, LPARAM lParam)

   -->   {

   -->      POINT point;

   -->      GetCursorPos(&point);

   -->      ScreenToClient(&point);

   -->      if (((UINT) lParam) == WM_LBUTTONUP) {

               // You can check wParam to find out which icon created the event and 

               // call the appropriate function for that icon.

               // In our case, wParam should be equal to TRAY_ICON_ID, so we just

               // have one handler for each event.

   -->         OnTrayLButtonUp(point);

   -->      }

   -->      else if (((UINT) lParam) == WM_RBUTTONUP) {

   -->         OnTrayRButtonUp(point);

   -->      }

   -->      return (LRESULT) 0;

   -->   }

   Next, the handler for left button up: 

   -->   void CMainFrame::OnTrayLButtonUp(CPoint)

   -->   {

   -->      Beep(100, 100);

   -->   }

   Many times we're going to want to pop up a dialog box for one of these handlers. If you do this, make sure you go into your dialog box's OnInitDialog function and call SetForegroundWindow() right before exiting that function. These will guaranteee that the dialog box is ready to go when it pops up. 

   Finally, we add the handler for the right button up. This handler is important because it exits the program. 

   -->   void CMainFrame::OnTrayRButtonUp(void)

   -->   {

   -->      SendMessage(WM_CLOSE);

   -->   }

Suppose at some point later that you want to change the icon, tool tip, or notification message for the tray app. We just need to call the CMainFrame::SetupTray function. For example, to change the icon: 

   -->  SetupTray(NIM_MODIFY,  // this must be NIM_MODIFY

   -->     TRAY_ICON_ID,  // the id of the icon you want to change

   -->     WM_TRAYNOTIFY,  

   -->     IDR_NEWICON,  

   -->     "Right-click to exit");  // or whatever you'd like for the tool tip ("" for none)

Note that we have to supply all the parameters, even if they aren't changing (like our tooltip). 

If you are not in your CMainFrame class but still want to call SetupTray, use (CMainFrame*)AfxGetMainWnd() to get a handle to your CMainFrame. 


9. Creating an application that stays on the taskbar 

This chapter explains how to make an application that exists only as a button on the taskbar. This allows you to activate a routine whenever the taskbar button is pushed. (Applications that sit in the tray are the subject of another chapter.)

This one maybe would have made more sense back in the Windows 3.1 days, when a minimized application sat as an icon down at the bottom of the desktop. But even with the taskbar we get a similar effect: an application that is present but doesn't need to open a window.

   Since this kind of an application just needs to run one routine, we'll code it without using App Wizard. 

     #include <afxwin.h>

class TaskbarWin : public CFrameWnd

{

public:

afx_msg BOOL OnQueryOpen(void);

DECLARE_MESSAGE_MAP()

};

           BEGIN_MESSAGE_MAP(TaskbarApp, CFrameWnd)

                   ON_WM_QUERYOPEN()

           END_MESSAGE_MAP()

           class TaskbarApp: public CWinApp

           {

           public:                   BOOL InitInstance();

           };

           BOOL TaskbarApp::InitInstance()

           {

                   CFrameWnd* pMain = new TaskbarWin;

                   m_pMainWnd = pMain;

                   m_nCmdShow = SW_SHOWMINNOACTIVE;

                   pMain->Create(NULL, "Taskbar App");

                   pMain->ShowWindow(m_nCmdShow);

                   pMain->UpdateWindow();

                   return TRUE;

           }

           BOOL TaskbarWin::OnQueryOpen()

           {   // This function is activated whenever the taskbar icon

               // for this program is pushed.  This example program just beeps.

                   Beep(1000, 200);

                   return FALSE;

           }

           TaskbarApp theApp;

Another EXAMPLE

#include "ShellApi.h"  //USED for the TRAY ICON.

#define WM_MY_MESSAGE (WM_USER +1)

NOTIFYICONDATA m_nid;         /////////// This structure contains information about TRAY

void OnMyMessage(WPARAM uID, LPARAM lEvent);

///.CPP

BEGIN_MESSAGE_MAP(CExTrayIconDlg, CDialog)


//{{AFX_MSG_MAP(CExTrayIconDlg)


ON_MESSAGE(WM_MY_MESSAGE,OnMyMessage)


//}}AFX_MSG_MAP

END_MESSAGE_MAP()

void CExTrayIconDlg::OnMyMessage (WPARAM uID, LPARAM lEvent)

{

    if ( lEvent == WM_LBUTTONDBLCLK )  MessageBox("Hi");


if ( lEvent == WM_RBUTTONUP )


{



SetForegroundWindow();



CMenu * pSysMenu = GetSystemMenu( FALSE);



if ( pSysMenu )



{




CPoint mouse;




GetCursorPos(&mouse);



pSysMenu->TrackPopupMenu( TPM_CENTERALIGN, mouse.x, mouse.y, this );




// delete pSysMenu;




PostMessage( WM_NULL, 0, 0);



}


}

}

BOOL CExTrayIconDlg::OnInitDialog()

{


CDialog::OnInitDialog();


SetIcon(m_hIcon, TRUE);


// Set big icon


SetIcon(m_hIcon, FALSE);

// Set small icon

    hIcon = (HICON)LoadImage(AfxGetApp()->m_hInstance , 

MAKEINTRESOURCE(IDI_SETDISP), IMAGE_ICON,      16, 16, 0); 


m_nid.cbSize = sizeof(m_nid);  //SIZE OF THE ICON DATA


m_nid.hWnd = this->m_hWnd; // The Parent Window


m_nid.hIcon = hIcon; // The Icon to be placed in the TRAY


lstrcpy(m_nid.szTip ,"Test"); // The TOOL TIP


m_nid.uCallbackMessage = WM_MY_MESSAGE


m_nid.uFlags = NIF_ICON|NIF_MESSAGE|NIF_TIP; // SPECIFIC MESSAGE


m_nid.uID =WM_MY_MESSAGE;


Shell_NotifyIcon(NIM_ADD,&m_nid);

return TRUE;  // return TRUE  unless you set the focus to a control

}

void CExTrayIconDlg::OnCancel() 

{


m_nid.uFlags = NIF_ICON;


Shell_NotifyIcon(NIM_DELETE,&m_nid);



CDialog::OnCancel();

}

///Right Click Menu POPUP

void CAppButton::OnRButtonDown(UINT flags, CPoint point)

{

    CMenu menu;

    CMenu *submenu;

    menu.LoadMenu(IDR_LAUNCH);// Load the menu.

    submenu = menu.GetSubMenu(0);// Get the pop-up menu.

    ClientToScreen(&point);// Convert to screen coordinates.

    // Post the menu.

    submenu->TrackPopupMenu(TPM_LEFTALIGN|TPM_RIGHTBUTTON,

            point.x,    point.y,AfxGetApp()->m_pMainWnd,NULL);

}


10. How to dynamically show/hide the Taskbar application button 

To solve this, open the .rc file, selecting 'Open As: Text' 
in the file open dialog box. search for the line 

EXSTYLE WS_EX_APPWINDOW 

and replace WS_EX_APPWINDOW with WS_EX_TOOLWINDOW. 

Save and Compile


11. Fun with the CListCtrl 

The CListCtrl is one of the new Windows 95 controls. It provides a great way of showing objects as pictures with text, as well as a report-style interface. 

CListCtrl object. 

First, build an SDI application with Application Wizard. I'm calling mine ListFun. 

Now we have an Application Wizard-generated class called CListFunView which is derived from CView. However, we would like it to be derived from CListView. So use the "Find in Files" button (or menu item: File | Find in Files...) to find every instance of CView in the project. I found 9 in mine; I assume this number will be the same across versions of Visual C++. At any rate, change every single instance from CView to CListView. We can do this because CListView is subclassed from CView. 

Don't forget this step: add a line to the beginning of your CListFunView.h file: 

   -->   #include <afxcview.h>
Now build the project, and your class view will update itself to reflect that CListFunView is now a  CListView-derived class. That means that Class Wizard will give us all the right messages, as well. 

   Creating the bitmaps

Now for an art break. The CListCtrl object supports two kinds of bitmaps, a normal set and a small set.   Theoretically you don't have to use any bitmaps at all (for example, if you just want to show a report view), or you can   just show one or the other. But we're going to take full advantage of the control and let the user decide what kinds of views to look at, so we're going to go ahead and add both sets of bitmaps. 

Let's use four different pictures. In this example the pictures don't really relate to the items themselves, so just draw any  four pictures that you want. Make one set 48 x 48 pixels, and the other 16 x 16. The two sets should "line up," meaning that the small bitmaps should look like the normal ones, only smaller. 

Give the normal bitmaps ID's of IDB_N1 through IDB_N4. Give the small bitmaps ID's of IDB_S1 through IDB_S4. 

(By the way, there isn't a folder for bitmaps in the resource view in Visual C++ when you first create a project, but it will show up when you've created a bitmap. Just right-click on the ListFun resources folder and select Insert...  from the popup menu. Then select Bitmap and you're ready to start drawing.) 

   Add member variables to CListFunView

First we need some member variables to keep track of a few things during the life span of the CListFunView object.   You can go into the CListFunView header file and add these, or you can right-click on the CListFunView object in   the Class View and select Add Variable... from the popup menu. 

We're going to add one member variable to point to the embedded CListCtrl object. This is done as a convenience  (there is a function in CListView for obtaining the control). Also, we're going to add two CImageList members.

Remember that CImageLists have to exist during the entire lifetime of the CListCtrl. 

   -->   CListCtrl* m_pListCtrl;

   -->   CImageList m_NormalImageList;

   -->   CImageList m_SmallImageList;

   Initializing the CListFunView class

Now use Class Wizard to add an OnInitialUpdate handler to the CListFunView class. Here's the code to insert into that function: 

        void CListFunView::OnInitialUpdate() 

        {

           CListView::OnInitialUpdate();

           // I use two null-terminated arrays to help fill in the

           // CImageLists

   -->     UINT dwzNormalBitmapIDs[] = {IDB_N1, IDB_N2, IDB_N3, IDB_N4, 0};

   -->     UINT dwzSmallBitmapIDs[] = {IDB_S1, IDB_S2, IDB_S3, IDB_S4, 0};

   -->     m_NormalImageList.Create(48, 48, ILC_COLOR, 10, 10);

   -->     m_SmallImageList.Create(16, 16, ILC_COLOR, 10, 10);

           // Note in the following code that CBitmap can come and go.

           // However, the CImageLists cannot be created and disposed

           // in the OnInitialUpdate function.  That's why we made them

           // member variables.

   -->     for (int i = 0; dwzNormalBitmapIDs[i]; i++) {

   -->        ASSERT(dwzSmallBitmapIDs[i]);  // the two lists should be same size

   -->        CBitmap Normal, Small;

   -->        Normal.LoadBitmap(dwzNormalBitmapIDs[i]);

   -->        m_NormalImageList.Add(&Normal, (CBitmap*) NULL);

   -->        Small.LoadBitmap(dwzSmallBitmapIDs[i]);

   -->        m_SmallImageList.Add(&Small, (CBitmap*) NULL);

   -->     }

           // I use a member variable here to make things simple:

   -->     m_pListCtrl = &(GetListCtrl());

   -->     m_pListCtrl->SetImageList(&m_NormalImageList, LVSIL_NORMAL);

   -->     m_pListCtrl->SetImageList(&m_SmallImageList, LVSIL_SMALL);

           // If you want to call any of the CListCtrl attribute functions

           // (for example SetBkColor), here is a good place to call them.

           // Load up the list box with sample data:

   -->     for (i = 0; i < 100; i++) {

   -->        CString szItemName;

   -->        szItemName.Format("Item %d", i+1);

              // using i%4 below rotates through the four bitmaps

   -->        m_pListCtrl->InsertItem(i, szItemName, i%4);

   -->     }

        }

   Build the program and you'll find a nice little icon view of our items. 


12. How do I add a sizebox to my window? 

A sizebox is that little angle box at the lower right-hand corner of many of the applications you see running on Windows   95 (or NT 4.0). It gives the user a larger area to grab when sizing the window. 

 If you created your SDI or MDI application using Application Wizard, you should already have one on your main frame window. 

Sizeboxes have to have somewhere to go; they need either a status bar to attach to, or the corner that exists at the intersection of two scrollbars. Actually, I'm writing this in notepad now and I noticed that the sizebox disappeared when I used Word Wrap, because the scroll bar across the bottom is gone. 

So, to add a sizebox to a child frame, we need to either add both vertical and horizontal scrollbars or add a status bar  to the child frame. 

The simplest way is to add both a horizontal and vertical scroll bar to the child window. Modify PreCreateWindow   as follows: 

        BOOL CChildFrame::PreCreateWindow(CREATESTRUCT& cs)

        {

         // TODO: Modify the Window class or styles here by modifying the CREATESTRUCT cs

   -->     cs.style = cs.style | WS_VSCROLL | WS_HSCROLL | WS_SIZEBOX;

           return CMDIChildWnd::PreCreateWindow(cs);

        }

   If you'd rather add a status bar, add a member variable to the CChildFrame class: 

   -->  CStatusBar m_StatusBar;
   Then modify the PreCreateWindow function: 

        BOOL CChildFrame::PreCreateWindow(CREATESTRUCT& cs)

        {

        // TODO: Modify the Window class or styles here by modifying the CREATESTRUCT cs

   -->     cs.style |= WS_SIZEBOX;

           return CMDIChildWnd::PreCreateWindow(cs);

        }

   We also need to create the status bar, which we can do in the OnCreateClient function: 

        BOOL CChildFrame::OnCreateClient(LPCREATESTRUCT lpcs, CCreateContext* pContext) 

        {

           // TODO: Add your specialized code here and/or call the base class

   -->     m_StatusBar.Create(this);

           return CMDIChildWnd::OnCreateClient(lpcs, pContext);

        }




13. Implementing a custom drag-and-drop format 

This chapter belongs to two sections: it is part of the ongoing series of CListCtrl chapters, and it also functions as a standalone chapter. We are going to add drag-and-drop capabilities to the CListView-derived class we have been developing. Since this is an example, it should be easily transferable to any CView-derived class. 

The CListCtrl class already has a drag-drop mechanism; why not use it? There are a few reasons. First, this technique is shown in a few of the MFC sample applications. Second, using the standard Windows drag-and-drop will allow us to do two things: (1) Drag across applications, and (2) Drop onto applications that don't support our custom format. 

Number (2) is a good one. Windows will let us put multiple formats onto the clipboard, so that if an application doesn't support our format, they can (hopefully) find one that they do support. In our example, we'll have our own format plus a text format. In this way, we can drop onto any text editor. 

   Setting up drag-and-drop

Start by initializing OLE. Add the following line to the InitInstance of your CApplication-derived class: 

      AfxOleInit();

   A custom drag-and-drop format

A program can always use the standard clipboard formats such as CF_TEXT and CF_BITMAP. If we need our own format, we can ask Windows to give us a new identifier, based on a string name. In this way we can get the identifier dynamically but still make sure it is the same across applications. The string we will use is VCBE. 

   We will pass the following data through the clipboard. Put this into your .cpp file: 

      struct MyInfo

      {

         int nIcon;

         char szText[256];

      };

   Add a new member variable to your CView-derived class: 

      UINT m_nClipFormat;

   Set that member variable sometime during initialization: 

      m_nClipFormat = RegisterClipboardFormat("VCBE");

      ASSERT((m_nClipFormat >= 0xC000) && (m_nClipFormat <= 0xFFFF));

   Implement the drag-and-drop code

At this point, we can use m_nClipFormat the same way we used CF_HDROP and CF_TEXT in the "Drag Source" and "Drop Target" chapters. But we're also going to add something new: In addition to inserting our "VCBE" clipboard format, we'll also add a CF_TEXT format. That way, an application that does not support our format will have an alternate format to read from. 

If you're not concerned about supplying additional formats, you can leave out the CF_TEXT parts. 

The rest of this chapter is just the code as it was added to the CListFunView class. Override each function (OnLButtonDown, OnDragEnter, etc.) using Class Wizard and then fill in the code. Most of the ideas are similar enough to the "Drag Source" and "Drop Target" chapters. 

   void CListFunView::OnLButtonDown(UINT nFlags, CPoint point) 

   {

      // Put this first so that selection works

           CListView::OnLButtonDown(nFlags, point);

      // Did we hit an item?

      int nWhich = m_pListCtrl->HitTest(point);

      if (nWhich != -1) {

         MyInfo info;

         info.nIcon = nWhich % 4;

         strcpy(info.szText, m_pListCtrl->GetItemText(nWhich, 0));

         STGMEDIUM stgOurs;

         memset((void*) &stgOurs, 0, sizeof(STGMEDIUM));  // important step

         stgOurs.tymed = TYMED_HGLOBAL;

         stgOurs.hGlobal = ::GlobalAlloc(GMEM_SHARE, sizeof(MyInfo));

         memcpy(stgOurs.hGlobal, (void*) &info, sizeof(MyInfo));

         // If you want to also include a text format:

         STGMEDIUM stgText;

         memset((void*) &stgText, 0, sizeof(STGMEDIUM));

         stgText.tymed = TYMED_HGLOBAL;

         stgText.hGlobal = ::GlobalAlloc(GMEM_SHARE, strlen(info.szText) + 1);

         strcpy((char*) stgText.hGlobal, info.szText);

              COleDataSource src;

         src.CacheData(m_nClipFormat, &stgOurs);

         src.CacheData(CF_TEXT, &stgText);

         src.DoDragDrop(DROPEFFECT_COPY);

         ::GlobalFree(stgOurs.hGlobal);

         stgOurs.hGlobal = NULL;

         ::GlobalFree(stgText.hGlobal);

         stgText.hGlobal = NULL;

      }

   }

DROPEFFECT CListFunView::OnDragEnter(COleDataObject* pDataObject, DWORD dwKeyState,

      CPoint point) 

   {

      if (pDataObject->IsDataAvailable(m_nClipFormat)) {

         return DROPEFFECT_COPY;

      }

      return CListView::OnDragEnter(pDataObject, dwKeyState, point);

   }

DROPEFFECT CListFunView::OnDragOver(COleDataObject* pDataObject, DWORD dwKeyState, 

      CPoint point) 

   {

      // If desired, you can use HitTest to highlight the object

      // the drag is currently over

      // Make sure something is available in our data format

      if (pDataObject->IsDataAvailable(m_nClipFormat)) {

         return DROPEFFECT_COPY;

      }

      return CListView::OnDragOver(pDataObject, dwKeyState, point);

   }

BOOL CListFunView::OnDrop(COleDataObject* pDataObject, DROPEFFECT dropEffect, 

      CPoint point) 

   {

      // You can use HitTest to find where object is being dropped:

      //     if on same object, do nothing

      //     if on new object, do some processing

      //     if over blank space, add a copy

      if (pDataObject->IsDataAvailable(m_nClipFormat)) {

         STGMEDIUM stg;

         pDataObject->GetData(m_nClipFormat, &stg);

         MyInfo* pInfo = (MyInfo*) ::GlobalLock(stg.hGlobal);

         CString szMsg;

         szMsg.Format("Received a VCBE drop:\n   Icon# %d\n   Text: %s\n",

            pInfo->nIcon, pInfo->szText);

         TRACE((const char*) szMsg); 

         ::GlobalUnlock(stg.hGlobal);

         return TRUE;

      }

      return CListView::OnDrop(pDataObject, dropEffect, point);


14. Limiting a program to one instance

Place the code in InitInstance

CreateMutex(NULL,TRUE,"MediaTagCPL"); 

// mutex will be automatically deleted when process ends. 

BOOL bAlreadyRunning = (GetLastError() == ERROR_ALREADY_EXISTS); 


if(bAlreadyRunning) 


{

::MessageBox(NULL, "already on Instance Present ",  "Information",

            MB_ICONINFORMATION|MB_OK|MB_DEFBUTTON1);


return 0; 

}


15. Making your CView class a drag source

This chapter will show how to let your CView class be a source of something you can drag from one place to another.   In this example, we'll let the user drag around the text "Visual C++ by Example!". 

   I've made an SDI application called DragFromMe. 

The first thing we need to do is make sure that OLE is "turned on." In CDragFromMeApp::InitInstance(), we add  this line: 

        BOOL CDragFromMeApp::InitInstance()

        {

   -->     AfxOleInit();

           ...

        }

   Don't add it if it's already in there. If you created your application with OLE features (e.g. as a container or server) then it may already be there. 

   Add this include to the CDragFromMeView class header file: 

        #include <afxole.h>

   Using Class Wizard, add a handler for WM_LBUTTONDOWN. Edit as follows: 

        void CDragFromMeView::OnLButtonDown(UINT nFlags, CPoint point)

        {

   -->     STGMEDIUM stg;   // see note below

   -->     stg.tymed = TYMED_HGLOBAL;

   -->     stg.hGlobal = ::GlobalAlloc(GMEM_SHARE, 128);

   -->     strcpy((char*) stg.hGlobal, "Visual C++ by Example!");

   -->     COleDataSource src;

   -->     src.CacheData(CF_TEXT, &stg);

   -->     src.DoDragDrop();

   -->     ::GlobalFree(stg.hGlobal);

           CView::OnLButtonDown(nFlags, point);

        }

"You need to add stg.pUnkForRelease = 3D_NULL; to this function. Otherwise you might get an access violation after the drag and drop operation. I think the added line of code makes sure that your program, DragFromMe, deallocates the storage and not the receiver." 

That's all it takes. Note that to be safe, a lot of return codes should be checked, such as making sure that   ::GlobalAlloc didn't return NULL. 

A note about DoDragDrop: This function returns a value of what happened when you dropped (it copied, it moved, it   linked, or nothing happened). Your view class needs to do all the work of indicating the results of the move to the user.

For example, a list class should remove the item if the return was DROPEFFECT_MOVE. 

Take a look at the parameters in COleDataSource::DoDragDrop. It lets you specify what kinds of moves you allow and when the move begins. 

One other note: if you haven't made your CView-derived class a drop target, then you will get the "international NO symbol" (the circle with the line through it) as soon as you start dragging. Just keep on dragging until the cursor is over a program that accepts text (like the Visual C++ editor).


16. Making your CView class a drop target

This chapter will discuss how to let your program accept files and text dropped in from other sources. 

 (Also check out the CWnd::DragAcceptFiles function if you just want your entire app to accept files. The method described in this chapter gives finer control over where files can be dropped, and also allows dropping in other sources of information.) 

 I've made an SDI application called DropOnMe. 

 The first thing we need to do is initialize OLE. If your CDropOnMeApp::InitInstance() does not already contain the function AfxOleInit(), add it: 

      BOOL CDropOnMeApp::InitInstance()

      {

 -->     AfxOleInit();

         ...

      }

 In the CDropOnMeView header file, add an #include and add a variable to the CDropOnMeView class: 

 -->  #include <afxole.h>

      class CDropOnMeView : public CView

      {

         ...

 -->     COleDropTarget m_DropTarget;

         ...

      }

 Using Class Wizard, add a WM_CREATE handler to the CDropOnMeView class. Edit it as follows: 

      int CDropOnMeView::OnCreate(LPCREATESTRUCT lpCreateSTruct)

      {

         if (CView::OnCreate(lpCreateStruct) == -1)

            return -1;

 -->     m_DropTarget.Register(this);

         return 0;

      }

 We are now an official Drop Target. Unfortunately, our default behavior is to reject all attempts at dropping anything. Now comes the fun part: we decide what kinds of formats can be dropped on us and in what manner. Start by overriding three functions (using Class Wizard): 

      OnDragEnter 

      OnDragOver 

      OnDrop 

 OnDragEnter is called when a cursor dragging data first enters the view. Even if you reject dropping, the other functions will still get called. The purpose of this function is to allow you to prepare anything that may help with the next function, OnDragOver. 

 OnDragOver is called as the cursor moves about the view. Since the cursor location is reported, you can decide if you will allow drops throughout the various locations in your view. This function should be fast (since it's called every time the mouse moves). 

 OnDrop is called when the user releases the mouse button over your view. This is when we process the actual transfer of data. 

 Let's implement the functions! Note: Since some of these functions are a little long, I'm going to go against my tradition of adding "-->" at the beginning of every line we add. When you add the three functions with Class Wizard, you will get some code in the body of the function. In this example, you can just delete all that code and replace it with what I have here. 

 DROPEFFECT CDropOnMeView::OnDragEnter(COleDataObject* pDataObject, DWORD dwKeyState, CPoint point)

 {

    if (pDataObject->IsDataAvailable(CF_HDROP)) {

       // we allow only copying of files

       return DROPEFFECT_COPY;

    }

    if (pDataObject->IsDataAvailable(CF_TEXT)) {

       // we allow copying or moving of text, depending on the state

       if (dwKeyState & MK_CONTROL) {

          return DROPEFFECT_COPY;

       }

       else {

          return DROPEFFECT_MOVE;

       }

    }

    // unknown format: reject

    return DROPEFFECT_NONE;

 }

 DROPEFFECT CDropOnMeView::OnDragOver(COleDataObject* pDataObject, DWORD dwKeyState, CPoint point)

 {

    if (pDataObject->IsDataAvailable(CF_HDROP)) {

       // we allow only copying of files

       return DROPEFFECT_COPY;

    }

    if (pDataObject->IsDataAvailable(CF_TEXT)) {

       // we allow copying or moving of text, depending on the state

       if (dwKeyState & MK_CONTROL) {

          return DROPEFFECT_COPY;

       }

       else {

          return DROPEFFECT_MOVE;

       }

    }

    // unknown format: reject

    return DROPEFFECT_NONE;

 }

 BOOL CDropOnMeView::OnDrop(COleDataObject* pDataObject, DROPEFFECT dropEffect, CPoint point)

 {

    BOOL bResult = FALSE;

    if (pDataObject->IsDataAvailable(CF_HDROP)) {

       STGMEDIUM stg;

       if (pDataObject->GetData(CF_HDROP, &stg)) {

          HDROP hDrop = (HDROP) ::GlobalLock(stg.hGlobal);

          int nNumFiles = DragQueryFile(hDrop, 0xFFFFFFFF, 0, 0);

          for (int i = 0; i < nNumFiles; i++) {

             char szFileName[256];

             if (DragQueryFile(hDrop, i, szFileName, 256)) {

                // Do whatever you want to do with each file

                TRACE("--> FILE: ");

                TRACE(szFileName);

                TRACE("\n");

                bResult = TRUE;

             }

          }

          ::GlobalUnlock(stg.hGlobal);

       }

    }

    if (pDataObject->IsDataAvailable(CF_TEXT)) {

       STGMEDIUM stg;

       if (pDataObject->GetData(CF_TEXT, &stg)) {

          char* pszText = (char*) ::GlobalLock(stg.hGlobal);

          // Do whatever you want to do with the text

          TRACE("--> TEXT: ");

          TRACE(pszText);

          TRACE("\n");

          bResult = TRUE;

          ::GlobalUnlock(stg.hGlobal);

       }

    }

    // The other clipboard formats (see help file for SetClipboardData)

    // are left as an exercise for the reader  ;-)

    return bResult;

 }

 Question: Is the CF_TEXT text null terminated? 

 Answer: According to the help file for SetClipboardData, YES. Also, each line is terminated by a CR/LF. 

 Question: If I receive a file with DROPEFFECT_MOVE, do I have to delete the file? 

 Answer: No. Let the drag source handle deleting whatever it sent your way.


17. How do I get my application to stay "Always on Top"?

A good place to let the user choose "Always on Top" is to place a menu item in the system menu of the application.  You'll then need to handle the WM_SYSCOMMAND message that's sent when the user selects a command from that menu.  The command ID of the menu item that was selected will be

passed as an parameter to OnSysCommand().

To define the ID, add the following line to the beginning of you CmainFrame implementation file:

#define WM_ALWAYSONTOP    WM_USER + 1

To add the "Always on Top" menu item to the system menu, add the following code to the end of your CMainFrame::OnCreate() function:

CMenu* pSysMenu = GetSystemMenu(FALSE);

pSysMenu->AppendMenu(MF_SEPARATOR);

pSysMenu->AppendMenu(MF_STRING, WM_ALWAYSONTOP, "&Always On Top"); 

Using ClassWizard, add a handler for the WM_SYSCOMMAND message.You may need to change your message filter to "Window" under the Class Info tab to access this message.

                                 void CMainFrame::OnSysCommand(UINT nID, LPARAM lParam) 

                                 {

                                     switch ( nID )

                                     {

                                     case WM_ALWAYSONTOP:

                                         if ( GetExStyle() & WS_EX_TOPMOST )

                                         {

                                             SetWindowPos(&wndNoTopMost, 0, 0, 0, 0, 

                                                 SWP_NOSIZE | SWP_NOMOVE);

                                             GetSystemMenu(FALSE)->CheckMenuItem(WM_ALWAYSONTOP,

                                                 MF_UNCHECKED);

                                         }

                                         else

                                         {

                                             SetWindowPos(&wndTopMost, 0, 0, 0, 0,

                                                 SWP_NOSIZE | SWP_NOMOVE);

                                             GetSystemMenu(FALSE)->CheckMenuItem(WM_ALWAYSONTOP,

                                                 MF_CHECKED);

                                         }

                                         break;

                                     default:

                                         CFrameWnd::OnSysCommand(nID, lParam);

                                     }    

                                 }


18. Modify the system menu

The System Menu is the one that shows up when you click on the little program icon in the upper-left-hand corner of the program window, and is the same menu that shows up when you right-click on the program item on the taskbar. 

 The first step is to add commands and handlers for each new menu item. Our menu item identifier has to be less than 0xF000. In this example I'll add a "Beep" command to the system menu and have CMainFrame handle it. In MainFrm.cpp, somewhere before the message map, add this code:

 -->  #define WM_MYBEEP (WM_APP+1)

 What we add to the message map is a notification that we'd like to intercept all system commands. Since our menu item is going on the system menu, it is automatically a system command.

      BEGIN_MESSAGE_MAP(CMainFrame, CFrameWnd)

         //{{AFX_MSG_MAP(CMainFrame)

         ...

         //}}AFX_MSG_MAP

 -->     ON_WM_SYSCOMMAND()

      END_MESSAGE_MAP()

 Add the function prototype to the CMainFrame class header file: 

      class CMainFrame : public CFrameWnd

      {

         ...

 -->     afx_msg void OnSysCommand(UINT nID, LPARAM lParam);

         ...

      }

 Add the function to MainFrm.cpp:

 -->  void CMainFrame::OnSysCommand(UINT nID, LPARAM lParam)

 -->  {

 -->     if (nID == WM_MYBEEP) {

 -->        Beep(1000, 1000);

 -->     }

         // Note: you can also intercept and handle other system

         // menu commands here.  See the list of commands under

         // the help file for CWnd::OnSysCommand.  According to 

         // the documentation, you should "and" it with 0xFFF0.

         // e.g.

         if ((nID & 0xFFF0) == SC_CLOSE) {

            AfxMessageBox("Bye!");

         }

 -->     CWnd::OnSysCommand(nID, lParam);

 -->  }

Finally, we add code to CMainFrame::OnCreate(...) to add our new menu item. Once we get a pointer to the CMenu that represents the system menu, we can use the CMenu::AppendMenu, CMenuInsertMenu, and CMenu::ModifyMenu functions to manipulate it.

      int CMainFrame::OnCreate(LPCREATESTRUCT lpCreateStruct)

      {

         ...

 -->     CMenu* pSysMenu = GetSystemMenu(FALSE);

 -->     pSysMenu->AppendMenu(MF_SEPARATOR);

 -->     pSysMenu->AppendMenu(MF_STRING | MF_ENABLED, WM_MYBEEP, "Beep");

         return 0;

      }


19. Play a .WAV file

We can play a .wav file in three steps: 

   1. Add winmm.lib to your build. 

   2. Include the following header file in your source: 

      #include <mmsystem.h>

   3. Play the .wav file by calling PlaySound: 

PlaySound("c:\\windows\\media\\chimes.wav", NULL, SND_FILENAME);


20. Retrieving multiple events from a list box

This chapter gives an example of retrieving text from a text list box which lets the user select more than one item at a   time. 

   Start by using Application Wizard to make a dialog-based application. I called mine "MultiList". 

 Go into the resource editor and edit your main dialog box. Make it a little bigger, get rid of the static "todo" text, and add two things: a list box, and a button. 

Go into the properties sheet for the list box and give it a name of IDC_LIST1. Go to the styles tab and in the   drop-down box entitled "Selection" pick Multiple or Extended. 

A Multiple list box always works in multiple selection mode. Any item you click on simply reverses its current state.

An Extended list box normally works in single-selection mode. If you hold down the shift key while you click on an  item, it selects everything between your last click and your current click. If you hold down the control key while you   click on an item, it reverses the state of that item. If you click on an item without using either of these keys, it will clear  all items before selecting the item you clicked on. 

 Give the button a title of "Show" and a name of IDC_SHOW. 

Close the resource editor and go to Class Wizard. Click on the Member Variables tab and make sure the Class  Name is showing your dialog box. Click on the row containing IDC_LIST1 and then click on the buttton marked Add  Variable.... The variable we'll add has a Name of m_MultiList, a Category of Control, and a Variable Type of  CListBox. 

OK, now we've got a variable we can use to easily manipulate the list box. Let's start coding. First we need to fill the  dialog box with some sample items. Go to the (generated) function CMultiList::OnInitDialog and add the  following code: 

      BOOL CMultiListDlg::OnInitDialog()

      {

         CDialog::OnInitDialog();

         ...

         // TODO: Add extra initialization here

   -->   m_MultiList.AddString("Item 1");

   -->   m_MultiList.AddString("Item 2");

   -->   m_MultiList.AddString("Item 3");

   -->   m_MultiList.AddString("Item 4");

   -->   m_MultiList.AddString("Item 5");

   -->   m_MultiList.AddString("Item 6");

   -->   m_MultiList.AddString("Item 7");

   -->   m_MultiList.AddString("Item 8");

   -->   m_MultiList.AddString("Item 9");

   -->   m_MultiList.AddString("Item 10");

   -->   m_MultiList.AddString("Item 11");

         return TRUE;

      }

If you compile and run the program now, you have a Windows app which lets you select multiple items from a filled list box. Now let's get to the fun part: the Show button needs to show us which items were selected. 

Go to Class Wizard and select the Message Maps tab. Click on the Object ID of IDC_SHOW and, on the right, click on  BN_CLICKED. Then click on the Edit Code button. Accept the name of the function it offers. 

Here's the heart of this chapter: retrieving the multiple items: 

      void CMultiListDlg::OnShow() 

      {

         // We'll build up a message containing the selected items:

   -->   CString szMessage("Items Selected: ");

         // First find the number of selected items

   -->   int nNumSelected = m_MultiList.GetSelCount();

   -->   if (nNumSelected) {

            // Make an array of ints big enough to hold the

            // index number of each selection

   -->      int* pItems = new int[nNumSelected];

            // Fill the array with the selected index numbers

   -->      m_MultiList.GetSelItems(nNumSelected, pItems);

            // Add the names to the message text

   -->      for (int i = 0; i < nNumSelected; i++) {

   -->         szMessage += "\n  ";

   -->         CString szItemText;

   -->         m_MultiList.GetText(pItems[i], szItemText);

   -->         szMessage += szItemText;

   -->      }

   -->   }

   -->   else {

   -->      szMessage += "\n  None";

   -->   }

         // Display the selected items

   -->   MessageBox(szMessage);      

      }


21. Sending mail using simple MAPI

In this example, we'll send out mail (a message with an attachment) to two recipients when a dialog button is pushed.  

 Start by making a dialog-based application and add a "Send" button to the dialog. Use Class Wizard to add a handler for when the button is pushed.  

 In the header file, before the class is defined, add this: 

    #include <mapi.h>

 The MAPI DLL is dynamically loaded, so we need a pointer to the function we will call. We also need a handle of the DLL and a way to drop the DLL when we're done. Add this to your class definition: 

typedef ULONG (*LPFNMAPISENDMAIL)(ULONG, ULONG, MapiMessage*, FLAGS, ULONG);

      class CSendMailDlg : public CDialog

      {

         ...

      public:

 -->     ~CSendMailDlg();

 -->     LPFNMAPISENDMAIL m_lpfnMAPISendMail;

 -->     HINSTANCE m_hlibMAPI;

         ...

      };

 We load the DLL when the dialog is initialized: 

      BOOL CSendMailDlg::OnInitDialog()

      {

 -->     m_hlibMAPI = AfxLoadLibrary("mapi32.dll");
 -->     m_lpfnMAPISendMail = (LPFNMAPISENDMAIL) GetProcAddress(m_hlibMAPI, "MAPISendMail");

         ...

      }

 And drop the DLL when the dialog is gone: 

 -->  CSendMailDlg::~CSendMailDlg()

 -->  {

 -->     AfxFreeLibrary(m_hlibMAPI);

 -->  }

 Finally, here is the function that sends the mail: 

    void CSendMailDlg::OnSend() 

    {

       // If you want to send an attachment:

       MapiFileDesc mfd;   // or make an array of [n]

       mfd.ulReserved = 0;

       mfd.flFlags = 0;

       mfd.nPosition = -1;

       mfd.lpszPathName = "c:\\temp";

       mfd.lpszFileName = "test.txt";

       mfd.lpFileType = NULL;

       // One MapiRecipDesc for each recipient

       MapiRecipDesc mrd[2];

       mrd[0].ulReserved = 0;

       mrd[0].ulRecipClass = MAPI_TO;

       mrd[0].lpszName = "Screen Name 1";

       mrd[0].lpszAddress = "SMTP:somebody@some.com";

       mrd[0].ulEIDSize = 0;

       mrd[0].lpEntryID = NULL;

       mrd[1].ulReserved = 0;

       mrd[1].ulRecipClass = MAPI_CC;

       mrd[1].lpszName = "Somebody Else";

       mrd[1].lpszAddress = "SMTP:else@some.com";

       mrd[1].ulEIDSize = 0;

       mrd[1].lpEntryID = NULL;

       MapiMessage note = {0,

          "Test",

          "Test of sending MAPI mail",

          NULL,

          NULL,

          NULL,

          0L,

          NULL,

          2,

          mrd,

          1,

          &ampmfd};

       // if you use MAPI_DIALOG instead of MAPI_LOGON_UI, you get the 

       // mail editor before it is sent.

       ULONG err = m_lpfnMAPISendMail(0L, 0L, &ampnote, MAPI_LOGON_UI, 0L);

    }


22. Sending text to the Clipboard

Here's a function you can call from anywhere in a Windows program: 

   BOOL SendTextToClipboard(const char* pszText)

   {

           BOOL bResult = FALSE;

           if (!::OpenClipboard(NULL)) {

                   return FALSE;

           }

           EmptyClipboard();

           HGLOBAL hMsg = GlobalAlloc(GMEM_SHARE, strlen(pszText) + 1);

           if (hMsg) {

                   char* pszGlobal = (char*) GlobalLock(hMsg);

                   strcpy(pszGlobal, pszText);

                   GlobalUnlock(pszGlobal);

                   bResult = (::SetClipboardData(CF_TEXT, hMsg) != NULL);

           }

           ::CloseClipboard();

           if (hMsg) {

                   GlobalFree(hMsg);

           }

           return bResult;

   }


23. Creating a Rounded Dialog Box & Differen Shaped Dialog Box

Code for creating a different shape dialog box is as follows:

..Dlg.cpp

OnInitDialog ()

{

CRect rect;

GetClientRect(&rect);

m_rgn.CreateEllipticRgn(0,0,rect.width(),rect.height());

SetWindowRgn((HGRN)m_rgn,TRUE);

...

}

..Dlg.h

CRgn m_rgn;

///  To Get a Different Shape in place of m_rgn.CreateEllipticRgn  

///  use    CreatePolygonRgn(LPPOINT,nos of Points,MODE)  

///    MODE = ALTERNATE  or WINDINGS

24. Dynamically creating Buttons at RUNTIME

Declare a CButton variable in the  CexampleDlg class (ExampleDlg.h)
CButton *m_MyButton;

virtual BOOL OnCommand(WPARAM wParam, LPARAM lParam);

/////ExampleDlg.cpp

BOOL CExampleDlg::OnInitDialog()

{


CDialog::OnInitDialog();


SetIcon(m_hIcon, TRUE);


// Set big icon


SetIcon(m_hIcon, FALSE);

// Set small icon


CRect rect(100,100,200,200);


m_MyButton=new CButton;


m_MyButton->Create(_T("India"),WS_CHILD | WS_VISIBLE |



BS_PUSHBUTTON | WS_TABSTOP,rect,this,1001);

return TRUE;  // return TRUE  unless you set the focus to a 

}

BOOL CExampleDlg::OnCommand(WPARAM wParam,LPARAM lParam)

{

if (HIWORD(wParam) == BN_CLICKED && LOWORD(wParam) == 1001)


MessageBox("Button Created Dynamicallyy is Clicked");

return CDialog::OnCommand(wParam, lParam);}


25. Creating a COM dll and calling the component

1. alt + F + New + ATL COM Wizard       Name(AtlServer)

2. Select Dynamic Link Library. Click on Finish.

3. Adding component to the module: alt + Insert + New ATL Object  

Select a Simple Object then type in the Short Name text box MyMath

4. Save All

5. Now switch to class view tab. Select the interface IMyMath and click the right mouse

   button. From the menu that pops up select 'Add Method'.

6. In the 'Add Method to Interface' dialog specify the method name as MyAdd and

   parameters as [in] int n1, [in] int n2, [out, retval] int *n3. Click on 'OK'. Here [in]

   specifies the value to be passed to the method and [out, retval] specifies the return

   value. 

7. Follow a similar procedure for adding the MySubtract method.

//MyMath.cpp'

STDMETHODIMP CMyMath::MyAdd ( int n1, int n2, int *n3 )FE INVESTOR  

   { 

   // TODO: Add your implementation code here 

    *n3= n1 + n2;

   return S_OK ; 

   }

STDMETHODIMP CMyMath::MySubtract ( int n1, int n2, int *n3 )FE INVESTOR  

   { 

   // TODO: Add your implementation code here 

    *n3= n1 -  n2;

   return S_OK ; 

   }
Build the application to generate COM DLL (AtlServer.dll) and also AtlServer.tlb
Creating a COM Client that makes use of the above component

1. Create a Dialog based application, name it AtlClient, with three edit boxes placed on 

the Dialog and two buttons named add and subtract.

2.   Copy the AtlServer.tlb into AtlClient directory
3. Import the server's Type Library into the client. This is done by adding the following

 two statement to the file 'StdAfx.h' at last.

# import "AtlServer.tlb"

using namespace ATLSERVERLib ;

4. In AtlClientDlg.h

 class CAtlClientDlg : public CDialog

{

// Construction

public:


CAtlClientDlg(CWnd* pParent = NULL);
// standard constructor

 IMyMath *math;   /// include this line as it’s the pointer to the Interface

5.    Initialize the COM Library so that the application can call COM functions. The

       client can interact with the server through the COM Runtime Library. To initialize 

      the COM Library, call CoInitialize( ) function from InitInstance( ) as shown below: 

      CoInitialize (NULL); 

6. Retrieve the CLSID of the server to be able to instantiate the server. As it is difficult

to remember the CLSID it can be retrieved using the ProgID through the function CLSIDFromProgID( ) as shown: 

   BOOL CAtlClientDlg::OnInitDialog( ) 

   { 

   // AppWizard generated code 

    // TODO: Add extra initialization here 

   CoInitialize (NULL); 

    CLSID clsid; 

   HRESULT hr ; 

   hr = CLSIDFromProgID ( OLESTR ( "AtlServer.MyMath" ), &clsid ) ;  

   if ( FAILED ( hr ) )    MessageBox (“Unable to access server”); 

    Here OLESTR () function has been called to converts the character string to the

   
ProgID format. 

7  
Using the CLSID of the component create an instance of the COM Server

   
component. The CoCreateInstance( ) function is used for this purpose as shown

 
below: 

   BOOL CAtlClientDlg::OnInitDialog( ) 

   { 

   // AppWizard generated code 

    // TODO: Add extra initialization here 

   // Calls to CoInitialize and CLSIDFromProgID( ) 

    hr = CoCreateInstance ( clsid, NULL, CLSCTX_ALL, 

   __uuidof ( IMyMath ), ( void ** ) &math ) ; 

   if ( FAILED ( hr ) )    MessageBox ( "cocreate failed" ) ; 

   }

   Call to CoCreateInstance( ) creates an instance of the component IMyMath and

   
returns the interface address in the pointer math. The parameter

   
CLSCTX_INPROC_SERVER indicates that our server is a DLL. The __uuidof( )

   
function has been used to obtain the id of the interface. 

8        Use the COM Object. Now that we have obtained the interface pointer, the

       client application can call the methods of the COM server object as shown below: 

    void CAtlClientDlg::OnAdd( )  

   { 

   int n1, n2, n3 ; 

   n1 = GetDlgItemInt ( IDC_EDIT1 ) ; 

   n2 = GetDlgItemInt ( IDC_EDIT2 ) ; 

    n3 = math -> MyAdd ( n1, n2 ) ; 

   SetDlgItemInt ( IDC_EDIT3, n3 ) ; 

    }

   void CAtlClientDlg::OnSubtract( )  

   { 

   int n1, n2, n3 ; 

   n1 = GetDlgItemInt ( IDC_EDIT1 ) ; 

   n2 = GetDlgItemInt ( IDC_EDIT2 ) ; 

    n3 = math -> MySubtract ( n1, n2 ) ; 

   SetDlgItemInt ( IDC_EDIT3, n3 ) ; 

   } 

   
Note that the methods of the COM server object MyAdd( ) and MySubtract( ) 

have  been called using the interface pointer math obtained in the call to CoCreateInstance( ). 

9.
 Uninitialize the COM Object. This is possibly the simplest job. Simply call the

   
function CoUninitialize( ) at the end of InitInstance( ) function as shown below: 

    BOOL CAtlClientApp::InitInstance( ) 

   { 

   // AppWizard generated code 

   CoUninitialize ();  

   } 

With that we are through with the creation of the client. Now you can compile and execute the client and check out whether it is able to interact with the methods in the server.


26. Creating a Regular DLL and Client accessing it

Example of a Regular DLL to calculate the square root

Create a new AppWiz dll name it   regdll
Select Regular DLL shared, click Finish

Insert the following code in regdll.cpp

#include “math.h”

   at last ..

extern “C” __declspec(dllexport) double regsquare(double d)

{

if (d>0.0)

{

return sqrt(d);

}

AfxMessageBox(“Cannot get square root of 0 or negative numbers”);

return (0.0);

}

Build the application. It generates the regdll.DLL and regdll.lib

Client application that uses this Regular DLL

Take a new MFC app wiz exe  regdllClient 

Take a dialog based application 

 Insert two edit boxes and a button
IDC_EDIT1


double 


m_dInput

IDC_EDIT2


double 


m_dOutput

IDC_BUTTON1 

caption   

Square root

///ReddllClientDlg.h

extern “C” __declspec(dllinput) double regsquare(double d);

Including  the regdll.lib  in the regdllClient application

Copy the regdll.dll and regdll.lib in the regdllclient directory

Alt + Tools + Options + Directories + set the same directory of client in libraries option.

Add code for the button Square root

void CRegdllclientDlg::OnButtonSquare() 

{


UpdateData(TRUE);


m_dOutput=regsquare(m_dInput);


UpdateData(FALSE);

}

Execute the application to get the desired result.


27. Writing/Reading the Registry using CRegKey

UINT CRegistry::GetValue(char m_pPath[], char m_pVariable[])

{


DWORD dword;


if(m_RegKey.Open(HKEY_CURRENT_USER,m_pPath)!=ERROR_SUCCESS)


{



LPVOID lpvMessage;      // temporary message buffer



  // retrieve a message from the system message table



FormatMessage( FORMAT_MESSAGE_ALLOCATE_BUFFER | FORMAT_MESSAGE_FROM_SYSTEM,






  NULL, GetLastError(),


MAKELANGID(LANG_ENGLISH, SUBLANG_ENGLISH_US),






  (LPTSTR) &lpvMessage, 0, NULL );

//WriteToLog((LPTSTR)lpvMessage, _T("Error Accessing Settings Registry folder"));



  // release the buffer FormatMessage allocated



LocalFree( lpvMessage );



return 0;


}



if(m_RegKey.QueryValue(dword,m_pVariable)!=ERROR_SUCCESS)


return 0;


m_RegKey.Close();


UINT m_Value = dword;


return m_Value;

}

CString CRegistry::GetStringValue(char m_pPath[], char m_pVariable[])

{


char m_pValue[80];


DWORD dword;

if(m_RegKey.Open(HKEY_CURRENT_USER,m_pPath,KEY_QUERY_VALUE)!=ERROR_SUCCESS)
return _T("");


if (m_RegKey.QueryValue(m_pValue,m_pVariable,&dword) !=ERROR_SUCCESS)




return _T("");


m_RegKey.Close();


CString m_sValue ;


m_sValue.Format("%s",m_pValue);


return m_sValue; 

}

void CRegistry::SetValue(char m_pPath[], char m_pVariable[],DWORD dwword)

{

if(m_RegKey.Open(HKEY_CURRENT_USER,m_pPath, KEY_ALL_ACCESS) != ERROR_SUCCESS)



return ;


if( m_RegKey.SetValue(dwword,m_pVariable)!= ERROR_SUCCESS)



return ;


m_RegKey.Close();

}

void CRegistry::SetStringValue(char m_pPath[],char m_pVariable[],char m_pValue[])

{


if(m_RegKey.Open(HKEY_CURRENT_USER,m_pPath, KEY_ALL_ACCESS) != ERROR_SUCCESS)


return ;


if( m_RegKey.SetValue(m_pValue,m_pVariable)!= ERROR_SUCCESS)


return ;


m_RegKey.Close();

}


28. To Register the COM (dll – [in proc])control 

 We need the following dlls

· Mfc42d.dll

· Mfcd42d.dll

· Mfco42d.dll

· Msvcrtd.dll

· ATL.dll (this DLL must also be Registered using “Regsvr32.exe”).

What DLLs should I distribute with my MFC app?

You should review the file REDISTRB.WRI on your Visual C++ CD. 

29. How do you convert a BSTR to a char?

The easiest way to convert a BSTR to a char is to use the "USES_CONVERSION" macro. This is defined in "atlconv.h" and provides a quick way to convert between wide and ascii characters.

VC++ Code Example:

#include <atlconv.h> // put this at the top of the file, or in "StdAfx.h"

BSTR bsrtText;

pIHmKeyinEvent->get_Text(&bstrText); // get the BSTR object

USES_CONVERSION; // initialize the macro

char* strText = W2A(bstrText); // call the wide-to-ascii conversion functon

::SysFreeString(bstrText); // be sure to release the BSTR

// now you can use the char value in your function call

char to BSTR

USES_CONVERSION;

TCHAR lpszDisplayName[256];

BSTR bb= T2OLE(lpszDisplayName);

If BSTR *pVal is present instead of BSTR pVal then use

1. *pVal =SysAllocString(L"NewText");

2. *pVal =SysAllocStringByteLen(strText, strlen(strText));

· From CString to BSTR

CString str = "Alice In Wonder Land" ;
BSTR bs = str.AllocSyString( ) ;

· From char* to BSTR

char *s = "KICIT,Nagpur" ;
bstr_t b = s ;

· From string to double, long, integer

char *s = "567.45" ;
double d = atof ( s ) ;
s = "54678" ;
long l = atol ( s ) ;
s = "345" ;
int i = atoi ( s ) ;


30. CComBSTR  Usage

HRESULT CMyObject :: MyMethod(IOtherObject* p)

{

 CComBSTR bstr(L"Hello");

 bstr+="again"; 



 //LPCSTR conversion

 bstr.ToUpper();  



//CharUpper called

 p->Display(bstr);



// [in] parameter

 MessageBox(o,bstr,L"Test",MB_OK); 
//Only works Unicode

 bstr=L"Test";  



// reallocated

 bstrText.Empty(); 



 // Call this befor....

 p->GetText(&bstr); 



 // ...using as [out] parm

}


31. Win Debug and  Win Release
void CDateDlg::OnOK() 

{

#ifdef _DEBUG

MessageBox("Debug Mode");

#endif


CDialog::OnOK();

}


32. FTP upload program

void CIEDlg::OnFTP() 

{

CInternetSession *ISess;

CFtpConnection *Ftp;

char tmpfile[30],destfile[30];

strcpy(tmpfile,"IEDlg.txt");  // File to be uploaded

strcpy(destfile,"IEDlg.txt");//  File on the Server
try {

ISess = new CInternetSession 

(CString (_T ("AppUnknown")),1,PRE_CONFIG_INTERNET_ACCESS);


      if (!ISess) 

     {

       MessageBox("Error : CInternetSession failed\n");

       EndDialog(0);

     }

    Ftp = ISess->GetFtpConnection

                       (_T ("www.transeden.com"), _T ("DIGIT"), _T ("digitO"));

    }

catch (CInternetException *e)

       {


char
buff[1024];


e->GetErrorMessage (buff, 1024);

            MessageBox(buff,"Error", MB_OK);


return;

        }

     if (!Ftp->PutFile (tmpfile, destfile))  // Ftp upload 

      {

       MessageBox("Error while FTP");

      OnOK();

      }

MessageBox("FTP Finished");


if (Ftp) 

{



Ftp->Close ();



delete Ftp;


}


if (ISess) 

{



ISess->Close ();



delete ISess;


}



33. Explicitly invoking the Properties dialog

If we right click on a file in Windows Explorer and select Properties from the popup menu it displays a dialog box showing all the properties of that file. We can display the Properties dialog box programmatically. Following code snippet will show Properties dialog box of abc.doc file which is in C drive.

SHELLEXECUTEINFO sh = { 0 } ;
sh.cbSize = sizeof ( sh ) ;
sh.fMask = SEE_MASK_INVOKEIDLIST ;
sh.lpVerb = "properties" ;
sh.lpFile = "C:\\abc.doc" ;
ShellExecuteEx ( &sh ) ; 


34. ProcessViewer

void CProcessViewerDlg::ShowProcessData() 

{ // Get the snapshot of the system 

hSnapShot=CreateToolhelp32Snapshot(TH32CS_SNAPALL, NULL); 

PROCESSENTRY32 pEntry; 

pEntry.dwSize = sizeof(pEntry); //Buffer for Process Info char szProcessInfo[255]; 

//Get first process 

Process32First(hSnapShot, &pEntry); 

//Iterate thru all processes 

while(1)

 {

 BOOL hRes=Process32Next (hSnapShot,&pEntry); 

if(hRes==FALSE) break; 

sprintf(szProcessInfo,"%d",pEntry.th32ProcessID ); 

m_list.InsertItem(0,pEntry.szExeFile); 

m_list.SetItemText(0,0,pEntry.szExeFile); 

m_list.SetItemText(0,1,szProcessInfo); 

sprintf(szProcessInfo,"%d",pEntry.cntThreads ); 

m_list.SetItemText(0,2,szProcessInfo); 

sprintf(szProcessInfo,"%d",pEntry.th32ParentProcessID); 

m_list.SetItemText(0,3,szProcessInfo);

sprintf(szProcessInfo,"%d",pEntry.pcPriClassBase ); 

m_list.SetItemText(0,4,szProcessInfo);

 } 

} 


35. NT Services

OpenSCManager : 

The OpenSCManager function establishes a connection to the service control manager on the specified computer and opens the specified service control manager database

CreateService

The CreateService function creates a service object and adds it to the specified service control manager database. 

Delete a Service : 

OpenService(scm, service_name, DELETE));

      (DeleteService(service))

SetServiceStatus

The SetServiceStatus function updates the service control manager's status information for the calling service. 


36. Command line Parameters


CCommandLineInfo is all very fine and dandy, but there's no easy provision to add your own options, other than to derive a new class and override ParseParam. That's a lot of typing for such a simple feature. What you really want is to call some function that will get the value of any options the user may have typed. 

 CCommandLineInfo cmdInfo; 

 ParseCommandLine(cmdInfo); 

 if (cmdinfo.GetOption("mumble")) {

     // handle mumble option 

 }

	37. PRIVATE
Enabling your user-interface during long operations: The windows message pump.
	

	PRIVATE


	During long operations it's nice to allow your users to interact with the application. This article shows how to do this without using threads. 


The Problem

You need to do one operation that takes a long time, and you need it so the user can stop the proccess (and you want to avoid using threads and such things). For example: reading a big big file line by line...: Your code for reading the file looks like: 

void CMyWnd::ReadFile()

{

   while(!EOF)

   {

      // Read the file...

      // Update Progress

      // do something... 

   }

}

The Solution

How do you make that the "cancel" button work while reading the big file is in progress? The solution is to implement a message loop which fetches messages from the message queue and dispatches them to the appropriate window. This only needs a few lines of code to be implemented, and our example would look something like: 

  // ... In the header(.H) file of the class add this boolean ...

  class CMyWnd:CWnd

  {

    ...

    BOOL m_bStop;

    ...

  }

/*   Pump Messages to the application...   */

void CMyWnd::DoEvents()

{

    MSG msg;

    if (::PeekMessage(&msg,NULL,0,0,PM_REMOVE)) 

    {

        if (msg.message== WM_QUIT)

        { 

            ::PostQuitMessage(-1);

        }

        if (!AfxGetApp()->PreTranslateMessage(&msg))

        {

            ::TranslateMessage(&msg);

            ::DispatchMessage(&msg);    

        }

    }

    AfxGetApp()->OnIdle(0);    // Update the applications user interface

    AfxGetApp()->OnIdle(1);    

// Perform normal idle operations (free resources etc)

}

/* We add only one condition more: the boolean variable m_bStop----------- */

void CMyWnd::ReadFile()// Any source code blocks look like this

{

   m_bStop = FALSE;

   while(!m_bStop && !EOF) {

      DoEvents();

      // Read the file...

      // Update Progress Bar...       

   }      

}

/* ------------------------------------------------------------

   Ok, if the user presses cancel then set m_bStop to TRUE and the loop will exit

-------------------------------------------------- */

void CMyWnd::OnCancel() 

{

   m_bStop = TRUE;

}

Using this is very, very easy, I included one little example that you can download. The sample is just a simple loop that includes one Sleep and the DoEvents function. You can cancel the proccess when you want. 

If you are an experienced windows programmer you may already be aware of this technique, but if not then you can to get more info for this exmaple in the book "MFC Internals" from George Shepherd and Scot Wingo. 

Basically let´s say a windows program is divided in two parts: a message pump ( to send messages to every window), and a window procedure (to do the actual work). When we have our method working the pump is not working, so we have added the code to pump the messages that would otherwise be waiting on the message queue. One important point is that since your GUI is now active during long operations you should be careful since the close button will be enabled on your application too. 


38. Variable arguments to a function

void LogDirectory::LogPrintf(const char * fmt, ...)

{

     char buf[1024];

      va_list args;

      va_start(args, fmt);

      wvsprintf(buf, fmt, args);

      va_end(args);

 }

calling the method

LogPrintf("Starting up NTP service version %s, server %s", ntpversion, ntp_server_name);

39. Socket Example : FTP

Server

--------

void SendFile()

{

 #define PORT 34000 /// Select any free port you wish

 AfxSocketInit(NULL);

 CSocket sockSrvr; 

 sockSrvr.Create(PORT); // Creates our server socket

 sockSrvr.Listen(); // Start listening for the client at PORT

 CSocket sockRecv;

 sockSrvr.Accept(sockRecv); // Use another CSocket to accept the connection

 CFile myFile;

 myFile.Open("C:\\ANYFILE.EXE", CFile::modeRead | CFile::typeBinary); 

 int myFileLength = myFile.GetLength(); // Going to send the correct File Size

 sockRecv.Send(&myFileLength, 4); // 4 bytes long

 byte* data = new byte[myFileLength]; 

 myFile.Read(data, myFileLength);

 sockRecv.Send(data, myFileLength); //Send the whole thing now

 myFile.Close();

 delete data;

 sockRecv.Close();

}

Client

--------

void GetFile()

{

 #define PORT 34000 /// Select any free port you wish

 AfxSocketInit(NULL);

 CSocket sockClient;

 sockClient.Create();

 // "127.0.0.1" is the IP to your server, same port

 sockClient.Connect("127.0.0.1", PORT); 

 int dataLength;

 sockClient.Receive(&dataLength, 4); //Now we get the File Size first

 byte* data = new byte[dataLength];

 sockClient.Receive(data, dataLength); //Get the whole thing

 CFile destFile("C:\\temp\\ANYFILE.EXE", 

  CFile::modeCreate | CFile::modeWrite | CFile::typeBinary);

 destFile.Write(data, dataLength); // Write it

 destFile.Close();

 delete data;

 sockClient.Close();

}

40. Create A HOT KEY for a Dialog based Application

// Header file declaration 


UINT m_nIDHotkey1;


UINT m_nIDHotkey2;

///  Source file 

….m_nIDHotkey1(777),m_nIDHotkey2(888) // Initializing in the constructor

RegisterHotKey(AfxGetMainWnd()->m_hWnd,m_nIDHotkey1,MOD_CONTROL |MOD_SHIFT,'P');

RegisterHotKey(AfxGetMainWnd()->m_hWnd,m_nIDHotkey2,MOD_CONTROL |MOD_SHIFT,'I');

// Handle this message P.Ekkoratha


ON_MESSAGE(WM_HOTKEY,OnHotkey)

………

LRESULT CTheEmbedderDlg::OnHotkey(WPARAM wp, LPARAM lp)

{
 //  User clicked Ctrl + shift + P  


if (wp == m_nIDHotkey1)   //.. do the necessary operations.

              If (wp== m_nIDHotkey2)… do necessary operations.


41. Adding Menu item in SysMenu

BOOL CTheEmbedderDlg::OnInitDialog()

{


CDialog::OnInitDialog();


ASSERT((IDM_ABOUTBOX & 0xFFF0) == IDM_ABOUTBOX);


ASSERT(IDM_ABOUTBOX < 0xF000);


CMenu* pSysMenu = GetSystemMenu(FALSE);


if (pSysMenu != NULL)


{



CString strAboutMenu;



strAboutMenu.LoadString(IDS_ABOUTBOX);



if (!strAboutMenu.IsEmpty())



{




pSysMenu->AppendMenu(MF_SEPARATOR);



pSysMenu->AppendMenu(MF_STRING, IDM_ABOUTBOX, strAboutMenu);




pSysMenu->AppendMenu(MF_SEPARATOR);




pSysMenu->AppendMenu(MF_STRING, ID_HELLO,_T("Hello"));



}

void CTheEmbedderDlg::OnSysCommand(UINT nID, LPARAM lParam)

{

   if (nID  == ID_HELLO)  

   MessageBox(_T("Hi \nJust to test it"),  _T("Information"),MB_OK); 

42. To display the text directly on the Desktop

CWnd *p;

p=AfxGetMainWnd()->GetDesktopWindow();

CClientDC dc(p);

dc.SetTextColor(RGB(rand()%255,rand()%255,rand()%255));

dc.TextOut(rand()%::GetSystemMetrics(SM_CXSCREEN),



rand()%::GetSystemMetrics(SM_CYSCREEN),"PRASANTH");
43. To play a AVI file  on the Desktop

CWnd *p;

p=AfxGetMainWnd()->GetDesktopWindow();

hwnd = MCIWndCreate(p->m_hWnd,AfxGetApp()->m_hInstance     , dwMCIWndStyle,NULL );

MCIWndOpen(hwnd, "debug\\Globe.avi", NULL);   // new device in window 

   MCIWndPlay(hwnd);


44. Windows 3.1 style Common Dialog Box

CFileDialog flg(TRUE,"*.bmp (Bitmap Files)|*.bmp||");


flg.m_ofn.Flags &= ~OFN_EXPLORER;


flg.m_ofn.lpstrTitle="Prasanth";


if(flg.DoModal()==IDOK)


{



MessageBox(flg.GetPathName());



m_pImage->Load(flg.GetPathName());



CString str;



str.Format("%d",m_pImage->GetNumBits());



m_edit=str;



UpdateData(FALSE);


}
45. Access Child Process Exit Code from 32-Bit Parent Proc.
   #include <windows.h>

   #include <stdio.h>

   void main(void)

   {

      PROCESS_INFORMATION pInfo;

      STARTUPINFO         sInfo;

      DWORD               exitCode;

      sInfo.cb              = sizeof(STARTUPINFO);

      sInfo.lpReserved      = NULL;

      sInfo.lpReserved2     = NULL;

      sInfo.cbReserved2     = 0;

      sInfo.lpDesktop       = NULL;

      sInfo.lpTitle         = NULL;

      sInfo.dwFlags         = 0;

      sInfo.dwX             = 0;

      sInfo.dwY             = 0;

      sInfo.dwFillAttribute = 0;

      sInfo.wShowWindow     = SW_SHOW;

      if (!CreateProcess(NULL, "command.com /c dir c:\\*.bat",

                         NULL, NULL, FALSE, 0, NULL, NULL, &sInfo, &pInfo)) 

     {

         printf("ERROR: Cannot launch child process\n");

         exit(1);

      }

      // Give the process time to execute and finish

      WaitForSingleObject(pInfo.hProcess, 5000L);

      if (GetExitCodeProcess(pInfo.hProcess, &exitCode))

      {

         switch(exitCode)

         {

            case STILL_ACTIVE: printf("Process is still active\n");

                               break;

            default:           printf("Exit code = %d\n", exitCode);

                               break;

         }

      }

      else

         printf("GetExitCodeProcess() failed\n");

  }///  End of the Program

/////////************///////////////

void main( VOID )

{

    STARTUPINFO si;

    PROCESS_INFORMATION pi;

    ZeroMemory( &si, sizeof(si) );

    si.cb = sizeof(si);

    // Start the child process. 

    if( !CreateProcess( NULL, // No module name (use command line). 

        "MyChildProcess", // Command line. 

        NULL,             // Process handle not inheritable. 

        NULL,             // Thread handle not inheritable. 

        FALSE,            // Set handle inheritance to FALSE. 

        0,                // No creation flags. 

        NULL,             // Use parent's environment block. 

        NULL,             // Use parent's starting directory. 

        &si,              // Pointer to STARTUPINFO structure.

        &pi )             // Pointer to PROCESS_INFORMATION structure.

    ) 

    {

        ErrorExit( "CreateProcess failed." );

    }

    // Wait until child process exits.

    WaitForSingleObject( pi.hProcess, INFINITE );

    // Close process and thread handles. 

    CloseHandle( pi.hProcess );

    CloseHandle( pi.hThread );

}


46. Creating a Simple Browser like (IE or Netscape)

Take a Dialog based Application using MFCAppWiz, With ActiveX check box checked

Now from Project (Add to Project  (Components and Controls( Registered Controls Folder

Select Microsoft Browser Control

Click the Control and place it on the Dialog .  Add a member Variable to the Browser control

CWebBrowser2
m_web;

Place a EditBox and ComboBox Varaibles for

Control  


  Name
         Class      

EditBox 


            – m_strPath       - CString

ComboBox 


– m_combo 

- CcomboBox

Place a Button name it Connect and assign a event to it OnButConnect()

OnButConnect()

{

UpdateData(TRUE);

if(!m_strPath.IsEmpty())

{


m_web.Navigate("http://www."+m_strPath,0,0,0,0);



m_combo.AddString("http://www."+m_strPath);

}

else

{


CString str;


m_combo.GetLBText(m_combo.GetCurSel(),str);


m_web.Navigate(str,0,0,0,0);


}

 }

//Similarly Place Back, Next, Refresh, Stop Buttons

OnButNext (){m_web.GoForward()}

OnButBack (){m_web.GoBack()}

OnButStop(){m_web.Stop()}

OnButRefresh(){m_web.Refresh()}


47. Example on Worker threads

UINT ThreadProcess(LPVOID lpparam);

BOOL m_bActive;

void CCommandlineDlg::OnButStart() 

{

m_bActive=TRUE;


AfxBeginThread(ThreadProcess,this);

}

void CCommandlineDlg::OnButStop() 

{



m_bActive=FALSE;

}

UINT ThreadProcess(LPVOID lpparam)

{

CCommandlineDlg *dlg=(CCommandlineDlg *)lpparam;

HDC hdc;

int y=10;

for(;m_bActive;)

{


CTime tm = CTime::GetCurrentTime();

CString str;


str=tm.Format("%H  %M  %S");


dlg->m_edit1.SetWindowText(str);


hdc=::GetDC(dlg->m_hWnd);


int dx= rand()%::GetSystemMetrics(SM_CXSCREEN);


int dy= rand()%::GetSystemMetrics(SM_CYSCREEN);


//TextOut(hdc,dx,dy,(LPCTSTR) str,str.GetLength());


Ellipse(hdc,dx,dy,dx+20,dy+20);

//
dlg->memdc.TextOut(100,100+y,str);


y+=12;


Sleep(100);


::ReleaseDC(dlg->m_hWnd,hdc);

}

return 0;

}


48. To Create child Dialogs in a main dialogs

  Take a Dialog based app  (Main – project name)

       Insert a Dialog going to Resource tab 

                     IDD_DIALOG1 dialog class name CFirst 

                         Property check the Control property of the Dialog (IDD_DIALOG1)

  Now declare a variable is MainDlg.h

           #include “first.h”

   class CMainDlg :public CDialog

{

  CFirst myDialog;

…

MainDlg.cpp

BOOL CMainDlg::OnInitDialog()

{

   myDialog.Create(IDD_DIALOG1,this);

   myDialog.ShowWindow(1);

49. Read from Bitmap File  & Display it

void CEpdlDlg::OnButLoad()    ///Load Button 

{

HANDLE hImage;

DIBSECTION ds;

int cx , cy;

CString str;

CFileDialog dlg(TRUE,"*.BMP",NULL,OFN_HIDEREADONLY | OFN_OVERWRITEPROMPT,


"Bitmap Files (*.bmp)|*.bmp|DIB Files (*.dib)|*.dib|All Files (*.*)|*.*||",NULL);

if (dlg.DoModal()==IDOK)

{

str=dlg.GetPathName();

hImage=LoadImage(NULL,str,

IMAGE_BITMAP,0,0,LR_LOADFROMFILE|LR_CREATEDIBSECTION);

  if(hImage!=NULL)

  {

 CDC Memdc;

 CClientDC dc(this);

 GetObject(hImage,sizeof(ds),&ds);

 cx=ds.dsBmih.biWidth;

 cy=ds.dsBmih.biHeight;

 Memdc.CreateCompatibleDC(&dc);

 Memdc.SelectObject(hImage);

 dc.BitBlt(0,0,cx,cy,&Memdc,0,0,SRCCOPY);

 }

}

}


50. Programming the RADIO BUTTON

Take a Dialog based Application with Three Edit boxes, a Button Caption –Compute  IDC_COMPUTE (BN_BLICKED   -OnCompute), And a group box , Place 4 Radio Buttons in it 

Note: Check the First Radio Button (IDC_RADIO1) Group Box (Group property checked)

IDC_LEFT 
m_dLeft 
double

IDC_RIGHT 
m_dRight 
double

IDC_RESULT 
m_dResult 
double

IDC_RADIO1 

m_nOperation 
int

void CRead_Data_From_FILEDlg::OnButCompute() 

{

UpdateData(TRUE);

switch(m_nOperation)

{

case 0:m_dResult=m_dLeft+m_dRight;
break;

case 1:m_dResult=m_dLeft-m_dRight;
break;

case 2:m_dResult=m_dLeft*m_dRight;
break;

case 3:m_dResult=m_dLeft/m_dRight;
break;

}

UpdateData(FALSE);

}


51. Dragging a Dialog by Dragging it anywhere

void CLAxepDlg::OnLButtonDown(UINT nFlags, CPoint point) 

{

PostMessage(WM_NCLBUTTONDOWN,HTCAPTION,MAKELPARAM(point.x,point.y));

CDialog::OnLButtonDown(nFlags, point);

}


52. To get Display Settings (Control Panel)

system(“CONTROL.EXE desk.cpl”);

53. To get Internet Settings like IE

WinExec(0,"control.exe","inetcpl.cpl",SW_SHOW); 

ShellExecute(0, "open", "control.exe", "inetcpl.cpl", ".", SW_SHOW);


54. How do I move start button on the taskbar?

 

Ans: Create a dialog based application and add following variables to the dialog class.

int m_maxX ;
CWnd* m_pWndStart,*m_parent ;
CRect rect ;
The Start button on the task bar is a control, and a control is nothing but a window. The start button belongs to the Window class Shell_TrayWnd. 

BOOL CMyDialog::OnInitDialog( )
{
//AppWizard generated code
m_parent = FindWindow ( "Shell_TrayWnd", "" ) ; 
if ( m_parent ) 
{
m_pWndStart = m_parent -> GetWindow ( GW_CHILD ) ; 
}
if ( m_pWndStart == NULL ) 
PostMessage ( WM_CLOSE ) ;
else 
{
m_pWndStart -> GetWindowRect ( &rect ) ; 
m_parent -> ScreenToClient ( &rect ) ; 
SetTimer ( 1, 0, NULL ) ; 
}
m_maxX  = ::GetSystemMetrics ( SM_CXSCREEN ) ;
return TRUE ;
}
The function CWnd::FindWindow( ) identifies the window with the class Shell_TrayWnd. Then to get the pointer to the window we have called function CWnd::GetWindow( ). Next, to move the button, we require to know the screen coordinates of the upper-left and lower-right corners of the start button. This is achieved by calling CWnd::GetWindowRect( ) function. These coordinates are then converted to the client coordinate as they are required to place the start button at new place. Then to move start button we should know the maximum width (in terms of pixels) of the display monitor. The function GetSystemMetrics( ) would give us the width of the screen. Then we have called a timer, that would move the start button

CMyDialog::OnTimer ( UINT nIDEvent ) 
{
rect.OffsetRect ( 1, 0 ) ; 
if ( rect.left >= m_maxX ) 
rect.left = 2 ;
m_pWndStart -> SetWindowPos ( &wndTop,  rect.left,  rect.top,  0,  0,  SWP_NOSIZE | 
SWP_SHOWWINDOW | SWP_FRAMECHANGED ) ;
}
The function CRect::OffsetRect( ) would move the Start button by one unit to the right (of start button on the taskbar). CWnd::SetWindowPos( ) would change the position of the window. 


55. Check whether a system is WinNT

BOOL IsNT() 

{ 

    OSVERSIONINFO          osvi; 

    osvi.dwOSVersionInfoSize = sizeof(OSVERSIONINFO); 

    GetVersionEx(&osvi); 

    return (osvi.dwPlatformId == VER_PLATFORM_WIN32_NT)  ?TRUE: FALSE; 

 }
56. Set Color to Text , dialog and different controls

CListExDlg::CListExDlg(CWnd* pParent /*=NULL*/)


: CDialog(CListExDlg::IDD, pParent)

{


m_hIcon = AfxGetApp()->LoadIcon(IDR_MAINFRAME);


m_bkDlgBrush.CreateSolidBrush(RGB(79,171,179));


m_bkBrush.CreateSolidBrush(RGB(0,0,0));

}

HBRUSH CListExDlg::OnCtlColor(CDC* pDC, CWnd* pWnd, UINT nCtlColor) 

{


HBRUSH hbr = CDialog::OnCtlColor(pDC, pWnd, nCtlColor);


if (pWnd->GetDlgCtrlID ()==IDC_SOURCE_LBL)


{



pDC->SetTextColor(RGB(255,0,0));



pDC->SetBkMode (TRANSPARENT);



//return (HBRUSH)(m_bkBrush.GetSafeHandle ());



return  (HBRUSH)::GetStockObject(HOLLOW_BRUSH);


}


if (pWnd->GetDlgCtrlID ()==IDC_PATH_LBL)


{



pDC->SetTextColor(RGB(0,0,255));



pDC->SetBkMode (TRANSPARENT);



//return (HBRUSH)(m_bkBrush.GetSafeHandle ());



return  (HBRUSH)::GetStockObject(HOLLOW_BRUSH);


}


if (pWnd->GetDlgCtrlID()==IDC_PATH_TXT)


{



pDC->SetTextColor(RGB(255,255,255));



pDC->SetBkColor(RGB(0,0,0));



return (HBRUSH)(m_bkBrush.GetSafeHandle ());


}


if (nCtlColor == CTLCOLOR_DLG)return (HBRUSH)(m_bkDlgBrush.GetSafeHandle ());


return hbr;

}
57. ANITMATED TRAY ICON

This article explains how to animate an icon in the Shell tray and assign dynamically changing tooltips for each icon phase. So the end result will be that your icon can now visually indicate what your application is currently doing along with corresponding tooltip descriptions. User notifications like left click and right click on the icon are also handled. The Windows NT  resource usage indicator on the Shell Tray is a wonderful example of animating icons on the Shell Tray. Let's animate now !. 

Step 1: (Setting up the data for the animation) 
The first step involves setting up well organized arrays that kind of keep track of the icons lined up for animation along with their tooltip description strings. Also define a user defined notification that will let you know if the user clicked on the animating icon. Swing by at your resource editor and create all the icons that you need and give them the same ids specified in the array.

#define NUM_ICONS_IN_ANIMATION 5

static int iconResourceArray[NUM_ICONS_IN_ANIMATION] =

{ IDI_ICON1, IDI_ICON2, IDI_ICON3, IDI_ICON4, IDI_ICON5 };

static CString strToolTipArray[NUM_ICONS_IN_ANIMATION] = 

{ 

 CString("Resource Usage = 20%") ,

 CString("Resource Usage = 40%") ,

 CString("Resource Usage = 60%") ,

 CString("Resource Usage = 80%"),

 CString("Resource Usage = 100%") }; 

#define MYMSG_NOTIFYICON (WM_USER + 100)

Step 2:(Adding an useful helper function)
Take a look at this useful helper function below that wraps up the Shell_NotifyIcon call. The first  parameter indicates to the helper whether you need to add,delete, or modify an icon in the Shell Tray by specifying NIM_ADD, NIM_DELETE, or NIM_MODIFY. The second parameter indicates the index of the icon in the array that you set up in Step 1. The third parameter indicates the tooltip string for the currently displayed icon.

void CShellAnimDlg::InstallAnimatedIcon(DWORD dwMsgType,UINT nIndexOfIcon, CString strToolTip)

{


//Load the specified icon from the array

HICON hIconAtIndex = AfxGetApp()->LoadIcon(iconResourceArray[nIndexOfIcon]);


///Fill up the NOTIFYICONDATA Structure


NOTIFYICONDATA iconData;


iconData.cbSize

= sizeof(NOTIFYICONDATA);


iconData.hWnd

= GetSafeHwnd();  //window's handle


iconData.uID


= 100 ;  //identifier


iconData.uFlags

= NIF_MESSAGE|NIF_ICON|NIF_TIP; 


iconData.uCallbackMessage
= MYMSG_NOTIFYICON; 


iconData.hIcon

= hIconAtIndex;    //icon handle   


//Fill up tool tip

LPCTSTR lpszToolTip = strToolTip.GetBuffer(strToolTip.GetLength());


lstrcpyn(iconData.szTip,lpszToolTip,strlen(lpszToolTip)+1);


//Tell the shell what we intend doing

//Add,Delete,Modify ---> NIM_ADD,NIM_DELETE, NIM_MODIFY in dwMsgType


Shell_NotifyIcon(dwMsgType, &iconData); 


//Resources are precious !


if (hIconAtIndex)



DestroyIcon(hIconAtIndex);

}
Step 3: (Animating the icon)
Whenever you need to start the animation, begin by adding an icon first on the tray by calling the helper function with NIM_ADD. Subsequently, cycle through the animation by calling NIM_MODIFY. The following code which is a dialog based application adds the first icon in OnInitDialog() and then sets up a timer that cycles through the animation.

BOOL CShellAnimDlg::OnInitDialog()

{

    CDialog::OnInitDialog();

    ///usual initialization goes here   


    int nIndexFirstIcon = 0;

    InstallAnimatedIcon(NIM_ADD,nIndexFirstIcon,strToolTipArray[nIndexFirstIcon]);

    SetTimer(1,1000,NULL);

    return TRUE; // return TRUE unless you set the focus to a control

}

void CShellAnimDlg::OnTimer(UINT nIDEvent) 

{


// TODO: Add your message handler code here and/or call default


static int nCounter = 0;

InstallAnimatedIcon(NIM_MODIFY,nCounter,strToolTipArray[nCounter]);


m_nCounter = nCounter; //Store it here to keep track of 





//the last displayed icon


nCounter++;


nCounter = nCounter%(NUM_ICONS_IN_ANIMATION);


CDialog::OnTimer(nIDEvent);

}
Please Note: You may need to get the last icon off the tray when the application closes. So make sure you get the icon off the tray when your application closes by calling:

KillTimer(1);

InstallAnimatedIcon(NIM_DELETE,m_nCounter,"");
 

Step 4: (Handling notifications)
We now  need to keep track of  user actions on our icon.. Remember the user defined message id MYMSG_NOTIFYICON that we passed for callback notification to the NOTIFYICONDATA structure in the helper function. Well, the icon posts a message whenever the user performs an action on the icon. We are interested only on mouse clicks and so let's handle them. Firstly, go ahead and define a user defined message as shown in step 1. Once you're done with that , map the message handler to a function as shown below.

afx_msg void OnHandleIconNotify(UINT wParam, LONG lParam);                //function to handle notifications
ON_MESSAGE(MYMSG_NOTIFYICON,OnHandleIconNotify)      //message mapped to function
void CShellAnimDlg::OnHandleIconNotify(UINT wParam, LONG lParam)

{

    CString strTest;

    CString strCurrPosition(strToolTipArray[m_nCounter]);

    switch (lParam)

        {

        case WM_LBUTTONDOWN:

            break;

        case WM_RBUTTONDOWN:

            break;

        case WM_LBUTTONDBLCLK:

            ///Do whatever you need to do when the click occured

            //Current icon animation position is at m_nCounter

        default:

            break;

        }

}
 

You now have your animated icon cycling through it's phases on the Shell Tray with different tool tips depending on the icon position in the cycle order.

58. How do I create a toolbar/status bar in a dialog?

There's a sample in the Microsoft Software Library, DLGCBR, that demonstrates how to do this. Basically there's four steps, outlined and then coded below.

To add a control bar to a dialog, you must create the control bar as usual and then make room for the control bar within the client area of the dialog. For the control bar to function properly, the dialog must duplicate some of the functionality of frame windows. If you want ON_UPDATE_COMMAND_UI handlers to work for the control bars, you also need to derive new control bar classes, and handle the WM_IDLEUPDATECMDUI message. If your dialog is not the main window of your application, you will also need to modify its parent frame window to pass the WM_IDLEUPDATECMDUI message on to the dialog's control bars.

To make room for a control bar within the client area of the dialog, follow these steps in your dialog's OnInitDialog() function: 

1. Create the control bars:

CRect rcClientStart;

CRect rcClientNow;

GetClientRect(rcClientStart);

RepositionBars(AFX_IDW_CONTROLBAR_FIRST,

AFX_IDW_CONTROLBAR_LAST,,reposQuery,rcClientNow);

2. Figure out how much room the control bars will take by using the reposQuery option of RepositionBars():

CPoint ptOffset(rcClientStart.left - rcClientNow.left,

rcClientStart.top - rcClientNow.top);

ptOffset.y += ::GetSystemMetrics(SM_CYMENU);

CRect rcChild;

CWnd* pwndChild = GetWindow(GW_CHILD);

while (pwndChild)

{

pwndChild->GetWindowRect(rcChild);

rcChild.OffsetRect(ptOffset);

pwndChild->MoveWindow(rcChild, FALSE);

pwndChild = pwndChild->GetNextWindow();

}

3. Move all the controls in your dialog to account for space used by control bars at the top or left of the client area. If your dialog contains a menu, you also need to account for the space used by the menu.

4. Increase the dialog window dimensions by the amount of space used by the control bars:
CRect rcWindow;

GetWindowRect(rcWindow);

rcWindow.right += rcClientStart.Width() - rcClientNow.Width();

rcWindow.bottom += rcClientStart.Height() - rcClientNow.Height();

MoveWindow(rcWindow, FALSE);

Position the control bars using RepositionBars(). 

To update the first pane of a status bar with menu item text, you must handle WM_MENUSELECT, WM_ENTERIDLE, and WM_SETMESSAGESTRING in your dialog class. You need to duplicate the functionality of the CFrameWnd handlers for these messages. See the CModelessMain class in the sample program for examples of these message handlers.

To allow ON_UPDATE_COMMAND_UI handlers to work for other status bar panes and for toolbar buttons, you must derive new control bar classes and implement a message handler for WM_IDLEUPDATECMDUI. This is necessary because the default control bar implementations of OnUpdateCmdUI() assume the parent window is a frame window. However, it doesn't do anything but pass the parent window pointer on to a function that only requires a CCmdTarget pointer. Therefore, you can temporarily tell OnUpdateCmdUI() that the parent window pointer you are giving it is a CFrameWnd pointer to meet the compiler requirements. Here's an example:

LRESULT CDlgToolBar::OnIdleUpdateCmdUI(WPARAM wParam,LPARAM lParam)

{

    if (IsWindowVisible())

    {

        CFrameWnd* pParent = (CFrameWnd*)GetParent();

        if (pParent)

            OnUpdateCmdUI(pParent, (BOOL)wParam);

    }

    return 0L;

}
To pass WM_IDLEUPDATECMDUI messages on to dialogs other than the main window, save dialog pointers in your frame window class and create a WM_IDLEUPDATECMDUI handler in that class. The handler should send the WM_IDLEUPDATECMDUI message on to the dialog child windows by using CWnd::SendMessageToDescendants(). Then perform default processing for the message within the frame window.
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59 .ListBox multiple selection


CListBox 
m_wndList

    int iCount = m_wndList.GetSelCount();

    if (iCount <= 0) return ; // nothing to drag


int* pItems = new int [iCount];

    m_wndList.GetSelItems(iCount, pItems);

  for (int i=0; i<iCount; i++)

  {

        CString* pStr = new CString;

        m_wndList.GetText(pItems[i], *pStr);



MessageBox(*pStr);

    }

    delete pItems;    // Done with item list.

60. Ownerdraw List box

///////////////////////////////////////////////////////////////////

// COwnerDrawListBox message handlers

void COwnerDrawListBox::DrawItem(LPDRAWITEMSTRUCT lpDrawItemStruct) 

{


CDC* pDC = CDC::FromHandle(lpDrawItemStruct->hDC);

int Index = (int)lpDrawItemStruct->itemData; // RGB in item data


// White space


CRect rcItem(lpDrawItemStruct->rcItem);


rcItem.right /= 5;


rcItem.InflateRect(-2, -2);


CChildFrame* pChild = (CChildFrame*)(((CMainFrame*)(AfxGetApp()->m_pMainWnd))->MDIGetActive());

CRTDemoView* pView = ((CRTDemoView*)pChild->m_wndSplitter.GetPane(0, 0));


pView->GetColorAndName(Index, m_nColor, m_szName); 


// Paint the color item in the color requested


CBrush brush(m_nColor);


pDC->FillRect(rcItem, &brush);

pDC(Draw3dRect(rcItem,GetSysColor(COLOR_BTNHILIGHT),GetSysColor(COLOR_BTNSHADOW));


int bm  = pDC->SetBkMode(TRANSPARENT);


pDC->TextOut( rcItem.right + 10, rcItem.top + 2, m_szName);


pDC->SetBkMode(bm);


// Focus rect


if (lpDrawItemStruct->itemAction & ODA_FOCUS)



pDC->DrawFocusRect(&lpDrawItemStruct->rcItem);

}

int COwnerDrawListBox::CompareItem(LPCOMPAREITEMSTRUCT lpCompareItemStruct) 

{


int Index1 = (int)lpCompareItemStruct->itemData1;


int Index2 = (int)lpCompareItemStruct->itemData2;


if (Index1 > Index2)
return 1;


else if (Index1 == Index2)
return 0;       // exact match


else
return -1;

}

#define COLOR_ITEM_HEIGHT   20

void COwnerDrawListBox::MeasureItem(LPMEASUREITEMSTRUCT lpMeasureItemStruct)

{


// all items are of fixed size


// must use LBS_OWNERDRAWVARIABLE for this to work


lpMeasureItemStruct->itemHeight = COLOR_ITEM_HEIGHT;

}

61. Create DSN dynamically

SQLConfigDataSource is the API, which helps in creating DSN on fly

62. OnGetDlgCode 
CWnd::OnGetDlgCode  

afx_msg UINT OnGetDlgCode( );

Return Value :One or more of the following values, indicating which type of input the application processes: 

· DLGC_BUTTON   Button (generic).

· DLGC_DEFPUSHBUTTON   Default pushbutton.

· DLGC_HASSETSEL   EM_SETSEL messages.

· DLGC_UNDEFPUSHBUTTON   No default pushbutton processing. (An application can use this flag with DLGC_BUTTON to indicate that it processes button input but relies on the system for default pushbutton processing.)

· DLGC_RADIOBUTTON   Radio button.

· DLGC_STATIC   Static control.

· DLGC_WANTALLKEYS   All keyboard input.

· DLGC_WANTARROWS   Arrow keys.

· DLGC_WANTCHARS   WM_CHAR messages.

· DLGC_WANTMESSAGE   All keyboard input. The application passes this message on to the control.

· DLGC_WANTTAB   TAB key. 

Remarks

Normally, Windows handles all arrow-key and TAB-key input to a CWnd control. By overriding OnGetDlgCode, a CWnd control can choose a particular type of input to process itself. 

The default OnGetDlgCode functions for the predefined control classes return a code appropriate for each class.

63. Accessing Doc and View objects from anywhere

CFrameWnd* pFrame = DYNAMIC_DOWNCAST(CFrameWnd , 

AfxGetApp()->m_pMainWnd);


if (pFrame==NULL)


{



MessageBox(NULL,"pFrame = NULL Error...",MB_OK);



return NULL ;


}

CDocument *pDoc = pFrame->GetActiveDocument ();

CSDITestAppDoc *pMyDoc =DYNAMIC_DOWNCAST(CSDITestAppDoc , pDoc); 


return pMyDoc;

64. Calling Font dialog box


LOGFONT lf;

//m_font.CreatePointFont(220, "Arial Black");// in OnInitDialog


m_font.GetLogFont(&lf);


CFontDialog
dlg(&lf);


if(dlg.DoModal()==IDOK)


{



dlg.GetCurrentFont(&lf);



m_font.DeleteObject();



VERIFY(m_font.CreateFontIndirect(&lf));



GetMyDocument()->m_ctl.setFont (&m_font);


}


65. SPEECH SAPI example

#include <objbase.h>

#include <sapi.h>

setting : 

preprocessors - C:\Program Files\Microsoft Speech SDK5.0\Include

place the SAPI.LIB path…

OnButSpeak() 

{


if( FAILED(CoInitialize(NULL)) ) return;


ISpVoice *g_cpTTSVoice; // Global pointer to TTS object

if( SUCCEEDED( CoCreateInstance( CLSID_SpVoice, 

NULL, CLSCTX_INPROC, IID_ISpVoice, (void**)&g_cpTTSVoice)))




g_cpTTSVoice->AddRef();


else




g_cpTTSVoice = NULL;


if( g_cpTTSVoice != NULL )


{

HRESULT hr = g_cpTTSVoice->Speak( L"Hello world.", SPF_ASYNC,NULL );


}


if( g_cpTTSVoice != NULL )


{


   g_cpTTSVoice->Release();


   g_cpTTSVoice = NULL;


}

}

66. How do I add a toolbar to the child window of an MDI app?



Ans: Follow the steps given below to add a toolbar in the child window of an MDI application.

Create an MDI application with a Doc/View support. 

Add a data member m_wndtoolbar of the class CToolBar to the CChildFrame class. 

Create a new toolbar IDR_MAINFRAME1 in the resource editor. 

Add OnCreate( ) handler to the CChildFrame class and enter following code to this handler. 

int CChildFrame::OnCreate ( LPCREATESTRUCT lpCreateStruct ) 
{ 

//AppWizard generated code
m_wndtoolbar.Create ( this ) ;
m_wndtoolbar.LoadToolBar ( IDR_MAINFRAME1 ) ;
m_wndtoolbar.SetBarStyle ( m_wndtoolbar.GetBarStyle( ) | CBRS_TOOLTIPS |  

CBRS_FLYBY | CBRS_SIZE_DYNAMIC ) ; 

return 0 ; 

} 

·  Add command handlers for the buttons of the newly created toolbar. 

67. Resizing the SDI application 

BOOL CMainFrame::PreCreateWindow(CREATESTRUCT& cs)

{// Size the window to 1/3 screen size and center it

          cs.cy = ::GetSystemMetrics(SM_CYSCREEN) / 4;

          cs.cx = ::GetSystemMetrics(SM_CXSCREEN) / 2;

          cs.y = ((cs.cy * 3) - cs.cy) / 2;

          cs.x = ((cs.cx * 3) - cs.cx) / 2;


if( !CFrameWnd::PreCreateWindow(cs) )



return FALSE;


return TRUE;

}

68. GetMessagePos

The GetMessagePos function returns a long value that gives the cursor position in screen coordinates. This position is the point occupied by the cursor when the last message retrieved by the GetMessage function occurred. 

CPoint pt = GetMessagePos();

69. Creating a CWnd control

derive a class from CWnd…

set a method called Create…and call the CreateEx API…

BOOL CTimeLineCtrl::Create(DWORD dwStyle, 

const RECT& rect, CWnd* pParentWnd) 

{

static CString className = AfxRegisterWndClass(CS_HREDRAW|CS_VREDRAW);

BOOL bRet = CWnd::CreateEx(WS_EX_TRANSPARENT,

className,

NULL,

dwStyle ,

rect.left ,rect.top ,

rect.right -rect.left ,

rect.bottom -rect.top , 

pParentWnd->GetSafeHwnd (),

NULL);


return bRet;

}
if using a SDI app…call in Cviews OnCreate method…

int CTimelineExView::OnCreate(LPCREATESTRUCT lpCreateStruct) 

{


if (CView::OnCreate(lpCreateStruct) == -1)



return -1;


// Create the list control.  Don't worry about specifying


// correct coordinates.  That will be handled in OnSize()



// Create the style


DWORD dwStyle = WS_CHILD | WS_VISIBLE | WS_TABSTOP ;


BOOL bResult = GetDocument()->m_TLCtrl.Create(dwStyle, CRect(0,0,0,0),  this); 


return bResult;

}

void CTimelineExView::OnSize(UINT nType, int cx, int cy) 

{


CView::OnSize(nType, cx, cy);



if (::IsWindow(GetDocument()->m_TLCtrl.m_hWnd))



GetDocument()->m_TLCtrl.MoveWindow(0, 0, cx, cy, TRUE);

}
70. 256  color BITMAP toolbar

I have a problem I cannot find the answer for. Please tell me why the MFC toolbars and views (CListView, for example) do not display the 256-color icons and bitmaps I create in my resources. Instead they are all displayed as 16-color icons or bitmaps. Many Windows-based programs including Explorer, Microsoft® Internet Explorer, and others display full-color toolbars and icons. Please help!
	A


 Toolbars and list views both store their images in image lists. An image list is just what it sounds like: a list of images. Only the "list" isn't a linked list, it's a long bitmap that holds all the images, one after another. Say you have seven 20Ą20 icons. The image list holds them as one 140Ą20 bitmap (7Ą20 = 140). The bitmap can have as many color planes as you want; but you have to tell the image list how many colors to use when you create it. By default, you get 16. And when MFC loads your toolbar bitmap, it uses an internal function, AfxLoadSysColorBitmap, that presumes 16 colors. To get around MFC, you have to replace the bitmap; to do that, you have to get at the image list.
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Figure 5 Pretty Toolbar

      I wrote a little app, TBColor, that shows how. TBColor is a plain, normal, ordinary, boring—did I say pedestrian?—MFC application with a pretty toolbar. Figure 5 tells the story. The buttons don't do much: any one you press brings up the About dialog. But how do the buttons get 256 colors? It all happens in CMainFrame::OnCreate (see Figure 6).
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Figure 7 The Bitmap

      The first step is to make sure you load your toolbar bitmap using ::LoadImage. This handy multipurpose function can load cursors, icons, and bitmaps. In the case of bitmaps, it will even (if you ask nicely) map certain colors in your bitmap to the current screen colors. For example, TBColor's toolbar bitmap (see Figure 7) uses RGB(192,192,192) for the background; LoadImage with LR_LOADMAP3DCOLORS maps this to whatever the actual 3D face color (GetSysColor(COLOR_3DFACE)) happens to be on your system.
HBITMAP hbm = (HBITMAP)::LoadImage(AfxGetInstanceHandle(),

   MAKEINTRESOURCE(IDR_MAINFRAME),   IMAGE_BITMAP,

   0,0, // cx, cy

   LR_CREATEDIBSECTION | LR_LOADMAP3DCOLORS );
      LoadImage returns a handle to the bitmap (HBITMAP), but MFC likes CBitmaps better, so the next thing is to create one and attach your handle to it.

CBitmap bm;

bm.Attach(hbm);
      Now that you have a CBitmap, you can create a new image list from it.

m_ilToolBar.Create(20,20,ILC_COLOR8,4,4);

m_ilToolBar.Add(&bm,(CBitmap*)NULL);
m_ilToolBar is a CMainFrame member and ILC_COLOR8 is the magic flag that says: create an 8-bit paletted bitmap—that is, one with 256 colors. You can even create a bitmap with 24-bit color if you like—but keep in mind LR_LOADMAP3DCOLORS only works with paletted bitmaps, a little secret mommy never told you. In any case, once you've made your image list your way, the final step is to serve it to the toolbar.

m_wndToolBar.GetToolBarCtrl().

   SetImageList(&m_ilToolBar);
Pretty simple, once you know the voodoo. I never actually tried it, but the same technique should work with list views and rebars and any other control that uses image lists. Now, go forth and unleash your inner Kandinsky!

71 . Add ICON to buttons

HICON hIco = (HICON) LoadImage ( AfxGetResourceHandle(),"MyIcon.ico", IMAGE_ICON, cx, cy,LR_LOADFROMFILE );


or

HICON hIco = (HICON) LoadImage( AfxGetInstanceHandle(), MAKEINTRESOURCE(IDI_ICON1),IMAGE_ICON, cx, cy,LR_DEFAULTCOLOR );

static_cast<CButton*>( GetDlgItem( IDOK ) )->SetIcon( hIco );

72. CString to char string 

char *szDest =  m_strDestination.GetBuffer(BUFFERSIXE);

73. Multiple Document , Multiple Template , Multiple View – MDI

· Select a MDI app from the APP WIZ

· Create a Dialog and name it IDD_SEC_DIA

· Create a new Class CSecView derived from CFormView

· Create a new Class CsecDoc derived from Cdocument

Add this code in InitInstance


m_pDocTemplateFirst= new CMultiDocTemplate(



IDR_MDITESTYPE,



RUNTIME_CLASS(CMDITestAppDoc),



RUNTIME_CLASS(CChildFrame), // custom MDI child frame



RUNTIME_CLASS(CMDITestAppView));


AddDocTemplate(m_pDocTemplateFirst);


m_pDocTemplateSecond = new CMultiDocTemplate(



IDS_SEC,



RUNTIME_CLASS(CSecDoc),



RUNTIME_CLASS(CChildFrame), // custom MDI child frame



RUNTIME_CLASS(CSecView));


AddDocTemplate(m_pDocTemplateSecond);

In the App class header file add these variables.


CMultiDocTemplate* m_pDocTemplateFirst;


CMultiDocTemplate* m_pDocTemplateSecond;

Add a STRING VARIABLE 
IDS_SEC \n sec Doc\nSecond doc\n

74. How do I maximize my MDI child?

void CMainFrame::ActivateFrame(int nCmdShow)

{

    if (!m_bActivated) 

    {

        m_bActivated = TRUE;

        nCmdShow = SW_SHOWMAXIMIZED;

    }

    CFrameWnd::ActivateFrame(nCmdShow);

}

/////////////////////////////////////////////////////////////////////////////

// CChildFrame message handlers

void CChildFrame::ActivateFrame(int nCmdShow) 

{


CMDIChildWnd::ActivateFrame(SW_SHOWMAXIMIZED); 


}

75 ATL Com server  and Client

Creating the COM server
1. Choose ATL COM app wizard and type in the Project name. In this case it is sample1 

2. Next choose server type as dynamic link library and click on finish. 

3. Click okay to get Class wizard to generate the files. 

4. Go to the class view, right click on “sample1 classes” and choose “New ATL object”. 

5. Now choose simple object. 

6. Type in the short name for the component, in this case CGreet, the wizard automatically fills in the rest of the names. 

7. Go to the class view again 

8. Right click on the spoon shaped icon saying ICGreet and choose “Add Method” 

9. Type in the name of the function as SayHello and fill in the parameters as [in] BSTR name, [out,retval] BSTR *retstr 

10. Now go to file view and type in the following code into CGreet.cpp as shown below 

Compile the application and your server is ready 

// CCGreet
STDMETHODIMP CCGreet::SayHello(BSTR name, BSTR *retstr)

{

     char str[20] ;

     sprintf(str,"hello "); 

   //create a new variable called temp initialized with the value of str
     CComBSTR temp(str);

   //append the input parameter value to the temp variable
    temp += name ;

   //send the value back to the calling function
   *retstr = temp.Detach();

   return S_OK;

}

Creating the COM Client
Here we create a COM client for the above COM server DLL. This is a MFC dialog based application with a edit box and two buttons. 

1. Select New MFC AppWizard from the project menu and type in the project name mfcclient in this case 

2. Choose Dialog based application and click Finish 

3. You would now be looking at the application in the resource view. Add an edit box to the application by selecting the edit box, next click on the dialog box and drag. 

4. Also create a CString (value) variable associated with it, call this variable m_edit – press CTRL and W to bring up the class wizard. Choose the member variables tab and choose IDC_EDIT1 and click on “Add Variable”, type in the name. 

5. Now a file called mfcclientdlg.cpp would have been generated . 

6. Double click the “Ok” button on the dialog, the wizard pops up a box asking a name for the function, choose the default name “OnOk” to go to the mfcclientdlg.cpp file 

7. Modify the file to look like the file below. 

Run the application, enter a name in the text box and click the okay button, this will cause the contents of the edit box to change to the same text prefixed with a hello. 

All class names and keywords should be enclosed with code tags, eg CMyClass 

// mfcclientDlg.cpp : implementation file
#include "..\sample1\sample1_i.c" // this is a server file
#include "..\sample1\sample1.h"  // this is a server file
//The above two server files should be included in the client header file
#include "Comdef.h"      //for usage of BSTR
#include "Atlbase.h"     // for usage of CComBSTR
void CMfcclientDlg::OnOK()

{

    HRESULT hr = CoInitialize(NULL); // Initialize COM library
    if (FAILED(hr)) //if initialization fails then exit
    {

         AfxMessageBox("Failed to initialize COM library");

    }

    //Get the below two constants from the servername_i.c
    const CLSID CLSID_CGreet = {0x242C8BCE,0x8D72,0x11D4,

                                {0xAC,0x91,0x00,0xB0,0xD0,0x69,0x54,0x6F}};

    const IID IID_ICGreet = {0x242C8BCD,0x8D72,0x11D4,

                           {0xAC,0x91,0x00,0xB0,0xD0,0x69,0x54,0x6F}};

    char mname[20];

    CString cResult;

  ICGreet *ptrICGreet = NULL;

    //create the com
    hr = CoCreateInstance(CLSID_CGreet, NULL, 

         CLSCTX_INPROC_SERVER,IID_ICGreet, (LPVOID*) &ptrICGreet);
    if (SUCCEEDED(hr))

    {

         CComBSTR mresult;

         GetDlgItemText(IDC_EDIT1,mname,20);

         //typecast the char to a bstr before it is passed to the COM
         _bstr_t bstresult(mname);

         ptrICGreet->SayHello(bstresult,&mresult);

        cResult = mresult;

         MessageBox(cResult);

         m_edit = mresult;

         UpdateData(FALSE);

         ptrICGreet->Release();//free the COM pointer...
    }

    CoUninitialize();

}

76. Use TAPI to place a voice call

It's easy to use TAPI (the Windows Telephony API) to place a voice call if your phone is connected to your modem's phone jack. When the following code is executed: 

typedef LONG (FAR PASCAL *TAPIFUNC) (LPCSTR const lpszDestAddress,

                                     LPCSTR const lpszAppName,

                                     LPCSTR const lpszCalledParty,

                                     LPCSTR const lpszComment);

void CTAPIDemoDlg::OnDialPhone() 

{


CString PhoneNumber("303-237-5000");


CString AppName("Program Name");


CString CalledParty("Fred");


CString Comment("Comment");


bool bPlacedCall = false;


const HINSTANCE hTapiLib = ::LoadLibrary("TAPI32.DLL");


if (hTapiLib != NULL)


{

TAPIFUNC lpFunc = (TAPIFUNC) GetProcAddress(hTapiLib,"tapiRequestMakeCall");



if (lpFunc != NULL)



{



const LONG Status = lpFunc((LPCSTR) PhoneNumber, 



(LPCSTR) AppName, (LPCSTR) CalledParty, (LPCSTR) Comment);



bPlacedCall = Status == 0;



}



VERIFY(::FreeLibrary(hTapiLib) != 0);


}


VERIFY(bPlacedCall);

}
The telephone number is automatically dialed: 
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77. How do I write code to provide an auto complete utility for the combo box?

 
Create a dialog based application. 

Add a combo box control to the dialog  & then add a control variable say m_combo. 

Add a variable flag of type BOOL. 

Add a virtual function PreTranslateMessage( ) and write following code to it. 

BOOL mydialog :: PreTranslateMessage ( MSG* pMsg ) 
{

// check if a keyboard key is pressed
if ( pMsg -> message == WM_KEYDOWN )
{

flag = TRUE ;

int v = ( int ) pMsg -> wParam ;
if ( v == VK_DELETE || v == VK_BACK )

flag = FALSE ;

}

return CDialog::PreTranslateMessage ( pMsg ) ;

}

Add a handler for CBN_EDITUPDATE event for the combo box. Enter code given below to this handler. 

void mydialog :: OnEditupdateCombo1( ) 
{

if ( !flag ) 

return ;

// get the text typed in combo box
CString str ;
m_combo.GetWindowText ( str ) ;
int l = str.GetLength( ) ;

// get the starting & ending character position
DWORD cursel = m_combo.GetEditSel( ) ;
WORD start = LOWORD ( cursel ) ;
WORD end = HIWORD ( cursel ) ;

// If matching string not found
if ( m_combo.SelectString ( -1, str ) == CB_ERR )
{

m_combo.SetWindowText ( str ) ; 
if ( cursel != CB_ERR )

m_combo.SetEditSel ( start, end ) ; 

}
// place the selected string in combobox
if ( end < l && cursel != CB_ERR )

m_combo.SetEditSel ( start, end ) ;

else

m_combo.SetEditSel ( l, -1 ) ;

}
The PreTranslateMessage( ) function translates the window messages before they are dispatched to the TranslateMessage( ) and DispatchMessage( ) functions. In this function we are checking whether or not a keyboard key is pressed. If the key pressed is other than 'del' or 'backspace' key then we are setting flag to TRUE, otherwise FALSE.

Then in the OnEditupdateCombo1( ) function first we have retrieved the text typed in the edit control of the combo box. Then we have searched for the occurrence of the string that begins with the same set of characters typed in edit control of combo box. If the matching string is found then the text gets displayed in the edit control. 
78. HOWTO: How to Initialize Child Controls in a Derived CDialogBar 

Q185672

SUMMARY

When creating a simple CDialogBar, such as one with only CButtons similar to MFC's print preview, it is not necessary to derive from CDialogBar because the parent of CControlBar receives the notification messages from any child controls. 

However, in the case of a more complex CDialogBar, which might have a drop- down combo box, a treeview, or ActiveX control, it might be useful to derive from CDialogBar to provide initialization for the child controls. 

Because ClassWizard does not support deriving a class from CDialogBar, this article shows the steps necessary to create a class from CDialog and then "convert" the class to CDialogBar. 

MORE INFORMATION

To start out, create a CDialog class with the child controls you want to use. You can transform the CDialog class into a CDialogBar class using the following nine steps: 

Change the base class from CDialog to CDialogBar in the class declaration. Don't forget to also change the base class in BEGIN_MESSAGE_MAP in the .cpp file. 

Change the constructor in both the .h and the .cpp files. Also make the change to the DoDataExchange(). Below are three items to change. 

Change the following from

      CMyDlgBar (CWnd* pParent = NULL);   // standard constructor

      CMyDlgBar:: CMyDlgBar (CWnd* pParent /*=NULL*/)

         : CDialog(CMyDlgBar::IDD, pParent)

      {

         ...

      void CMyDlgBar::DoDataExchange(CDataExchange* pDX)

      {

         CDialog::DoDataExchange(pDX);

         ... 

to the following: 

      CMyDlgBar ();   // standard constructor

      CMyDlgBar:: CMyDlgBar ()

      {

         ...

      void CMyDlgBar::DoDataExchange(CDataExchange* pDX)

      {

         CDialogBar::DoDataExchange(pDX);
         ... 

The key to the transformation is the conversion of the virtual OnInitDialog() member function to the WM_INITDIALOG message mapped method by changing the OnInitDialog method and by adding the ON_MESSAGE() handler. You may not have an override of OnInitDialog(). If not, add one before 

proceeding. 

Remove "virtual BOOL OnInitDialog();" from the class header and 

add "afx_msg LONG OnInitDialog ( UINT, LONG );" in its place. For example: 

      class CMyDlgBar : public CDialogBar

      {

         ...

      // Implementation

      protected:

         // Generated message map functions

         //{{AFX_MSG(CMyDlgBar)

         virtual BOOL OnInitDialog();                // <-Remove this line.

         //}}AFX_MSG

         afx_msg LONG OnInitDialog ( UINT, LONG );   // <-Add this line.

         DECLARE_MESSAGE_MAP()

      }; 

Now, in the class implementation section, make the corresponding changes. 

Add "ON_MESSAGE(WM_INITDIALOG, OnInitDialog );" to the message map in the .CPP implementation file. For example: 

      BEGIN_MESSAGE_MAP(CMyDlgBar, CDialogBar)

         //{{AFX_MSG_MAP(CMyDlgBar)

         ...

         //}}AFX_MSG_MAP

         ON_MESSAGE(WM_INITDIALOG, OnInitDialog )    // <-- Add this line.

      END_MESSAGE_MAP() 

Now, convert the virtual OnInitDialog() to the message-mapped OnInitDialog(). 

Make the OnInitDialog() conversion as follows: 

   Change the following:

      BOOL CMyDlgBar::OnInitDialog()

      {

         CDialog::OnInitDialog();   // <-- Replace this line:

            ... 

to the following: 

      LONG CMyDlgBar::OnInitDialog ( UINT wParam, LONG lParam)

      {

                       // <-- with these lines. -->

         if ( !HandleInitDialog(wParam, lParam) || !UpdateData(FALSE))

         {

            TRACE0("Warning: UpdateData failed during dialog init.\n");

            return FALSE;

         }

         ... 

The CDialogBar class doesn't have a virtual OnInitDialog(), and therefore calling one does not work UpdateData is called to subclass or initialize any child controls. 

Make sure the dialog box resource styles to the following: 

Style: Child

Boarder: None

Visible: Unchecked 

At this point, everything has been reconnected to make the transformation from a CDialog class to a CDialogBar class work correctly. Now, create and use it. 

Add an instance of the derived CDialogBar to the CFrameWnd-derived class(normaly called CMainFrame)

For example:

      class CMainFrame : public CFrameWnd

      {

          ...

          CMyDlgBar m_myDlgBar;

          ...

      }; 

Call the create method for the m_myDlgBar variable in the CFrameWnd::OnCreate() method similar to thefollowing:

      int CMainFrame::OnCreate(LPCREATESTRUCT lpCreateStruct)

      {

         ...

         if (!m_myDlgBar.Create(this, IDD_DLGBAR1, CBRS_LEFT,

            IDD_DLGBAR1))

         {

            TRACE0("Failed to create dialog bar\n");

            return -1;      // fail to create

         }

         ...

      } 

Finally, if you want to support dynamic docking and resizing of the CDialogBar, add the following lines to the end of CMainFrame::OnCreate():

      int CMainFrame::OnCreate(LPCREATESTRUCT lpCreateStruct)

      {

         ...

         m_myDlgBar.SetBarStyle(m_wndToolBar.GetBarStyle() |

            CBRS_TOOLTIPS | CBRS_FLYBY | CBRS_SIZE_DYNAMIC);

         m_myDlgBar.EnableDocking(CBRS_ALIGN_ANY);

         DockControlBar(&m_myDlgBar);

         return 0;

      } 

79. "Warning: skipping non-radio button in group"

Your dialog has a non radio button object in the middle of a group of

radio buttons. Edit your dialog such that:

1. The radio buttons are in sequential "tab order" with nothing else in between them.

2. The first radio button in the tab order has the "GROUP" attribute

set.

3. None of the other buttons in the group have "GROUP" set.

4. The item in the tab order immediately following the last radio button has "GROUP" set.

80. ACCESS database password crack

Public Function StPasswordOfStDatabase(stDatabase As String) As String

    Dim hFile As Integer

    Dim ich As Integer

    Dim stBuffer As String

    Dim rgbytRaw() As Byte

    Dim rgbytPassword() As Byte

    Dim rgbytNoPassword() As Byte

    ' Create the byte array with the 20 bytes that are present when there

    ' is no database password

    rgbytNoPassword = ChrB(134) & ChrB(251) & ChrB(236) & ChrB(55) & ChrB(93) & _

                                ChrB(68) & ChrB(156) & ChrB(250) & ChrB(198) & ChrB(94) & _

                                ChrB(40) & ChrB(230) & ChrB(19) & ChrB(182) & ChrB(138) & _

                                ChrB(96) & ChrB(84) & ChrB(148) & ChrB(123) & ChrB(54)

    ' Grab the 20 bytes from the real file whose password

    ' we are supposed to retrieve

    hFile = FreeFile

    Open stDatabase For Binary As #hFile

    Seek #hFile, 66 + 1

    rgbytRaw = InputB(20, #hFile)

    Close #hFile

    ' Enough prep, lets get the password now.

    ReDim rgbytPassword(0 To 19)

    For ich = 0 To 19

        rgbytPassword(ich) = rgbytRaw(ich) Xor rgbytNoPassword(ich)

    Next ich

    ' Add a trailing Null so one will always be found, even if the password is 20

    ' characters. Then grab up to the first null we find and return the password

    stBuffer = StrConv(rgbytPassword, vbUnicode) & vbNullChar

    StPasswordOfStDatabase = Left$(stBuffer, InStr(1, stBuffer, vbNullChar, vbBinaryCompare) - 1)

End Function
81. Arabic text reading from a Text  file


FILE *fp;


wchar_t line[100];


TCHAR my2[100];


fp=_wfopen(L"D:\\res.txt",L"rb");


fgetws( line, 100, fp ) ;


fclose(fp);


int nResult=WideCharToMultiByte(1256, // arabic code page




0,






line, // Wide char string




-1,





my2,
// mutlibyte (buffer for new string)





sizeof(my2),





NULL,  // default for unmappable chars




NULL); // set when default characters used


// EDIT control :  IDC_EDIT_NUMBER


CWnd *pWnd =  GetDlgItem(IDC_EDIT_NUMBER);


pWnd->SetFont(&m_fontAra);


pWnd->SetWindowText(my2);
82. Edit ctrl1-> enter key -> focus Edit ctrl2? 

Ans: When we press enter key the OnOK( ) handler gets called, which in turn calls EndDialog( ) that dismisses the dialog. To prevent this default behavior we will have to override OnOK( ) as shown below: 

void CEditDlg::OnOK( ) 
{ 

short i = ::GetKeyState ( 0x0D ) ; // Where 0x0D is a virtual key code for Enter key

if ( i < 0 ) 
{ 

CWnd *w = GetFocus( ) ;

if ( &m_edit1 == w ) // where m_edit1 and m_edit2 are control 

// variables added for two edit controls respectively 

m_edit2.SetFocus( ) ; 

else
{ 

CDialog::OnOK( ) ; 

} 

} 

else 

CDialog::OnOK( ) ; 

} 

83.Creating a SDI application with Splitter windows and multiple views

Steps

1. Create a SDI application using the VC++ App wizard eg: Sample.Now you will find CSampleApp , CMainFrame , CSampleView ,CSampleDoc

2. Create Two new views which u want eg: CLeftView and CRightView

3. Using class wizard add “OnCreateClient” to CMainFrame class.

4. Add this code

BOOL CMainFrame::OnCreateClient(LPCREATESTRUCT lpcs, CCreateContext* pContext) 

{

if (!m_wndSplitter.CreateStatic(this, 1, 2))

return FALSE;

if(!m_wndSplitter.CreateView(0, 0,RUNTIME_CLASS(CLeftView),CSize(300, 100), pContext) ||

!m_wndSplitter.CreateView(0, 1, RUNTIME_CLASS(CRightView),CSize(100, 100), pContext))

{

m_wndSplitter.DestroyWindow();

return FALSE;

}

return 1;

}

5. Add “CSplitterWnd m_wndSplitter;” variable in Mainfrm.h

6. Also add the header files in Mainfrm.h

#include “leftview.h”

#include “rightview.h”

if a user wants to create an SDI with 3 views

	leftview
	Row1view

	
	Row2View


Then follow the aforementioned 6 Steps and do the following

7. Create two more views CRow1View and CRow2View 

8. Using class wizard add “WM_CREATE” and “WM_SIZE” to CRightView

9. Add the below code

int CRightView::OnCreate(LPCREATESTRUCT lpCreateStruct) 

{


if (CFormView::OnCreate(lpCreateStruct) == -1)



return -1;


CCreateContext *pContext = (CCreateContext *) lpCreateStruct->lpCreateParams ;

if (!m_wndSplitter.CreateStatic(this, 2, 1))

return FALSE;

if (!m_wndSplitter.CreateView(0, 0, RUNTIME_CLASS(CRow1View),CSize(300, 100), pContext) ||!m_wndSplitter.CreateView(1, 0, RUNTIME_CLASS(CRow2View),CSize(100, 100), pContext))

{

m_wndSplitter.DestroyWindow();

return FALSE;

}

return 0;

}

void CRightView::OnSize(UINT nType, int cx, int cy) {


CFormView::OnSize(nType, cx, cy);



m_wndSplitter.MoveWindow(-2,-2,cx+2,cy+2);


m_wndSplitter.SetRowInfo (0,cy/2,0);


m_wndSplitter.RecalcLayout ();


}
10. Add “CSplitterWnd m_wndSplitter;” variable in RightView.h

11. Also add the header files in RightView.h

#include “Row1View.h”

#include “Row2View.h”

84 .convert CString to integer

CString strData = _T(“240”);

int nData = atoi( static_cast<LPCSTR> (strData));
85. force WM_SIZE  message

void CRTLView::forceResize()

{


CRect rect;


GetClientRect(rect);


MoveWindow(rect.left, rect.top,rect.Width(), rect.Height());


CWnd* pParent = GetParent();


CRect rc;


pParent->GetWindowRect(&rc);


pParent->PostMessage(WM_SIZE, 0, MAKELONG(rc.Width(),rc.Height()));
86. CListCtrl Full row select
m_ctlList.SetExtendedStyle(
   m_ctlList.GetExtendedStyle()|LVS_EX_FULLROWSELECT|LVS_EX_GRIDLINES|LVS_ICON);

Notes

The .ncb file holds information for ClassView, IntelliSense, and the WizardBar. 

The .opt file is the workspace configurations file. Deleting the .opt file will result in the loss of current window positions, breakpoints, and a few other minor settings.

The .plg ( Project build log file.

PROJNAME.DSW

This is the workspace file used within the development environment. It organizes all the projects into a single workspace.

PROJNAME.OPT

This is the workspace options file used within the development environment. It stores all the user options you create for your workspace, so that each time you open the project workspace it has the look and feel you want and includes any customizations you have made.

PROJNAME.DSP

This is the project file used within the development environment. In previous versions of Visual C++ this file extension was .MAK. It stores the information specific to your project. There will be a separate .DSP file for each project you create. .DSP files are not compatible with NMAKE. You must export a makefile to build with NMAKE.

PROJNAME.CLW

This file is used by ClassWizard to store information about the classes in your project

PROJNAME.ODL

This file contains the Object Description Language source code for a control type library. This file is used by Visual C++ to generate a type library. The generated library exposes the control’s interface to other Automation clients.

PROJNAME.NCB This is the No compile Browser file. It contains information generated by the parser which is used by ClassView, WizardBar, and Component Gallery. If the file is accidentally or deliberately deleted, it is automatically regenerated.

PROJNAME.RC, RESOURCE.H

This is the resource file for the project and its header file. The resource file contains the default menu definition and accelerator and string tables for a generic MFC application. It also specifies a default About box and an icon file (RES\PROJNAME.ICO). The resource file includes the file AFXRES.RC for standard Microsoft Foundation class resources. If toolbar support has been specified as an option, it also specifies the toolbar bitmap file (RES\TOOLBAR.BMP).

PROJNAME.RC2

The RC2 file can be included at the top of the RC file in a project. An RC2 file is useful for including resources used by several different projects. Instead of having to create the same resources several times for different projects, you can put them in an RC2 file and include the RC2 file into the main RC file.

PROJNAME.REG

This file is created in two cases. (1) You have selected any Automation server option or an Automation option. (2) You have selected a document file extension (one of the options available in the Advanced Options dialog). The file demonstrates the kind of registration settings the framework will set for you.

· _T( ) is a macro to expand the string literal to support Unicode.

· AfxGetApp()( m_pMainWnd  is similar to AfxGetMainWnd()(
Dialogs are of 3 types Generally:

1. Custom   These Dialogs are used by Applications created by Users

2. Common  There are about 7 Common Dialogs Boxes

3. Predefined   Eg: MessageBox , Run Dialog etc.,

Q . What the heck is this _T() thing I keep seeing?
Ans. _T is a macro to expand the string literal to support Unicode.

SendMessage versus PostMessage...

The SendMessage sends a message to another window immediately by calling that window's procedure and waiting for it to return, whereas PostMessage queues the message in an MSG (Message) structure and returns immediately without waiting. 

With SendMessage, the receiving application processes the message immediately, rather than at some later time, by fetching it from its message queue. On the contrary, PostMessage doesn't call the window procedure. Instead it adds a MSG structure to the message queue of the thread or process of the application window (to whom the message has to be passed) and returns. The thread or application processes the message when it gets around to it.

We should use SendMessage to send messages to an application window to perform some action that must be done immediately. Whereas, use Postmessage for messages that are not urgent. 

Q. Connecting to Microsoft News groups using Outlook express…

Add msnews.Microsoft.com
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