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Orient yourself to concepts fundamental to writing
Dreamweaver extensions These concepts include
understanding available API categories, creating new
document types, working effectively with the Dreamweaver
user interface, and understanding the Dreamweaver

Document Object Model (DOM).

® Chapter 1, “Introduction”
® Chapter 2, “Extending Dreamweaver MX”
® Chapter 3, “User Interfaces for Extensions”

® Chapter 4, “The Dreamweaver Document Object
Model”






CHAPTER 1
Introduction

This book contains descriptions of the tools that are available for developers to extend
Dreamweaver using Dreamweaver application programming interfaces (APIs) and provides basic
information about their use. It assumes that you are familiar with Dreamweaver, HTML and
XML markup, and JavaScript programming. For users who are implementing C extensions, the
book assumes that you know how to create and use C dynamic linked libraries (DLLs). If you are
interested in writing extensions for building web applications, you should also be familiar with
server-side scripting on at least one platform, such as Active Server Pages (ASP), ASP.net, PHP:
Hypertext Preprocessor (PHP), ColdFusion, or Java Server Pages (JSP).

Customizing or extending?

Before you begin writing Macromedia Dreamweaver MX extensions, please review “Customizing
Dreamweaver” on the Macromedia Support Center. In addition to procedures for changing
Dreamweaver panels, menus, dialog boxes, and HTML formats, “Customizing Dreamweaver”
contains information about the most common Dreamweaver extensions—how to edit
Dreamweaver commands and how to add third-party tags. If you plan to create extensions that
work with databases, you might also want to review the sections in Gesting Started with
Dreamweaver MX about making connections to databases.

Installing an extension

As you become familiar with the process of writing extensions, you might want to explore the
extensions and resources that are available through the Macromedia Exchange website (http://
www.macromedia.com/exchange/). Installing an existing extension introduces you to some of the
tools that you need to use when working with your own extensions.

To install an extension, use the following procedure:

1 Download and install the Extension Manager, which is available on the Macromedia
Downloads website (http://www.macromedia.com/software/downloads/).

2 Log on to the Macromedia Exchange website (http://www.macromedia.com/exchange).

3 From the available extensions, select one that you want to use. Click the download link to
download the extension package.

1"



4 Save the extension package in the Dreamweaver MX\Downloaded Extensions folder of your
installed Dreamweaver folder.

5 In the Extension Manager, select File > Install Extension. In Dreamweaver, select Commands >
Manage Extensions to launch the Extension Manager.

The Extension Manager automatically installs the extension from the Downloaded Extension
folder into Dreamweaver.

Some extensions need Dreamweaver to restart before you can use them. If you are running
Dreamweaver when you install the extension, you might be prompted to quit and restart
the application.

To view basic information on the extension after its installation, go to the Extension Manager
(Commands > Manage Extensions) in Dreamweaver.

Additional resources available to extension writers

To communicate with other developers who are involved in extension writing, you might want to
join the Dreamweaver extensibility newsgroup. You can access the web site for this newsgroup at
this URL: http://www.macromedia.com/go/extending_newsgrp/.

Errata

A current list of known issues can be found in the Extensibility section of the Dreamweaver
Support Center http://www.macromedia.com/go/extending_errata.

Conventions used in this guide

The following typographical conventions are used in this guide:

® Code font indicates code fragments and API literals, including class names, method names,
function names, type names, scripts, SQL statements, and both HTML and XML tag and
attribute names.

® Jtalic code font indicates replaceable items in code.

® The continuation symbol (=) indicates that a long line of code has been broken across two or
more lines. Due to margin limits in this book’s format, what is otherwise a continuous line of
code must be split. When copying the lines of code, eliminate the continuation symbol and
type the lines as one line.

® Curly braces ({ }) surrounding a function argument indicate that the argument is optional.
The following naming conventions are used in this guide:

* You—the developer who is responsible for writing extensions.

® The user—the person using Dreamweaver.

® The visitor—the person who views the web page that the user created.

12
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What’s new in Extending Dreamweaver MX

Dreamweaver MX includes the following new features and interfaces that you can access to
develop extensions for the product:

® An enhanced user interface

® Multiple user configurations

® Enhanced code editing

® Expanded document type support

® Enhanced server model extensibility

* Improved database connection handling
® Enhanced external application integration

The following sections describe how you can use these features and interfaces to extend
Dreamweaver MX.

Enhanced user interface

Toolbars

Dreamweaver MX adds support for extensible toolbars, which lets you customize the
functionality of the existing document toolbars or add your own. The Toolbars API lets you
control the functions of the various fields and buttons on a toolbar. See “Toolbars” on page 77,
and “Toolbar functions” on page 637.

Tag Dialogs

Users can use Tag Dialogs to insert new tags, edit existing tags, access reference information about
tags, and validate tags. Tag Dialogs reference Tag Libraries that come with Dreamweaver, which
catalogs the tags that are used in different markup languages. Tag Dialogs can also be extended to
work with customized implementations of markup and scripting languages. You can create
custom Tag Libraries to contain custom Tags, create files for related reference information, and
make fully functional sets of custom Tag Dialogs available to users. You can also customize how
the Tag Chooser organizes tags for display. See “Tag Libraries and Editors” on page 107.

Multiple document interface mode

Dreamweaver MX introduces a new type of user interface, or workspace, known as the
Dreamweaver MX workspace. The Dreamweaver MX workspace, also known as the multiple
document interface (MDI), organizes many of the floating and overlapping Dreamweaver
windows within a frame. In the Dreamweaver MX workspace, new functions let you cascade
and tile document windows. See “Window functions” on page 642 and “The Floating panel API”
on page 126.

You can also choose to continue operating in the Dreamweaver 4 workspace, which is known as
classic mode.

Results windows

Dreamweaver MX implements a more traditional multiple-document results window that
resides, by default, at the bottom part of the workspace. New functions let you browse, locate,
select, save, cut, copy, and paste the contents of a results window. See “Results window functions”

on page 537.
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Importing/exporting sites

You can programmatically export a Dreamweaver MX site to an XML file, which can then be
imported by any Dreamweaver instance on any computer. This feature lets users share sites and
move them among host computers. For more information on importing and exporting sites, see
“Site functions” on page 558.

Resource cloaking

In Dreamweaver MX, you can hide from view (cloak) selected files and folders. Cloaking selected
site resources excludes them from site operations that Dreamweaver MX performs, which makes
those operations more efficient. Dreamweaver also lets developers uncloak previously cloaked
resources. You can programmatically cloak and uncloak files and folders by using functions
described in “Site functions” on page 558.

File browsing
A new function has been added to the Site object, which lets you get the name of the site that is
associated with a specific URL. For more information on this function, see “Site functions” on

page 558.

Individual configurations

Multiple users

Dreamweaver MX supports multiple user configurations for the multiuser operating systems of
Windows XP, Windows 2000, Windows N'T, and Macintosh OS X. Users can customize
Dreamweaver to best fit their needs without disturbing the customizations that other users have
made on the same system. API functions let you create, remove, and access configuration files as
well as access and set configuration attributes.

Enhanced code editing

Print code

Dreamweaver MX lets you print code in Code view from the File > Print menu and from the
context menu. A new JavaScript function lets you open the print dialog box in Code view. See
“Print function” on page 534.

Code Hints

When the user types a certain sequence in Code view (such as " <), a pop-up menu shows a list of
possible text entries, such as a list of tag names. You can select a Code Hint entry from the menu
as a typing shortcut.

The CodeHints.xml file, and a set of XML tags, let you create new Code Hints menus. New
JavaScript functions let you dynamically add menus and functions to a Code Hints menu. You
can also pop up a Code Hints menu at the current location in Code view when Code Hints are
not enabled. See “Code hints functions” on page 392.

Snippets panel
Dreamweaver MX users can edit and save reusable blocks of code in the new Snippets panel and

retrieve them as needed. New JavaScript functions let you edit existing and create new snippets,
organize them, and store them folders with user-friendly names.
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New document types

Extensible document types

Dreamweaver MX lets you create new document types, including types that have file extensions
that are identical to those of built-in Dreamweaver document types (such as .asp, which is
associated with the default ASP-JS document type). You can define a new JavaScript function
(canRecognizeDocument()) to help Dreamweaver determine which server model (when more
than one server model claims a particular file extension) Dreamweaver should use to control a
new document. For more information on this new function, see “The Server Model API” on page
217. For more information on extensible document types, see “Extensible document types in
Dreamweaver” on page 22.

Also, a new property has been added to the document object model (DOM) to facilitate working
with new document types.

XHTML document types

Using four new JavaScript functions, you can create a new or clean up an existing XHTML
document, determine whether a document is an XHTML document, and convert an HTML
document to XHTML. For more information on XHTML functions, see “File manipulation
functions” on page 447.

Enhanced server model extensibility

Dreamweaver MX makes it easier to add new server models. A new JavaScript function
(serverModel.getServerIncludeUr1Patterns()) lets the code that translates inc1ude file
statements access the translator URL patterns. You can also add server-side set-up instructions for
users. For more information on these new functions, see “Server model functions” on page 552.

Improved database connection handling

Implementing new connection types

Dreamweaver MX simplifies the process of defining new types of database connections and
handling connections at runtime, as described in the following list:

® The following associations are now implicit within Dreamweaver MX: ASP sites use ADO
connections, JSP sites use JDBC connections, and ColdFusion sites use ColdFusion data
sources that are accessed through Remote Development Service (RDS).

® The Define Connection dialog box has been replaced by server-model-specific dialog boxes
that are defined in the Extensibility layer.

* Connections are shared through use of an include file that contains the connection parameters,
which automatically reflects changes to connection parameters everywhere the connection is
used.

There are three new functions that you can define to implement a new connection type.
Dreamweaver uses these functions to create a shared include file that defines the parameters that
are needed to make a database connection. For more information on these new functions, see
“The Connection API” on page 338.

Introduction 15



Enhanced database exploration
Dreamweaver MX enhances database exploration in the following ways.

* For ColdFusion, you have the option of accessing the RDS server using ColdFusion
data sources.

® When working with connection dialog boxes you can create new types of connections and let
users duplicate or edit an existing connection.

® When you manage connections for a particular table, you can get a list of column objects, each
of which holds the name and type of a column, or you can get a list of columns comprising the
primary key. For a particular connection, you can get a list of procedure objects. For a
particular procedure, you can get a list of parameter objects.

You can also delete a connection.

There are 24 new functions supporting this new feature. Some of these functions handle database
connections and the others handle database access. For more information on these new functions,
see “The Database API” on page 311.

Enhanced external application integration

Flash Integration
Dreamweaver MX lets you determine whether Flash 6 is installed and, if it is, it gets the name of

the Flash editor and its location so you can launch the Flash editor programmatically. For more
information on these two new functions, see “External application functions” on page 441.
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CHAPTER 2
Extending Dreamweaver MX

Most Dreamweaver extensions are written in HTML and JavaScript. Extensions typically
perform the following types of tasks:

* Automating changes to the user’s current document, such as inserting HTML, CFML, or
JavaScript; changing text or image properties; or sorting tables

® Interacting with the application to automatically open or close windows, open or close
documents, change keyboard shortcuts, and more

* Connecting to data sources, which lets Dreamweaver users create data-driven pages
® Inserting and managing blocks of server code in the current document

You might want to write an extension to handle a commonly used, and therefore repetitive, task,
so this type of extension could be useful to many web developers. You might have a unique need
that can be solved by writing an extension, which might be used only within a specific setting. In
either case, Dreamweaver provides an extensive set of tools that you can use for adding to or
customizing its functionality.

What makes extending possible
There are three main components to Dreamweaver extensibility:

® An HTML parser (also called a renderer), which makes it possible to design user interfaces for

extensions using form fields, layers, images, and other HTML elements. Dreamweaver has its
own HTML parser.

® A JavaScript interpreter, which executes the JavaScript code in extension files. Dreamweaver
MX uses the Netscape Navigator JavaScript 1.5 interpreter. For more information about
changes between this version of the interpreter and previous versions, see “How Dreamweaver
processes JavaScript in extensions” on page 21.

® A series of APIs that provide access to Dreamweaver functionality through JavaScript.

Application programming interfaces in Dreamweaver

Three types of application programming interfaces (API)s are documented in Extending
Dreamweaver:

* Extension APIs, which are discussed in the section, “Extending Dreamweaver MX” on page 17
® Utility APIs, which are discussed in the section, “Utility APIs” on page 269

® Dreamweaver JavaScript APls, which are discussed in the section, “The Dreamweaver
JavaScript API” on page 371
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Extension APlIs

The extension APIs provide the framework that you use to add functionality to Dreamweaver.
You write the bodies of the functions as described in these APIs, and you specify the return values
as required. After writing an extension, you must save it to the correct folder for it to work
properly. The Extension Manager facilitates the process of saving extensions correctly.

Dreamweaver automatically calls any extension that exists in an appropriate Configuration folder
when specified conditions are met. In most cases, this means that a user initiates a task, and then
Dreamweaver identifies a related extension in the Configuration folder, calls the various functions
in the extension, and expects a valid return value from each.

For developers who want to work directly in the C programming language, there is a C
extensibility API that lets you create DLLs. The functionality that is provided in these APIs wraps
your C DLLs in JavaScript so that your extension can work seamlessly within Dreamweaver.

The documentation of extension APIs outlines what each function does when it is called and
what it is expected to return.

Utility APls

The utility APIs provide functions that can assist you with specialized tasks. You should use
the functions that are available within these APIs if your extension needs to do any of the
following actions:

® Connect with databases

® Create Flash or Fireworks files

® Read and write files on disk

® Read and write Design Notes

® Get and send information to and from a remote web server using HTTP

® Work with JavaBeans

JavaScript API

The JavaScript API provides JavaScript access to Dreamweaver. You can call any function that is
available in this core JavaScript API from your extension, and Dreamweaver returns the
appropriate value. In some cases, functions within this API make use of corollary functions that
you write to determine the return value. For example, the
dom.serverModel.getDisplayName() function in the core JavaScript API
(“dom.serverModel.getDisplayName()” on page 553) calls and makes use of the value that the
getServerModelDisplayName() function returns (“getServerModelDisplayName()” on page
222) that you write.

Extension folders

The folders and files that are stored in the Configuration folder contain the extensions that come
with Dreamweaver. When you write an extension, you must save the files in the proper folder for
Dreamweaver to recognize them. If you download and install an extension from the Macromedia
Exchange website (www.macromedia.com/exchange), the Extension Manager automatically saves
the extension files to the proper folders.

18
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You can use the files that come with the product within the Configuration folder as examples, but
these files are generally more complex than the average extension that is available on the
Macromedia Exchange website. For more information on the contents of each subfolder within
the Configuration folder, view the Configuration_ReadMe.htm file.

One folder within the Configuration folder does not correspond to a specific extension type.
The Configuration/Shared folder is the central repository for utility functions, classes, and images
that are used by more than one extension. The files in the Configuration/Shared/Common folder
are designed to be useful to a broad range of extensions. Look here first for the functions that
perform specific tasks, such as creating a valid DOM reference to an object, testing whether the
current selection is inside a particular tag, escaping special characters in strings, and more. If you
create common files, you should create a separate subfolder within the Configuration/Shared/
Common folder.
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Configuration/Shared/Common/Scripts file structure

Each file within the Configuration/Shared folder is fully commented. These files are useful both
as examples of JavaScript techniques and as utilities.

Multiuser configuration folders

For the multiuser operating systems of Windows XP, Windows 2000, Windows NT, and
Macintosh OS X, Dreamweaver MX creates a separate configuration folder for each user in
addition to the Dreamweaver Configuration folder. Any time Dreamweaver MX or a JavaScript
extension writes to the Configuration folder, Dreamweaver MX automatically writes to the user
configuration folder instead. In this way, Dreamweaver MX lets each user customize the
Dreamweaver MX configuration settings without disturbing the customized configurations of
other users. See “File Access and Multiuser Configuration API” on page 260 for more
information.
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Types of extension APIs in Dreamweaver
The following list describes the types of extension APIs that are documented in this guide:

Object extensions create changes in the Insert bar. An object is typically used to automate the
inserting code into a document. It can also contain a form that gathers input from the user and
JavaScript that processes the input. Object files are stored in the Configuration/Objects folder.

Command extensions can perform almost any specific task, with or without input from the user.
Command files are typically invoked from the menu system, but they can also be called from
other extensions. Command files are stored in the Configuration/Commands folder.

Tag Dialog extensions work with Tag Dialog and the associated Tag Library files. Tag Dialog
extensions can modify attributes of existing Tag Dialogs, create new Tag Dialogs, and add tags to
the Tag Library. Tag dialog and tag library extension files are stored in the Configuration/
TagLibraries folder.

Code Snippet extensions add new code snippets to the Snippets panel. You can create code
snippets (CSN) files and install them into the Snippets directory so they appear in the Snippets
panel. Code Snippets files are sorted in the Configuration/Snippets folder.

Code Hint extensions add new code hints for tags, objects, or script key words. Code hints provide
information about HTML, XML and script tags that the user can view as they edit their documents.
New code hints are incorporated into the *.vtm files that you create for new tags. Code hints
extensions are stored in the Configuration/TagLibraries/servermodel folder.

Toolbar extensions can add menu items to existing toolbars or create new toolbars in the
Dreamweaver user interface. Editing the toolbar is usually used to add new menu items to the
site, browser, and code option pop-up menus. New toolbars appear below the default toolbar in
the user interface. Toolbar files are stored in the Configuration/Toolbars folder.

Panel extensions add floating panels to the Dreamweaver user interface. Panels can interact with
the selection, the document, or the task, or they can display useful information. Floating panel
files are stored in the Configuration/Floaters folder.

Inspector extensions appear in the Property inspector panel. Most of the inspectors in
Dreamweaver are part of the core product code and cannot be modified, but custom Property
inspector files can override the built-in Dreamweaver Property inspector interfaces or create new
ones to inspect custom tags. Inspectors are stored in the Configuration/Inspectors folder.

Behavior extensions let users add JavaScript code to their documents. The JavaScript code
performs a specific task in response to an event when the document is viewed in a browser.
Behavior extensions appear in the plus (+) menu in the Dreamweaver Behaviors panel. Behavior
files are stored in the Configuration/Behaviors/Actions folder.

Server Behavior extensions add blocks of server-side code (ASP, JSP, or ColdFusion) to the
document. The server-side code performs tasks on the server when the document is viewed in a
browser. Server behaviors appear in the plus (+) menu in the Dreamweaver Server Behaviors
panel. Server behavior files are stored in the Configuration/Server Behaviors folder.

Help Book extensions implement Integrated OS Help by installing a new compiled help (*.chm)
file into the Help directory and adding a new <book-id> tag to the help.xml file. All help files are
stored in the Dreamweaver MX/Help folder.
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Data Translator extensions convert non-HTML code into HTML that appears in the Design
view of the Document window. These extensions also lock the non-HTML code to prevent it
from being parsed by Dreamweaver. Translator files are stored in the Configuration/Translators

folder.

Data Source extensions let you build a connection to a custom data source. Data source
extensions appear in the plus (+) menu of the Bindings panel. Data source files are stored in the
Configuration/Data Sources folder.

Server Model extensions let you add support for new server models. Dreamweaver supports the
most common server models (ASP, JSP, ColdFusion, PHP, and ASPNET). Server model
extensions are needed only for custom server solutions, different languages, or a customized
server. Server model files are stored in the Configuration/ServerModels folder.

Document Type extensions define how Dreamweaver works with different document types.
Information about document types for server models is stored in the Configuration/
DocumentTypes folder.

How Dreamweaver processes JavaScript in extensions

Dreamweaver checks Configuration/Extensions during startup. If it encounters an extension file
within the folder, Dreamweaver processes the JavaScript by completing the following steps:

* Compiling everything between the opening and closing SCRIPT tags.
® Executing any code within SCRIPT tags that is not part of a function declaration.

Note: This procedure is necessary during startup because some extensions may require initialization of global
variables.

For any external JavaScript files that are specified in the SRC attributes of SCRIPT tags,
Dreamweaver performs the following actions:

® Reads in the file

® Compiles the code

® Executes the procedures
Note: If any JavaScript code in your extension files contains the string > </SCRIPT>’, the JavaScript
interpreter reads this as an actual closing SCRIPT tag and reports an unterminated string literal error.
To avoid this problem, break the string into pieces and concatenate them, as shown in the following example:

<+ P /SCRIPTS> .

Dreamweaver executes code in the onLoad event handler (if one appears in the BODY tag) when
the user chooses the command or action from a menu for the following extension types:

®* Command
® Behavior action

Dreamweaver executes code in the onLoad event handler on the BODY tag if the body of the
document contains a form for object extensions.

Dreamweaver ignores the onLoad handler on the BODY tag in the following extensions:
® Data translator
® Property inspector

* Floating panel
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For all extensions, Dreamweaver executes code in other event handlers (for example,
onBlur="alert(’This is a required field.’)") when the user interacts with the form
fields to which they are attached.

Dreamweaver MX supports the use of links within extensions. Event handlers in links must use
syntax as shown in the following example:

<aref="#" onMouseDown="alert(‘hi’)”>link text</a>

Plug-ins (set to play at all times) are supported in the BODY of extensions. The
document.write() statement, Java applets, and ActiveX controls are not supported in
extensions.

Running scripts at startup or shutdown

If you place a command file in the Configuration/Startup folder, the command runs as
Dreamweaver starts up. Startup commands load before the menus.xml file, before the files in the
ThirdPartyTags folder, and before any other commands, objects, behaviors, inspectors, floating
panels, or translators. You can use startup commands to modify the menus.xml file or other
extension files. You can also show warnings, prompt the user for information, or call
“dreamweaver.runCommand()” on page 400. However, from within the Startup folder, you
cannot call a command that expects a valid DOM.

Similarly, if you place a command file in the Configuration/Shutdown folder, the command runs
as Dreamweaver shuts down. From the shutdown commands, you can call
“dreamweaver.runCommand()” on page 400, show warnings, or prompt the user for
information, but you cannot stop the shutdown process.

For more information about commands, see “Commands” on page 61.

Working with the Extension Manager

If you are creating extensions for others users, you must package them according to the guidelines
on the Macromedia Exchange website under Help > How to Create an Extension. After you have
written and tested an extension in the Extension Manager, choose File > Package Extension. After
the extension is packaged, you can submit it to the Exchange from the Extension Manager by
choosing File > Submit Extension.

The Extension Manager comes with Dreamweaver MX. Details about its use are available in its
Help files and on the Macromedia Exchange website.

Extensible document types in Dreamweaver

XML provides a rich system for defining complex documents and data structures.
Dreamweaver MX uses several different XML schemas to organize information about server
behaviors, tags and tag dialogs, components, document types, and reference information.

When you create and work with extensions in Dreamweaver, you find there are many instances in
which you can create or modify existing XML files to manage the data that your extension uses.
In many cases, you can copy an existing file from the appropriate subfolder within the
Configuration folder to use as a template that you can change according to your needs.
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Document type definition file

The central component of extensible document types is the document type definition file. There
might be several definition files, all of which are located in the Configuration/DocumentTypes
folder. Each definition file contains information about at least one document type. For each
document type, essential information such as server model, color coding style, descriptions, and
so forth, is described.

Note: Do not confuse Dreamweaver MX document type definition files with what are called DTDs in XML literature.
Document type definition files in Dreamweaver MX contain a set of <documenttype> elements, each of which
defines a predefined collection of tags and attributes that are associated with a document type. When it launches,
Dreamweaver parses the document type definition files and creates an in-memory database of information
regarding all defined document types.

Dreamweaver MX provides an initial document type definition file. This file, named
MMDocumentTypes.xml, contains all Macromedia-provided document type definitions:

Document Type Server Model Internal Type File Extensions Previous Server Model
ASP.NET C# ASP.NET-Csharp Dynamic aspx, ascx
ASP.NET VB ASP.NET-VB Dynamic aspx, ascx
ASP JavaScript ASP-JS Dynamic asp

ASP VBScript ASP-VB Dynamic asp
ColdFusion ColdFusion Dynamic cfm, cfml UltraDev 4 ColdFusion
ColdFusion Component Dynamic cfc

JSP JSP Dynamic jsp

PHP PHP Dynamic php, php3
Library Item DWExtension 1bi
ASP.NET C# Template DWTemplate axcs.dwt
ASP.NET VB Template DWTemplate axvb.dwt
ASP JavaScript Template DWTemplate aspjs.dwt
ASP VBScript Template DWTemplate aspvb.dwt
ColdFusion Template DWTemplate cfm.dwt
HTML Template DWTemplate dwt

JSP Template DWTemplate jsp.dwt
PHP Template DWTemplate php.dwt
HTML HTML htm, html
ActionScript Text as

CSharp Text cs

CSS Text css

Java Text java
JavaScript Text js

VB Text vb

VBScript Text vbs
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Document Type Server Model Internal Type File Extensions Previous Server Model

Text Text txt
EDML XML edml
TLD XML t1d
VTML XML vitm, vtml
WML XML wml
XML XML xml

If you need to create a new document type, you can either add your entry to the document
definition file that Macromedia provides (MMDocumentTypes.xml) or add your own definition
file to the Configuration/DocumentTypes folder.

Note: The NewDocuments subfolder resides in the Configuration/DocumentTypes folder. This subfolder contains
default pages (templates) for each document type.

Structure of document type definition files
The following example shows what a typical document type definition file might look like:

<?xml version="1.0" encoding="utf-8"7>
<documenttypes
xmlns:MMString="http://www.macromedia.com/schemes/data/string/">
<documenttype
id="dt-ASP-JS"
servermodel="ASP-JS"
internaltype="Dynamic"
winfileextension="asp,htm, html"
macfileextension=asp, html"
previewfile="default_aspjs_preview.htm"
file="default_aspjs.htm"
priorversionservermodel="UD4-ASP-JS" >
<title>
<loadString id="mmdocumenttypes_Otitle" />
title>
<description>
<loadString id="mmdocumenttypes_Odescr" />
</description>
</documenttype>

</documenttypes>
Note: Color coding for document types are specified in the XML files that reside in the Configuration/CodeColoring

folder.

In the preceding example, the <loadstring> element identifies the localized strings that
Dreamweaver MX should use for the title and description for ASP-JS type documents. For more
information on localized strings, see “Localized strings” on page 28.
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The following table describes the tags and attributes that you can use within a document type

definition file.

Element Type

Tag Attribute Required Description
documenttype Yes Parent node
(root)
id Yes Unique identifier across all document type
definition files.
servermodel No Specify the associated server model (case
sensitive); by default, these are the valid values:
ASP.NET Ci
ASP.NET VB
ASP VBScript
ASP JavaScript
ColdFusion
JSP
PHP MySQL
These names are the names returned by a call to
the getServerModelDisplayName() functions
that are defined in the server model
implementation files, which are located in the
Configuration/ServerModels folder.
Extension developers can create new server
models, which would extend this list.
internaltype Yes A broad classification of how a file is treated in
Dreamweaver. The internal type identifies whether
the Design view is enabled for this document and
handles special cases such as
Dreamweaver Templates or Extensions.
Valid values are:
Dynamic
DWExtension (has special display regions)
DWTemplate (has special display regions)
HTML
HTML4
Text (Code view only)
XHTMLL
XML (Code view only)
All server model-related document types should
map to Dynamic. HTML should map to HTML.
Script files such as .css, .js, .vb, and .cs should map
to Text.
Ifinternaltypeis DWTemplate, youshould also
specify dynamicid. If you omit dynamicid in this
case, the new blank template that is created from
the New Document dialog box does not have its
document type recognized by the Server Behavior
or Bindings panel. Instances of this template do
not know they are supposed to be anything
besides HTML.
dynamicid No A reference to the unique identifier of a dynamic

document type. This attribute is meaningful only
when internaltypeis DWTemplate. This
attribute lets you associate a dynamic template
with a dynamic document type.
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Element Type

Tag Attribute Required Description

winfileextension Yes The file extension that is associated with the
document type on Windows. You specify multiple
file extensions by using a comma-separated list.
The first extension in the list is the extension that
Dreamweaver MX uses when the user saves a
document of type documenttype.
If two nonserver model-associated document
types have the same file extension, Dreamweaver
recognizes the first one as the document type for
the extension.

macfileextension Yes The file extension that is associated with the
document type on the Macintosh. You specify
multiple file extensions by using a comma-
separated list. The first extension in the list is the
extension Dreamweaver MX uses when the user
saves a document of type documenttype.
If two nonserver model-associated document
types have the same file extension, Dreamweaver
recognizes the first one as the document type for
the extension.

previewfile No The file that is rendered in the Preview area of the
New Document dialog box.

file Yes The file located in the DocumentTypes/
NewDocuments folder that contains template
content for new documents of type
documenttype.

priorversionservermode]l No If this document’s server model has a
Dreamweaver UltraDev 4 equivalent, specify the
name of the older version of the server model.
UltraDev 4 ColdFusion is a valid prior server

model.
title Yes The string that appears as a category item under
(subtag) Blank Document in the New Document dialog box.

You can place this string directly in the definition
file or point to it indirectly for localization purposes.
For more information on localizing this string, see
“Localized strings” on page 28.

Formatting is not allowed, so HTML tags cannot

be specified.
description No The string that describes the document type. You
(subtag) can place this string directly in the definition file or

point to it indirectly for localization purposes. For
more information on localizing this string, see
“Localized strings” on page 28.

Formatting is allowed, so HTML tags can be
specified.

Note: When the user saves a new document, Dreamweaver MX examines the list of extensions for the current
platform that are associated with the document type (winfileextensionandmacfileextension). Dreamweaver
selects the first string in the list and uses it as the default file extension. To change this default file extension, you
need to reorder the extensions in the comma-separated list so that the new default is listed first.
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When Dreamweaver MX launches, it reads all document type definition files and builds a list of
valid document types. Dreamweaver treats any entries within the definition files that have
nonexistent server models as nonserver model document types. Dreamweaver ignores entries that
have bad contents or IDs that are not unique.

If, while scanning the Configuration/DocumentTypes folder, Dreamweaver MX finds no
document type definition files or if any of the definition files appear to be corrupt, Dreamweaver
closes with an error message.

Dynamic templates

You can create templates that are based on dynamic document types. These templates are called
dynamic templates. The following two elements are essential to defining a dynamic template:

® The value of the internaltype attribute for the new document type must be DWTemplate.

® The dynamicid attribute must be set and the value must be a reference to the identifier of an
existing dynamic document type.

If, for example, you have defined the following dynamic document type:

<documenttype
id="PHP_MySQL"
servermodel="PHP MySQL"
internaltype="Dynamic"
winfileextension="php,php3"
macfileextension="php,php3"
file="Default.php"

>

<title>PHPL/title>

<description><![CDATALPHP document]]></description>
</documenttype>

You can then define the following dynamic template, which is based on this PHP_MySQL dynamic
document type:

<documenttype
id="DWTemplate_PHP"
internaltype="DWTemplate"
dynamicid="PHP_MySQL"
winfileextension="php.dwt"
macfileextension="php.dwt"
file="Default.php.dwt"

>

<title>PHP Template</title>

<description><![CDATA[Dreamweaver PHP Template document]]></description>
</documenttype>

When a Dreamweaver MX user creates a new blank template of type DWTemplate_PHP,
Dreamweaver lets the user create PHP server behaviors in the file. Furthermore, when the user
creates instances of the new template, the user can create PHP server behaviors in the instance.

In the previous example, when the user saves the template, Dreamweaver MX automatically adds
a .php.dwt extension to the file. When the user saves an instance of the template, Dreamweaver
adds the .php extension to the file.
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Document extensions

After creating a new document type, extension developers need to update the appropriate
Extensions.txt file. If the user is on a system that supports multiple users (such as Windows XD,
Windows 2000, or Mac OS X), the user has another Extensions.txt file in their Configuration
folder. This Extensions.txt file is the one that the user needs to update because this file is the
instance that Dreamweaver looks for and parses.

The location of the user’s Configuration folder depends on the user’s platform.

For Windows 2000 and Windows XP platforms:

<drive>:\Documents and Settings\<username>\ -
Application Data\Macromedia\Dreamweaver MX\Configuration

For Windows NT platforms:

<drive>:\WinNT\profiles\<username>\ =
Application Data\Macromedia\Dreamweaver MX\Configuration

For Mac OS X platforms:

<drive>:Users:<username>:Library:Application Support: =
Macromedia:Dreamweaver MX:Configuration

If Dreamweaver MX cannot find Extensions.txt in the user’s Configuration folder, Dreamweaver
looks for it in the Dreamweaver Configuration folder.

Note: On multiuser platforms, if you edit the copy of Extensions.txt that resides in the Dreamweaver Configuration
folder and not the one located in the user’s Configuration folder, Dreamweaver is not aware of the changes because
Dreamweaver parses the copy of Extensions.txt in the user’s Configuration folder, not in the Dreamweaver
Configuration folder.

Sometimes you might want to create a new document extension. To create a new document
extension, you can either add the new extension to an existing document type or create a new
document type, which is explained in preceding paragraphs.

To add a new extension to an existing document type, perform the following steps:
1 Edit MMDocumentTypes.xml.

2 Add the new extension to the winfileextension and macfileextension attributes of the
existing document type.

3 Add the new extension to the appropriate Extensions.txt file, as described at the beginning of
this section. Suppose you have a new document type called FOO and that it has three file
extensions that are associated with it: FE, FI, and FO. The following example shows how to
add those extensions to the Extensions.txt file:

HTM,HTML, ... ,VTML,FE,FI,FO:A1T Documents

FE.FI,FO:F00 Files

Localized strings

Within a document type definition file, the <title> and <description> subtags specify the
display title and description for the document type. You can use the MMString:Toadstring
directive in the subtags as a placeholder for providing localized strings for the two subtags. This
process is similar to server-side scripting where you specify a particular string to use in your page
by using a string identifier as a placeholder. For the placeholder, you can use a special tag or you
can specify a tag attribute whose value is replaced.
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To provide localized strings, perform the following steps:

1 Place the following statement at the top of the document type definition file:
<?xml version="1.0" encoding="utf-8"7>

2 Declare the MMString name space in the <documenttypes> tag:

<documenttypes
xmins:MMString="http://www.macromedia.com/schemes/data/string/">
3 At the location in the document type definition file where you want to provide a localized
string, use the MMString:Toadstring directive to define a placeholder for the localized string.
You can specify this placeholder in one of two ways:
<description>

<loadstring>myJSPDocType/Description</loadstring>
</description>

or

<description>
<loadstring id="myJSPDocType/Description" />
</description>

In these examples, myJSPDocType/Description is a unique string identifier that acts as a
placeholder for the localized string. The localized string is defined in the next step.

4 In the Configuration/Strings folder, create a new XML file (or edit an existing file)
that defines the localized string. For example, the following code, when placed in the
Configuration/Strings/strings.xml file, defines the myJSPDocType/Description string:

{strings>

..<string id="myJSPDocType/Description”
value=
"<I[CDATA[JavaServer&nbsp;Page with <em>special</em> featuresl]>"
/>

%}étrings>

Note: String identifiers, such as myJSPDocType/Description inthe preceding example, must be unique
within the Dreamweaver MX application. Dreamweaver, when it launches, parses all XML files within the
Configuration/Strings folder and loads these unique strings.

Rules for document type definition files

Dreamweaver MX lets document types that are associated with a server model share file
extensions. For example: ASP-JS and ASP-VB can claim .asp as their file extension. (For
information on which server model gets preference, see “canRecognizeDocument()” on page

217.)

Dreamweaver MX does not let document types that are not associated with a server model share
file extensions.

If a file extension is claimed by two document types where one type is associated with a server
model and the other is not, the latter document type gets preference. Suppose you have a
document type called SAM, which is not associated with a server model, that has a file extension
of .sam, and you add this file extension to the ASP-JS document type. When a Dreamweaver MX
user opens a file that has a .sam extension, Dreamweaver assigns the SAM document type to it,

not ASP-JS.
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Opening a document in Dreamweaver

When a user opens a file, Dreamweaver MX follows a series of steps to identify the document
type based on the file’s extension.

If Dreamweaver successfully finds a unique document type, Dreamweaver uses that type and
loads the associated server model (if any) for the document that the user is opening. If the user has
selected to use Dreamweaver UltraDev 4 server behaviors, Dreamweaver MX loads the
appropriate UltraDev 4 server model.

If the file extension maps to more than one document type, Dreamweaver performs the
following actions:

® Ifa static document type is among the list of document types, it gets preference.

* Ifall the document types are dynamic, Dreamweaver MX creates an alphabetical list of the
server models that are associated with these document types and then calls the
canRecognizeDocument () function in each server model (see “canRecognizeDocument()” on
page 217). Dreamweaver collects the return values and determines which server model
returned the highest valued positive integer. The document type whose server model returns
the highest integer is the document type that Dreamweaver assigns to the document being
opened. If, however, more than one server model returns the same integer, Dreamweaver goes
through the alphabetical list of those server models, picks the first in the list, and uses that
document type. For example, if both ASP-JS and ASP-VB claim an .asp document and if their
respective canRecognizeDocument () functions return equal values, Dreamweaver assigns the
document to ASP-]JS (because, alphabetically, ASP-]JS is first).

If Dreamweaver MX cannot map the file extension to a document type, Dreamweaver opens the
document as a text file.
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CHAPTER 3
User Interfaces for Extensions

Most extensions are built to receive information from the user through a user interface (UI). If
you plan to submit your extension for Macromedia certification, you need to follow the
guidelines that are available within the Extension Manager files (http://www.macromedia.com/
exchange/). These guidelines are not intended to limit your creativity; their purpose is to ensure
that certified extensions work effectively within the Dreamweaver UL, and that the extension Ul
design does not detract from its functionality.

Designing an extension Ul

Typically, an extension is built to perform a task that a set of users encounters frequently. Certain
parts of the task are repetitive and, therefore, can be automated. Some steps in the task can
change, or specific attributes of the code that the extension processes can change. You build the
UTI to handle user inputs for these variable values.

As an example, an extension could automate updates for a web catalog where users need to change
values for image sources, item descriptions, and prices periodically, but the procedures for taking
these values and formatting the information for display on the website remains the same. A
simple extension can automate the formatting while letting users manually input the new,
updated values for the three variables. A more advanced extension could automate the process of
pulling a set of values for image sources, item descriptions, and prices directly from a database,
with variables for time intervals input by the user.

So the purpose of your extension Ul is to receive the user inputs that are needed to handle the
variable aspects of a repetitive task that the extension performs. Dreamweaver supports HTML
and JavaScript form elements as the basic building blocks for creating extension UT controls and
displays the UI using its own HTML renderer. Therefore, an extension Ul can be as simple as an
HTML file that contains a two-column table with text descriptions and form input fields.

Most extension developers design their extension Ul after coding most of the functionality of
their extension in JavaScript. After you begin writing code, it is often easy to discern what
variables are necessary and what form inputs can best handle them.
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Consider the following basic guidelines as you design an extension Ul:

* If you want a name for your extension, place the name in the Title Tag of your HTML file.
Dreamweaver displays the name in the Extension title bar.

® Keep text labels on the left side of your UI, aligned right, with text boxes on the right side,
aligned left. This arrangement lets the user’s eyes easily locate the beginning of any text box.
Minimal text can follow the text box as explanation or units of measure.

® Keep checkbox and radio button labels on the right side of your UI, aligned left.

® For readable code, assign logical names to your text boxes. If you use Dreamweaver to create
your extension U, you can use the Property inspector or the Quick tag editor to assign names

to the fields.

In a typical scenario, after you create the UI, test the extension code to see that it properly
performs the following Ul-related tasks:

® Getting the values from the text boxes
® Setting default values for the text boxes or gathering values from the selection

® Applying changes to the user document

Dreamweaver HTML rendering control

For versions through Dreamweaver 4, Dreamweaver rendered more space around form controls
than do Microsoft Internet Explorer and Netscape Navigator. This means that form controls in
extension Uls are rendered with extra space around them, because Dreamweaver uses its HTML
rendering engine to display extension Uls.

Form control rendering has been improved in Macromedia Dreamweaver MX to more closely
match the browsers. You can see the difference when you create documents that contain forms in
Dreamweaver. However, to prevent extension developers from having to update existing
extensions, form controls in extensions render the same way as they did in Dreamweaver 4. To
take advantage of the rendering improvements, you must use one of three new DOCTYPE
statements in your extension files, as shown in the following example:

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension layout-engine 5.0//dialog">
<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension layout-engine5.0//floater">

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension Tayout-engine5.0//pi">

In most cases, DOCTYPE statements must go on the first line of a document. However, to avoid
conflicts with extension-specific directives that, in previous versions, were required to be on the
first line of a file (such as the comment at the top of a Property inspector file, or the MENU-
LOCATION=NONE directive in a command), in Dreamweaver MX DOCTYPE statements and
directives can be in any order as long as they appear before the opening htm1 tag.
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In addition to letting you make extension Uls more closely match the built-in dialog boxes and
panels, the new DOCTYPE statements also let you view your extensions in the Dreamweaver Design
view as they appear when viewed by users.

@ Base |, el 5
| -

The Base Property inspector as it appears in Design view with the DOCTYPE statement (and after a few
adjustments to accommodate the new rendering).

Using custom Ul controls in extensions

In addition to the standard HTML form elements, Dreamweaver supports custom controls to
help you create flexible, professional-looking interfaces, as described in the following list:

¢ Editable select lists (also known as combo boxes) that let you combine the functionality of a
select list with that of a text box

® Database controls that facilitate the display of data hierarchies and fields
® Tree controls that organize information into expandable and collapsible nodes

® Color button controls that let you add color picker interfaces to your extensions

Editable select lists

Extension Uls often contain pop-up lists that are defined using the <select> tag. In
Dreamweaver, pop-up lists in extensions can be made editable by adding editable="true" to
the <select> tag. To set a default value, set the editText attribute and the value that you want
the select list to display.
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The following example illustrates the settings for an editable select list:

<select name="travelOptions" style="width:250px" editable="true"
editText="other (please specify)">

<option value="plane">plane</option>

<option value="car">car</option>

<option value=""bus">bus</option>

<{/select>

When you use select lists in your extensions, you can check for the presence and value of the
editable attribute. If no value is present, the select list returns the default value of false, which
indicates that the select list is not editable.

As with normal (noneditable) select lists, editable select lists have a selectedIndex property (see
“Objects, properties, and methods of the Dreamweaver DOM?” on page 42). This property
returns -1 if the text box is selected.

To read the value of an active editable text box into an extension, read the value of the editText
property. editText returns the string that the user entered into the editable text box, the value of

the editText attribute, or an empty string if no text has been entered and no value has been
specified for editText.

Dreamweaver adds the following custom attributes for <select> to control editable pop-up lists:

Attribute Name Description Accepted Values

editable Declares that the pop-up list has an Boolean value of true or false
editable text area

editText Holds or sets text within the editable text A string of any value
area

Note: Editable select lists are available in Dreamweaver MX.
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The following example creates a command that contains an editable select list using common
JavaScript functions:

<html>
<head>
<title>Editable Dropdown Test</title>
<script Tanguage="javascript">
function getAlert()
{
var i=document.myForm.mySelect.selectedIndex;

alert ("selectedIndex: " + 1i);
if (i>=0)
alert("selected text " +document.myForm.mySelect.options[i].text);
else
alert("selected text " + document.myForm.mySelect.editText);
else

alert("nothing is selected");
}
function commandButtons()
{
return new Array("OK", "getAlert", "Cancel", "window.close()");
}

{/script>
</head>

<body>

<div name="test">

<form name="myForm">

<table>

<tr> <td>button to click:</td><td>

<input type="button" value="button 1" onclick="getAlert();"></td>

</tr>

<tr>

<td>Editable DropDown with default text:</td>

<td><select name="mySelect" editable="true" style="width:150px"
editText="Editable Text">

<option> opt 1 </option>

<option> opt 2 </option>

<option> opt 3 </option>

{/select></td></tr>

<tr> <td>Editable DropDown without default text:</td>

<td><select name="mySelect_no" editable="true" style="width:150px">

<option value="1"> opt 1 </option>

<option value="2"> opt 2 </option>

<option value="3"> opt 3 </option>

{/select></td></tr>

</table>

</form>
</div>

</body>
</htm1>

To use this sample, save it to the Dreamweaver Configuration/Commands folder as

EditableSelectTest.htm. Restart Dreamweaver, and select EditableSelectTest from the Command

menu.
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Database controls

Using Dreamweaver, you can extend the HTML <select> tag to create a database tree control.
You can also add a variable grid control. The database control is useful for displaying database
schema. The variable grid control displays tabular information.

The following illustration shows an advanced Recordset dialog box that uses a database control
and a variable grid control:

Recordset E‘
-
e e T
Connection: [None - -_cﬂn[e\
vaiizbles: 4 = |
Hame Default Value Runtime Value
Database [ By Tables Add to SAL
1ems: | ()9 Views SELECT
) g Stored Proceduies
WHERE
ORDER BY

Adding a database tree control

The database control has the following attributes:

Attribute Name Description

name Name of the database control

control.style Width and height, in pixels

type Type of control

connection Name of the database connection that is defined in the Connection Manager; if empty,

the control is empty.

noexpandbuttons When this attribute is specified, the tree control does not draw the plus (+) or collapse
minus (-) indicators or the associated triangle arrows on the Macintosh. This attribute
is useful for drawing multicolumn list controls.

showheaders When this attribute is specified, the tree control displays a header at the top that lists
the name of each column.

Any option tags that are placed inside the <select> tag are ignored.

To add a database tree control to a dialog box, you can use the following sample code with
appropriate substitutions:
<{select name="DBTree" style="width:400px;height:110px" -

type="mmdatabasetree" connection="connectionName" noexpandbuttons
showHeaders></select>

You can change the connection attribute to retrieve selected data and display it in the tree. You
can use DBTreeControl as a JavaScript wrapper object for the new tag. For more examples, see

the DBTreeControlClass.js file in the Configuration\Shared\Scripts folder.
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Adding a variable grid control

The variable grid control has the following attributes:

Attribute Name Description

name Name of the variable grid control

style Width of the control, in pixels

type Type of control

columns Each column must have a name, separated by a comma

columnWidth Width of each column, each separated by a comma. If no widths are specified, the

columns are of equal width.

The following example adds a simple variable grid control to a dialog box:

<select name="ParamlList" style="width:515px;" -
type="mmparameterlist columns"="Name,SQL Data —
Type,Direction,Default Value,Run-time Value" size=6></select>

The following example creates a variable grid control that is 500 pixels wide, with five columns of
various widths:

<select name="ParamlList" style="width:500px;" -
type=mmparameterlist columns="Name,SQL Data Type,Direction, -

Default Value,Run-time Value" columnWidth="100,25,11," size=6>—
{/select>

This example creates two blank columns that are 182 pixels wide. (The specified columns total
136. The total width of the control is 500. The remaining space after the first three columns have
been placed is 364. There are two columns left; 364 divided by 2 is 182.)

This grid control also has a JavaScript wrapper object that should be used to access and
manipulate the grid control’s data. You can find the implementation within the

GridControlClass.js file in the Configuration\Shared\MM\Scripts\Class folder.
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Adding tree controls

Tree controls display data in a hierarchical format and let users expand and collapse nodes in the
tree. The mm: treecontrol tag lets you create tree controls for any type of information; unlike the
database tree control described in “Adding a database tree control” on page 36, no association
with a database is required. The Dreamweaver Keyboard Shortcuts editor uses the tree control, as
shown in the following illustration:

Keyboard Shortcuts le
Current Set: |Macromedia Standard > | @l (] | |3|| @I
Commands: |Menu Commands h |
File: -~

-Undo Chrl+7
-Redo Chrl+Y
-Cut Chrl4%
-Copy Chrl+C
Paste Chrl+y
Clear

L e HTML rrrl-;-: hd

Shortcuts: ll ;I

[ [s]4 ] [ Cancel ] [ Help ]

Creating a tree control

The MM: TREECONTROL tag creates a tree control and can use one or more additional tags to add
structure, as described in the following list:

® MM:TREECOLUMN is an empty, optional tag that defines a column in the tree control.

® MM:TREENODE is an optional tag that defines a node in the tree. It is a nonempty tag that can
contain only other MM: TREENODE tags.

MM: TREECONTROL tags have the following attributes:

Attribute Name Description

name Name of the tree control

size Optional. Number of rows that show in the control; default is 5 rows
theControl Optional. If the number of nodes in theControl exceeds the value of the size

attribute, scrollbars appear
multiple Optional. Allows multiple selections; default is single-selection

style Optional. Style definition for height and width of tree control; if specified,
takes precedence over S1ZE attribute

noheaders Optional. Specifies that the column headers should not display
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MM: TREECOLUMN tags have the following attributes:

Attribute Name Description

name Name of the column

value String to appear in column header

width Width of the column in pixels (percentage not supported);

default is 100

align Optional. Specifies whether the text in the column should be
aligned left, right, or center; default is left

state Specifies whether the column is visible or hidden

For readability, TREECOLUMN tags should follow immediately after the MM: TreeContro]l tag, as
shown in the following example:

<MM:TREECONTROL name="treel">
<MM:TREECOLUMN name="Columnl" width="100" state="visible">
<MM:TREECOLUMN name="Column2" width="80" state="visible">

</MM:TREECONTROL>
The MM: TREENODE attributes are described in the following table:

Attribute Name Description

name Name of the node

value Contains the content for the given node. For more than one column, this is a pipe-
delimited string. To specify an empty column, place a single space character before
the pipe (1).

expanded An empty attribute that specifies the node is expanded by default

selected You can select multiple nodes by setting this attribute on more than one tree node, if

the tree has a MULTIPLE attribute.

icon Optional. The index of built-in icon to use, starting with O, as follows:
O=noicon
1=DW document icon
2 = Multidocument icon

The following example creates a tree control:

<mm:treecontrol name="CtrIName" [size=N] [style="[width:#px]1;[height:#px]1"1>
<mm:treecolumn name="Columnl" value="Items">

<mm:treenode value="Iteml" selected></mm:treenode>

<mm:treenode value="Item2|Item3" expanded></mm:treenode>

<mm:treenode value="Item4|Item5"></mm:treenode>

</mm:treecolumn>

</mm:treenode>

</mm:treecontrol>

Manipulating content within a tree control

Tree controls and the nodes within them are implemented as HTML tags. They are parsed by
Dreamweaver and stored in the document tree. These tags can be manipulated in the same way as
any other document node. For more information on dom functions and methods, see “The
Dreamweaver Document Object Model” on page 41.
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Adding nodes To add a node to an existing tree control programmatically, set the innerHTML
property of the mm: treecontrol tag or one of the existing mm: treenode tags. Setting the inner
HTML property of a tree node creates a nested node.

The following example adds a node to the top level of a tree:

var tree = document.myTreeControl;

//add a top-level node to the bottom of the tree

tree.innerHTML = tree.innerHTML + ‘<mm:treenode name="node3"—
value="node3">’;

Adding a child node To add a child node to the currently selected node set the innerHTML
property of the selected node.

The following example adds a child node to the currently selected node:

var tree = document.myTreeControl;

var selNode = tree.selectedNodes[0];

//deselect the node, so we can select the new one

selnode.removeAttribute("selected");

//add the new node to the top of the selected node’s children

selNode.innerHTML = '<mm:treenode name="iteml0" value="New itemll" =
expanded selected>' + selNode.innerHTML;

Deleting nodes To delete the currently selected node from the document structure, use the
innerHTML or outerHTML properties.

The following example deletes the entire selected node and any children:

var tree = document.myTreeControl;
var selNode = tree.selectedNodes[0];
selNode.outerHTML = "";

A color button control for extensions

In addition to the standard input types such as text, checkbox, and button, Dreamweaver
supports mmcolorbutton, an additional input type in extensions.

To cause a color picker to appear in the UI, specify <input type="mmcolorbutton"> in your
extension. You can set the default color for the color picker by setting a value attribute on the
input tag. If no value is set, the color picker appears grey by default and the value property of the
input object returns an empty string.

The following example shows a valid mmcolorbutton tag:

{input type="mmcolorbutton" name="colorbutton" value="#FF0000">
<input type="mmcolorbutton" name="colorbutton" value="teal">

A color button has one event, onChange, which is triggered when the color is changed.

You might want to keep a text box and a color picker synchronized. The following example
creates a text box that synchronizes the color of the text box with the color of the color picker:

<input type = "mmcolorbutton" name="fgcolorPicker"
onChange="document.fgcolorText.value=this.value">

<input type = "test" name="fgcolorText"
onBlur="document.fgColorPicker.value=this.value">

In this example, when the user changes the value of the text box and then tabs or clicks
elsewhere, the color picker updates to show the color that is specified in the text box. Whenever
the user chooses a new color with the color picker, the text box updates to show the hex value for
that color.
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CHAPTER 4
The Dreamweaver Document Object Model

In Dreamweaver, the Document Object Model (DOM) s a critically important tool for extension
builders. It is used to gain access to and manipulate elements within the user’s document and
within the extension file. For this reason, understanding the Dreamweaver DOM is important to
extension developers.

A DOM defines the structure of documents that are created using a markup language. By
representing tags and attributes as objects and properties, the DOM provides a way for
documents and their components to be accessed and manipulated by programming languages.

The structure of an HTML document can be seen as a document tree. The root is the HTML tag,
and the two largest trunks are HEAD and BODY. Offshoots of HEAD include TITLE, STYLE, SCRIPT,
ISINDEX, BASE, META, and LINK, and offshoots of BODY include headings (H1, H2, and so on),
block-level elements (P, DIV, FORM, and so on), text-level elements, (FONT, BR, IMG, etc.) and
other element types. Leaves on these offshoots include attributes such as WIDTH, HEIGHT, ALT,
and others.

In a DOM, the tree structure is preserved and presented as a hierarchy of parent nodes and child
nodes. The root node has no parent, and leaf nodes have no children. At each level within the
HTML structure, the HTML element can be exposed to JavaScript as a node. Using this
structure, you can access the document or any element within it.

In JavaScript, you can call any document object by name or by index, as described in the
following list:

® By name, as in document.myForm.myButton
® By index, asin document.forms[0].elements[1]

Objects with the same name are collapsed into an array. You can access a particular object in the
array by incrementing the index with zero as the origin (for example, the first radio button with
the name myRadioGroup in myForm is referenced as document.myForm.myRadioGroup[0]).

Which document DOM?

It is important to distinguish between the DOM of the user’s document and the DOM of the
extension. The information in this chapter applies to both types of Dreamweaver documents, but
the way that you reference each DOM is different.

If you are familiar with JavaScript in browsers, you can reference objects in the active document
by writing document. (for example, document. forms[01]), the same way that you reference
objects in extension files. To reference objects in the user’s document, however, you must call
dw.getDocumentDOM(), dw.createDocument (), or another function that returns a user
document object.
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For example, to refer to the first image in the active document you can write
dw.getDocumentDOM() . images[0]. You can also store the document object in a variable and use
that variable in future references, as shown in the following example:

var dom = dw.getDocumentDOM(); //get the dom of the current document

var firstImg = dom.images[0];
firstimg.src = “myImages.gif”;

This kind of notation is common in files throughout the Configuration folder, especially in
command files. For more information about dw.getDocumentDOM(), see
“dreamweaver.getDocumentDOM()” on page 453.

The Dreamweaver DOM

The Dreamweaver DOM contains a subset of objects, properties, and methods from the World
Wide Web Consortium (W3C) (http://www.w3.org/ TR/REC-DOM-Level-1/) DOM Level 1,
which are combined with some properties of the Microsoft Internet Explorer 4.0 DOM.

Objects, properties, and methods of the Dreamweaver DOM

The following table lists the objects, properties, methods, and events that the Dreamweaver
DOM supports. Some properties are read-only when they are accessed as properties of a specific
object. A bullet (*) indicates properties that are read-only when used in the listed context.

Object Properties Methods Events
window navigator e alert() onResize
document -« confirm()
innerWidth -« escape()
innerHeight unescape()
screenX e close()

screenY e setTimeout()

clearTimeout()
setInterval()
clearInterval()

resizeTo()
navigator platform -« None None
document forms « (anarray of form getElementsBy TagName() onload
objects) hasChildNodes ()
images . (anarray of image
objects)

layers « (anarray of
LAYER, TLAYER, and
absolutely positioned DIV
and SPAN objects)
child objects by name «
nodeType -«
parentNode -
childNodes -
documentElement -«
body

URL

parentWindow e
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Object Properties Methods Events
all tags/elements nodeType -« getAttribute()
parentNode - setAttribute()
childNodes - removeAttribute()
tagName getElementsByTagName()
attributes by name hasChildNodes ()
innerHTML
outerHTML
form In addition to the properties  Only those methods None
available for all tags: available to all tags.
tags:elements « (anarray
of button, checkbox,
password, radio, reset,
select, submit, text,
file, hidden, image,
and textarea objects)
mmcolorbutton
child objects by name -«
layer In addition to the properties ~ Only those methods available None
available for all tags: to all tags.
visibility
lTeft
top
width
height
zIndex
image In addition to the properties  Only those methods available onMouseOver
available for all tags: to all tags. onMouseOut
src onMouseDown
onMouselp
button In addition to the properties  In addition to the methods onClick
reset available for all tags: available for all tags
submit form blur()
focus()
checkbox In addition to the properties  In addition to the methods onClick
radio available for all tags: available for all tags
checked plur()
form focus()
password In addition to the properties  In addition to the methods onBlur
text available for all tags: available for all tags: onFocus
file form blur()
hidden value focus()
image (field) select()
textarea
select In addition to the properties  In addition to the methods onBlur (Windows
available for all tags: available for all tags: only)
form . blur() (Windows only) onChange
options « (an array of focus() (Windows only) onfFocus
option objects) (Windows only)
selectedIndex
option In addition to the properties ~ Only those methods available None

available for all tags
text

to all tags.
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Object Properties Methods Events
mmcolorbutton In addition to the properties ~ None onChange
available for all tags
name
value
array MatchesNetscape Matches Netscape 4 None
boolean Navigator 4
date
function
math
number
object
string
regexp
text nodeType -« hasChildNodes() None
parentNode -
childNodes -
data
comment nodeType -« hasChildNodes () None
parentNode -
childNodes -
data
Nodelist length « item() None
NamedNodeMap Tength item() None

Properties and methods of the document object

The following table details the properties and methods of the document object that are taken
from DOM Level 1 and used in Dreamweaver. A bullet (*) marks read-only properties.

Property or method

Return value

nodeType -«
parentNode -

parentWindow e

childNodes -

documentElement -«

Node.DOCUMENT_NODE

null

The JavaScript object that corresponds to the document’s parent
window. (This property is not included in DOM Level 1, however, it is

supported by Microsoft Internet Explorer 4.0.)

A Nodel ist that contains all the immediate children of the document
object. Typically the document has a single child: the HTML object.

body -

URL

The JavaScript object that corresponds to the HTML tag. This property is
shorthand for getting the value of document.childNodes and extracting
the HTML tag from the NodeList.

The JavaScript object that corresponds to the BODY tag. This property is
shorthand for calling document .documentElement.childNodes and
extracting the BODY tag from the NodeList. For frameset documents, this
property returns the node for the outermost frameset.

The file://URL forthe document or, if the file has not been saved, an
empty string.
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Property or method Return value

getElementsByTagName(tagName) A Nodelist thatcan be used to step through tags of type tagName (for
example, IMG, DIV, and so on).
If the tagargumentis LAYER, the function returns all LAYER and TLAYER
tags and all absolutely positioned DIV and SPAN tags.
If the tagargumentis INPUT, the function returns all form elements. (If a
name attribute is specified for one or more tagName objects, it must begin
with a letter as required by the HTML 4.01 specification, or the length of
the array that this function returns is incorrect.)

hasChildNodes () true

Properties and methods of HTML tag objects

Every HTML tag is represented by a JavaScript object. Tags are organized in a tree hierarchy,
where tag x is a parent of tag y, if y falls completely within x’s opening and closing tags (<x>x
content <y>y content</y> more x content.</x>). For this reason, your code should be
well-formed.

The following table lists the properties and methods of tag objects in Dreamweaver, along with
their return values or explanations. A bullet (*) marks read-only properties.

Property or method Return value

nodeType - Node.ELEMENT_NODE

parentNode - The parent tag. If this is the HTML tag, the document object returns.
childNodes - A Nodel st that contains all the immediate children of the tag.
tagName The HTML name for the tag, such as IMG, A, or BLINK. This value

always returns in uppercase letters.

attrName A string that contains the value of the specified tag attribute.
tag.attrName cannot be usedif attrNameis areserved word in the
JavaScript language (for example, c1ass). In this case, use
getAttribute() and setAttribute().

innerHTML The source code that is contained between the beginning tag and the
end tag.For example, in the code <p><b>He110</b>, World!</p>,
p.innerHTML returns <b>Hel10</b>, World!.If you write to this
property, the DOM tree immediately updates to reflect the new
structure of the document. (This property is not included in DOM
Level 1; however, it is supported by Internet Explorer 4.0.)

outerHTML The source code for this tag, including the tag. For the previous
example code, p.outerHTML returns <p><b>He110</b>, World!</
p>. If you write to this property, the DOM tree immediately updates to
reflect the new structure of the document. (This property is not
included in DOM Level 1; however, it is supported by Internet Explorer
4.0)

getAttribute(attrName) The value of the specified attribute if it is explicitly specified; otherwise,
null.

getTranslatedAttribute(attrName) The translated value of the specified attribute, or the same value that
getAttribute() returnsif the attribute’s value is not translated. (This
property is notincluded in DOM Level 1; it was added to Dreamweaver
3 to support attribute translation.)

setAttribute(attrName, attrValue) Does notreturn avalue. Sets the specified attribute to the specified
value: for example, img.setAttribute("src", "image/
roses.gif").
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Property or method

Return value

removeAttribute(attrName)

getElementsByTagName(tagName)

hasChildNodes ()

hasTranslatedAttributes()

Does not return a value. Removes the specified attribute and its value
from the HTML for this tag.

ANodel1ist that can be used to step through child tags of type
tagName (for example, IMG, DIV, and so on).

If the tagargumentis LAYER, the function returns all LAYER and
TLAYER tags and all absolutely positioned DIV and SPAN tags.

If the tagargumentis INPUT, the function returns all form elements. (If
a name attribute is specified for one or more tagName objects, it must
begin with a letter as required by the HTML 4.01 specification, or the
length of the array returned by this function is incorrect.)

A Boolean value that indicates whether the tag has any children.

A Boolean value that indicates whether the tag has any translated
attributes. (This property is not included in DOM Level 1; it was added
to Dreamweaver 3 to support attribute translation.)

Properties and methods of text objects

Each contiguous block of text in an HTML document (for example, the text within a P tag) is
represented by a JavaScript object. Text objects never have children. The following table describes
the properties and methods of text objects that are taken from DOM Level 1 and used in
Dreamweaver. A bullet (*) marks read-only properties.

Property or method

Return value

nodeType -
parentNode -
childNodes -

data

hasChildNodes ()

Node.TEXT_NODE

The parent tag

Anempty Nodelist

The actual text string. Entities in the text are represented as a single
character (for example, the text Joseph &amp; I isreturned as

Joseph & I).

false

Properties and methods of comment objects

Each HTML comment is represented by a JavaScript object. The following table details the
properties and methods of comment objects that are taken from DOM Level 1 and are used in
Dreamweaver. A bullet (*) marks read-only properties.

Property or method

Return value

nodeType -
parentNode -
childNodes -
data

hasChildNodes ()

Node.COMMENT_NODE

The parent tag

An empty Nodelist

The text string between the comment markers (<!-- and -->)

false
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The dreamweaver and site objects

Dreamweaver implements the standard objects that are accessible through the DOM and adds
two custom objects: dreamweaver and site. Both of these custom objects are widely used within
the APIs and in writing extensions. For additional information on the methods of the
dreamweaver and site objects, see “The Dreamweaver JavaScript API” on page 371.

Properties of the dreamweaver object
The dreamweaver object has two read-only properties, as described in the following list:
® appName has the value "Dreamweaver".

® appVersion hasavalue of the form "versionNumber.releaseNumber.buildNumber
[TanguageCode]l (platform)".

As an example, the value of the appVersion property for the Swedish Windows version of
Dreamweaver MX would be "6.0.XXXX [sel (Win32)"; the value for the English Macintosh
version would be "6.0.XXXX [en] (MacPPC)".

Note: The build number for the version that comes as Dreamweaver MX was not known when this documentation
was printed. You can find the build number under Help > About.

The appName and appVersion properties were implemented in Dreamweaver 3 and are not
available in earlier versions of Dreamweaver. You might want to check whether the user of your
extension has Dreamweaver version 3 or later. To do this, check for the existence of the
appVersion or appName property.

To check for a specific version of Dreamweaver, check first for the existence of appVersion and
then for the version number, as shown in the following example:

if (dreamweaver.appVersion && —

dreamweaver.appVersion.index0f('3.01") != -1){

// execute code
}

The dreamweaver object has a property called systemScript that lets you query the language of
the user’s operating system. Use this property if you need to include special cases in your
extension code for localized operating systems, as shown in the following example:

if (dreamweaver,systemScript && (dreamweaver.systemScript.index0f(’ja’)!=-1){
SpecialCase

}

systemScript returns the following values for localized operating systems:

Language Value
Japanese ja
Korean ko
TChinese zh_tw
SChinese zh_cn

Operating systems for all European languages return “en’.
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The site object

The site object has no properties. For information about the methods of the dreamweaver and
site objects, see “The Dreamweaver JavaScript API” on page 371.
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CHAPTER S
Objects

Objects are designed to insert a specific string of code into a user’s document. An object appears
in a tab in the Insert bar and in the Insert menu when its Object file is stored in a subfolder
within the Configuration/Objects folder. If you add a new object to the Insert bar, you must add
a new subfolder for it within the Configuration/Objects folder and also edit the insertbar.xml file.

Objects have three components: the Object file that defines what is inserted in your document,
the 18 x 18 pixel image that appears on the Insert bar, and the insertbar.xml file that defines
where the object appears on the Insert bar.

Objects are HTML files. The BODY of an Object file can contain an HTML form that accepts
parameters for the object (for example, the number of rows and columns to insert in a table). The
HEAD of an Object file contains JavaScript functions that process form input from the B0DY and
control what is added to the user’s document.

Note: The simplest objects contain only the HTML to insert, without a BODY and HEAD tag. See “Customizing
Dreamweaver” on the Macromedia Support Center for more information.

How object files work

When a user selects an object by clicking an icon in the Insert bar or by selecting an item in the
Insert menu, the following events occur:

1 Dreamweaver calls the canInsertObject () function to determine whether to show a dialog box.

2 The Object file is scanned for a FORM tag. If a form exists and if the Show Dialog When
Inserting Objects option is selected in the General preferences, Dreamweaver calls the
windowDimensions () function, if defined, to determine the size of the dialog box in which to
display the form. If no form exists in the Object file, Dreamweaver does not display a dialog
box, and skips step 2.

3 If Dreamweaver displays a dialog box in step 1, the user enters parameters for the object (such
as the number of rows and columns in a table) in the dialog box and clicks OK.

4 The objectTag() function is called, and its return value is inserted into the document after
the current selection (it does not replace the current selection).

5 If Dreamweaver does not find the objectTag() function, it looks for an insertObject()
function and calls that function instead.
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Adding objects to the Insert bar
Each Object file has an associated 18 x 18 pixel image that appears in the Insert bar.

If you create a larger object image, Dreamweaver scales it to 18 x 18 pixels. If you do not create an
image for your object, a default object icon appears in the Insert bar.

Note: Although Object files can be stored in separate folders, it’'s important that each filename be unique. The
“dom.insertObject()” on page 471, for example, looks for a specified file anywhere within the Objects folder without

regard to subfolders. If a file called Button.htm exists in the Forms folder and also in the MyObijects folder,
Dreamweaver cannot distinguish between them.

Defining the Insert bar

The Insert bar is defined by the insertbar.xml file that is found in the Configurations/Objects
folder.

The XML file contains definitions for each individual object, in the order that the objects appear.

The first time that the user launches Dreamweaver, the Insert bar appears horizontally above the
document. After that, its visibility and position are saved in the registry.

The following example illustrates the format for the insertbar.xml file:

<?xml version="1.0"7>
dinserthar >
{category id="DW_Insertbar_Common" folder="Common">
<button id="DW_TagDialog"
image="0bjects/Common/tagDialog.gif"
enabled="true"
showIf="_VIEW_CODE"
command="dw.getDocumentDOM().setView( code’)"/>
{separator showIf="_VIEW_CODE"/>

<putton id="DW_BR"
image="0bjects/Common/BR.gif"
enabled="true"
file="0bjects/Common/br.htm"/>

<{/category >
{/insertbar>

Insert bar definition tags

The Insert bar has category, button, checkbutton, and separator items. The following sections
describe the tags for these items.
<insertbar

Description
Signals the beginning of the Insert bar definition file.

Attributes
None.

Contents
The category tag and its contents.
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Container
None.

Example
dinsertbar>

<category»

Description

Defines a tab on the Insert bar.

Attributes
id, folder, {showif}

Contents

Contains button, checkbutton, and separator tags.

Container

The insertbar tag.

Example
<category id="DW_Insertbar_Text" folder="Text">

<button>

Description

Defines a pushbutton. Executes the code that the command or fi1e attributes specify.

Attributes

id, image, {disabledImage}, {showif}, {enabled}, {command}, {file}, {tag},
{name}, {codeOnly}

Contents

None.

Container

The category tag.

Example

<button id="DW_Anchor"
image="Common\Anchor.gif"
enabled="true"
showIf=""
file="Common\Anchor.htm"/>

<checkbutton>

Description

A button that has a checked or unchecked state. When you click it, a checkbutton displays as
pressed in and highlighted. When it is unchecked, a checkbutton displays as flat. Dreamweaver
has mouse-over, pressed, mouse-over-while-pressed, and disabled-while-pressed states. The
command must ensure that clicking the checkbutton causes its state to change.
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Attributes

id, image, {disabledImage}, {showIf}, {enabled}, {checked}, {command}, {file},
{tag}, {name}

Contents

None.

Container

The category tag.

Example
<{checkbutton id="DW_StandardView"
name = "Standard View"

image="Tools\Standard View.gif"
checked="_View_Standard"
command="dw.getDocumentDOM().setShowLayoutView(false)"/>

<separatonr
Description
Displays a vertical line on the Insert bar.

Attributes
(showIf}

Contents
None.

Container

The category tag.

Example
<{separator showIf="_VIEW_CODE"/>

Insert bar tag attributes

The attributes for the Insert bar tags have the following meanings:

id="unique_id"

Required. The 1d is an identifier for tags in the insertbar.xml file. The id must be unique
identifier for the element within the file.

Example
<category id="DW_Insertbar_Layout" . . .>

folder="category_folder"

Specifies a folder in the Dreamweaver Configuration/Objects folder. Dreamweaver takes the
name of the category from the _folderinfo.txt file inside the folder, or from the folder name if the
folderinfo.txt file does not exist.

Example
folder="Tools"
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image="image_path"

Required. Specifies the path, relative to the Dreamweaver Configuration folder, to the icon file
that appears on the Insert bar. The icon can be in any format that Dreamweaver can render, but
typically it is a GIF or JPEG file format.

Example
image="Common/Table.gif"

showlf="DW_enabler"

Optional. Specifies that this item should appear on the Insert bar only if the given Dreamweaver
enabler is true. If you do not specify showIf, the item always appears. The possible enablers are
_SERVERMODEL_ASP, _SERVERMODEL_ASPNET, _SERVERMODEL_JSP, _SERVERMODEL_CFML (for
both new and old versions of ColdFusion), _SERVERMODEL_CFML_UD4 (true only for UltraDev
version 4 of ColdFusion), _SERVERMODEL_PHP, FILE_TEMPLATE, VIEW_CODE, VIEW_DESIGN,
_VIEW_LAYOUT, and _VIEW_STANDARD.

You can specify multiple enablers by placing a comma (which means AND) between the enablers.
For example, if you want an object to appear only in Code view for an ASP page, specify the
enablers as showIf="_VIEW_CODE, _SERVERMODEL_ASP". You can also specify NOT with "!".

Example
showIf="_VIEW_CODE, _SERVERMODEL_CFML"

enabled="DW_enabler”

Optional. Specifies that the item is enabled if DW_enabler is true. If you do not specify enabled,
the item defaults to always enabled. The possible enablers are _SERVERMODEL_ASP,
_SERVERMODEL_ASPNET, _SERVERMODEL_JSP, _SERVERMODEL_CFML (for both new and old
versions of ColdFusion), _SERVERMODEL_CFML_UD4 (true only for UltraDev version 4 of
ColdFusion), _SERVERMODEL_PHP, _FILE_TEMPLATE, _VIEW_CODE, _VIEW_DESIGN,
_VIEW_LAYOUT, and _VIEW_STANDARD.

You can specify multiple enablers by placing a comma (which means AND) between the enablers.
You can also specify NOT with "!".

Example
enabled="_View_Standard"

checked="DW_enabler"

Required for checkbuttons. The item is checked if DW_enabTer is true. The possible enablers are
_SERVERMODEL_ASP, _SERVERMODEL_ASPNET, _SERVERMODEL_JSP, _SERVERMODEL_CFML (for
both new and old versions of ColdFusion), _SERVERMODEL_CFML_UD4 (only for UltraDev version
4 of ColdFusion), _SERVERMODEL_PHP, _FILE_TEMPLATE, VIEW_CODE, VIEW_DESIGN, and
_VIEW_LAYOUT.

You can specify multiple enablers by placing a comma (which means AND) between
them.You can also specify NOT with "!".

Example
checked="_View_Layout"
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command="script "

Required unless the command attribute is specified. Do not specify both the command and the
f1i1le attributes for an object. The command attribute specifies JavaScript code to execute when the
user clicks the button.

Example
command="dw.getDocumentDOM().setShowlLayoutView(true)"

file="object_file_path™

Required unless the command attribute is specified. The fi1e attribute specifies the path, relative
to the Dreamweaver Configuration folder, of an object file. Dreamweaver takes the tooltip for the
object from the title of the object file.

Example
file="Templates/Editable.htm"

tag="tagStr"

Optional. Defines the tag for which to invoke a tag editor. In Code view, if the tag attribute is
defined and the user clicks on the object, Dreamweaver invokes the Tag dialog box. In Code view,
if both tag and command are specified, Dreamweaver invokes the tag editor. In Design view, if
codeOnTy="TRUE" and the file attribute is not specified, Dreamweaver MX invokes Split view,
places focus in the code, and invokes the tag editor.

Example
tag = "form"

name="nameStr"

Optional. The name attribute specifies the tooltip that appears when the mouse cursor hovers over
the object. If you specify an object file but do not specify the name attribute, Dreamweaver uses
the name of the object file for the tooltip.

Example
name = "cfoutput"

codeOnly = "boolStr"

Optional. Specifies whether the object is only meant for Code view because it has no visual
representation in Design view. The value of boo1Str must be "true" or "false".

Adding Objects to the Insert menu

Dreamweaver automatically adds any files that are inside one of the subfolders in the
Configuration/Objects folder to the bottom of the Insert menu.

To control the position of an object in the Insert menu or any other menu, or to add an object to
multiple menus, you can modify the menus.xml file. This file controls the entire menu structure
for Dreamweaver. For more information about modifying the menus.xml file, see “Customizing
Dreamweaver” on the Macromedia Support Center.
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The Objects API

This section describes the functions in the Objects APIL. You must define either the
insertObject() function or the objectTag() function. The remaining functions are optional.

caninsertObject()

Availability
Dreamweaver MX

Description

Determines whether to display the Object dialog box.

Arguments
None.

Returns

Dreamweaver expects a Boolean value.

Example
function canlnsertObject(){
var docStr = dw.getDocumentDOM().documentElement.outerHTML;
var patt = /hava/;
var found = ( docStr.search(patt) != -1 );
var insertionlIsValid = true;

if (!found){

insertionIsValid = false;

alert("the document must contain a ’hava’ string to use this object.\nHa
Ha."); }

return insertionlIsValid;)

displayHelp()

Description

If this function is defined, displays a Help button below the OK and Cancel buttons in the
Parameters dialog box. This function is called when the user clicks the Help button.

Arguments

None.

Returns

Dreamweaver expects nothing.

Example

// the following instance of displayHelp() opens
// in a browser a file that explains how to use
// the extension.
function displayHelp(){
var myHelpFile = dw.getConfigurationPath() +
*/ExtensionsHelp/superDuperHelp.htm’;
dw.browseDocument (myHelpFile);
}
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isDomRequired()

Description

Determines whether the object requires a valid DOM to operate. If this function returns true or
if the function is not defined, Dreamweaver assumes that the command requires a valid DOM
and synchronizes the Code and Design views for the document before executing.
Synchronization causes all edits in the Code view to be updated in the Design view.

Arguments

None.

Returns

Dreamweaver expects true if a command requires a valid DOM to operate; false otherwise.

insertObject()

Availability
Dreamweaver MX

Description

Required if objectTag() is not defined. Called when the user clicks OK; either inserts code into
the user’s document and dismisses the dialog box, or displays an error message and leaves the
dialog box open. This works as an alternate function to use in objects instead of objectTag(). It
does not assume that the user is inserting text at the current insertion point and allows for data
validation when the user clicks OK. You should use insertObject () if one of the following
conditions exists:

® You need to insert code in more than one place.

® You need to insert code somewhere other than the insertion point.
® You need to validate input before inserting.

If none of these conditions apply, use objectTag().

Arguments

None.

Returns

Dreamweaver expects a string that contains an error message or an empty string. If it returns an
empty string, the Object dialog box closes when the user clicks OK. If it is not empty,
Dreamweaver displays the error message and the dialog box remains.

Enabler
canInsertObject()
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Example

function insertObject() {
var theForm = document.forms[0];
var nameVal = theForm.firstField.value;
var passwordVal = theForm.secondField.value;
var errMsg = "",
var isValid = true;

// ensure that field values are complete and valid

if (nameVal == "" || passwordVal == "") {
errMsg = "Complete all values or click Cancel."
} else if (nameVal.length < 4 || passwordVal.length < 6) |
errMsg = "Your name must be at least four characters, and your password at
least six";

}

if (lerrMsg) {

// do some document manipulation here. Exercise left to the reader
}

return errMsg;

}

objectTag()

Description

The functions objectTag() and insertObject () are mutually exclusive; if both are defined in a
document, then objectTag() is used. See the insertObject () function for more information.

Inserts a string of code into the user’s document. In Dreamweaver 4, if the focus was in Code view
and the selection was a range (meaning not an insertion point), the range was replaced by the
string that objectTag () returns. This is true, even if objectTag() returned an empty string or
returned nothing. Because the main reason for returning an empty string, or nu11, from
objectTag() was because edits to the document have already been made manually, having the
selection be replaced by "" often deleted the edit. In Dreamweaver MX, returning an empty
string, or nu11 (also known as "Return;"), is a signal to Dreamweaver to do nothing.

Note: The assumption is that edits have been made manually prior to the return statement, so doing nothing in
this case is not equivalent to clicking Cancel.

Arguments

None.

Returns
Dreamweaver expects the string to be inserted in the user’s document.

Example

The following instance of objectTag() inserts an 0BJECT/EMBED combination for a specific
ActiveX control and plug-in:

function objectTag() {

return ’\n’ +

'<OBJECT CLASSID="clsid:166F100B-3A9R-11FB-8075444553540000" \n'—~
+ '"CODEBASE="http://www.mysite.com/product/cabs/—
myproduct.cabfversion=1,0,0,0" \n' + 'NAME="MyProductName"> \n' -
+ '<PARAM NAME="SRC" VALUE=""> \n' + '<EMBED SRC="" HEIGHT="" =
WIDTH="" NAME="MyProductName"> \n' + '</0BJECT>'

}

Objects 59



windowDimensions()

Description

Sets specific dimensions for the Options dialog box. If this function is not defined, the window
dimensions are computed automatically.

Note: Do not define this function unless you want an Options dialog box that is larger than 640 x 480 pixels.

Arguments
platform

The value of the argument is either "macintosh" or "windows", depending on the user’s
platform.

Returns

Dreamweaver expects a string of the form "widthInPixels,heightInPixels".

The returned dimensions are smaller than the size of the entire dialog box because they do not
include the area for the OK and Cancel buttons. If the returned dimensions do not accommodate
all options, scroll bars appear.

Example

The following instance of windowDimensions () sets the dimensions of the Parameters dialog box
to 648 x 520 pixels for Windows and 660 x 580 pixels for the Macintosh:

function windowDimensions(platform){
var retval = ""
if (platform = = "windows"){
retval = "648, 520";
felsed
retval = "660, 580";
}
return retval;
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CHAPTER 6
Commands

Commands can be used to perform almost any kind of edit to a user’s current document, other
open documents, or to any HTML document on a local drive. Commands can insert, remove, or
rearrange HTML tags and attributes, comments, and text.

Commands are HTML files. The BODY of a Command file can contain an HTML form that
accepts options for the command (for example, how a table should be sorted and by which
column). The HEAD of a Command file contains JavaScript functions that process form input
from the BODY and control what edits are made to the user’s document.

How commands work

When a user clicks a menu that contains a command, the following events occur:

1

Dreamweaver calls the canAcceptCommand() function to determine whether the menu
item should be disabled. If canAcceptCommand() returns false, the command is dimmed
in the menu, and the procedure stops. If canAcceptCommand() returns true, the procedure
can continue.

The user selects a command from the menu.

Dreamweaver calls the receiveArguments () function, if defined, in the selected Command
file to let the command process any arguments that are passed from the menu item or from the
function “dreamweaver.runCommand()” on page 400.

Dreamweaver calls the commandButtons () function, if defined, to determine which buttons
appear on the right side of the Options dialog box and what code should execute when the user
clicks the buttons.

Dreamweaver scans the Command file for a FORM tag. If a form exists, Dreamweaver calls the
windowDimensions () function, which sizes the Options dialog box that contains the BODY
elements of the file. If windowDimensions () is not defined, Dreamweaver automatically sizes

the dialog box.

If the Command file’s BODY tag contains an onlLoad handler, Dreamweaver executes it (whether
or not a dialog box appears). If no dialog box appears, the remaining steps do not occur.

The user selects options for the command. Dreamweaver executes event handlers that are
associated with the fields as the user encounters them.

The user clicks one of the buttons that is defined by commandButtons ().

Dreamweaver executes the associated code. The dialog box remains visible until one of the
scripts in the command calls window.close().
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The Command API

The custom functions in the Command API are not required.

canAcceptCommand()

Description

Determines whether the command is appropriate for the current selection.

Note: Do not define canAcceptCommand () unless it returns fa 1 se in at least one case. If the function is not
defined, the command is assumed to be appropriate; making this assumption saves time and improves performance.
Arguments

None.

Returns

Dreamweaver expects true if the command is allowed; false otherwise, dimming the command
in the menu.

Example

The following instance of canAcceptCommand () makes the command available only when the
selection is a table:

function canAcceptCommand(){
var retval=false;
var selObj=dw.getDocumentDOM.getSelectedNode();
return (selObj.nodeType == Node.ELEMENT_NODE && —
selObj.tagName=="TABLE");{
retval=true;
}
return retval;

}

commandButtons()

Description

Defines the buttons that should appear on the right side of the Options dialog box and their
behavior when they are clicked. If this function is not defined, no buttons appear, and the BODY of
the Command file expands to fill the entire dialog box.

Arguments

None.

Returns

Dreamweaver expects an array that contains an even number of elements. The first element is a
string that contains the label for the topmost button. The second element is a string of JavaScript
code that defines the behavior of the topmost button when it is clicked. Remaining elements
define additional buttons in the same way.

Example

The following instance of commandButtons () defines three buttons: OK, Cancel, and Help.

function commandButtons(){
return new Array("0K" , "doCommand()" , "Cancel" , =
"window.close()" , "Help" , "showHelp()");

}
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isDomRequired()

Description

Determines whether the command requires a valid DOM to operate. If this function returns
true or if the function is not defined, Dreamweaver assumes that the command requires a valid
DOM and synchronizes the Design and Code views of the document before executing.
Synchronization causes all edits in the Code view to be updated in the Design view.

Arguments
None.

Returns
Dreamweaver expects true if a command requires a valid DOM to operate; false otherwise.

receiveArguments()

Description

Processes any arguments that are passed from a menu item or from dw. runCommand (), if any
arguments are passed via the dw.runCommand () function.

Arguments
{argl}, {arg2},...{argh}

If the arguments attribute is defined for a menuitem tag, the value of that attribute passes to the
receiveArguments() function as one or more arguments. Arguments can also be passed to a
command by the dw. runCommand() function.

Returns

Dreamweaver expects nothing.
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windowDimensions()

Description
Sets specific dimensions for the Parameters dialog box. If this function is not defined, the window
dimensions are computed automatically.

Note: Do not define this function unless you want an Options dialog box that is larger than 640 x 480 pixels.

Arguments
platform

The value of the argument is either "macintosh" or "windows", depending on the user’s
platform.

Returns
Dreamweaver expects a string of the form "widthInPixels,heightInPixels".
The returned dimensions are smaller than the size of the entire dialog box because they do not

include the area for the OK and Cancel buttons. If the returned dimensions do not accommodate
all options, scroll bars appear.

Example
The following example of windowDimensions () sets the dimensions of the Parameters dialog box
to 648 x 520 pixels:

function windowDimensions(){
return "648,520";
}
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A simple command example

The following command converts the selected text to all lowercase characters. The command is
very simple. It does not display a dialog box, so the commandButtons () function is not defined

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension layout-engine 5.0//dialog">
<HTML>
<HEAD>
<TITLE>Make Lower Case</TITLE>
<SCRIPT LANGUAGE="javascript">

function canAcceptCommand(){

}

// Get the DOM of the current document

var theDOM = dw.getDocumentDOM();

// Get the offsets of the selection

var theSel = theDOM.getSelection();

// Get the selected node

var theSelNode = theDOM.getSelectedNode();
// Get the children of the selected node
var theChildren = theSelNode.childNodes;

// 1If the selection is not an insertion point, and

// either the selection or its first child is a

// text node, return true.

return (theSel[0] != theSel[1] && (theSelNode.nodeType == =
Node.TEXT_NODE || theChildren[0].nodeType == Node.TEXT_NODE));

function changeTolLowerCase() {

}

// Get the DOM again

var theDOM = dw.getDocumentDOM();
// Get the offsets of the selection
var theSel = theDOM.getSelection();

// Get the outerHTML of the HTML tag (the
// entire contents of the document)

var theDocEl = theDOM.documentElement;
var theWholeDoc = theDocEl.outerHTML;

// Extract the selection
var selText = theWholeDoc.substring(theSel[0],theSel[1]);

// Re-insert the modified selection into the document
theDocEl.outerHTML = theWholeDoc.substring(0,theSel[0]) + —
selText.tolLowerCase() + theWholeDoc.substring(theSel[1]);

// Set the selection back to where it was when you
// started
theDOM.setSelection(theSel[0],theSel[1]);

</SCRIPT>
</HEAD>

<BODY onLoad="changeTolLowerCase()">

{I-- The function that does all the work in this command is
called from the onlLoad handler on the BODY tag. There is no form
in the BODY, so no dialog box appears. -->

</BODY>
</HTML>

Commands
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Adding commands to the Commands menu

Dreamweaver automatically adds any files that are inside the Configuration/Commands folder to
the bottom of the Commands menu. To prevent a command from appearing in the Commands
menu, put the following comment on the first line of the file:

<l-- MENU-LOCATION=NONE -->
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CHAPTER 7?7
Menu Commands

Menu commands make menus more flexible and dynamic. As with regular commands, menu
commands can be used to perform almost any kind of edit to the current document, other open
documents, or any HTML document on a local drive. The Menu Commands API expands the
regular command API to accomplish several tasks that are related to displaying and calling the
command from the menu system.

Note: Because menu commands are directly related to the menu system in Dreamweaver, you should read
“Customizing Dreamweaver,” in Using Dreamweaver before continuing in this chapter.

Menu commands are HTML files that are referenced in the fi1e attribute of a menuitem tag in
the menus . xm1 file. The BODY of a Menu Commands file can contain an HTML form that
accepts options for the command (for example, how a table should be sorted and by which
column). The HEAD of a Menu Commands file contains JavaScript functions that process form
input from the BODY and control the edits that are made to the user’s document.

Menu commands are stored in the Configuration/Menus folder inside the Dreamweaver
application folder.

Note: If you add custom menu commands to Dreamweaver, add them at the top level of the Menus folder or create
a subfolder. The MM folder is reserved for the menu commands that come with Dreamweaver.
How menu commands work

When the user clicks a menu with a menu item that contains a menu command, the following
events occur:

1 Ifany menuitem tag in the menu contains the dynami c actribute, Dreamweaver calls the
getDynamicContent () function in the associated Menu Commands file to populate the menu.

2 Dreamweaver calls the canAcceptCommand () function in each Menu Commands file that is
referenced in the menu to check whether the command is appropriate for the selection.

® IfcanAcceptCommand() returns false, the menu item is dimmed.

® IfcanAcceptCommand() returns true or is not defined, Dreamweaver calls the
isCommandChecked () function to determine whether to display a check mark next to the
menu item. If isCommandChecked() is not defined, no check mark appears.

3 Dreamweaver calls the setMenuText () function to determine the text that should appear in
the menu.

If setMenuText () is not defined, Dreamweaver uses the text that is specified in the menuitem
tag.

4 The user selects an item from the menu.
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5 Dreamweaver calls the receiveArguments () function, if defined, in the selected Menu
Commands file to let the command process any arguments that are passed from the menu item.

Note: If it is a dynamic menu item, the ID of the menu item is passed as the only argument.

6 Dreamweaver calls the commandButtons () function, if defined, to determine which buttons
appear on the right side of the Options dialog box and what code should execute when the user
clicks the buttons.

7 Dreamweaver scans the Menu Commands file for a FORM tag.

If a form exists, Dreamweaver calls the windowDimensions () function to determine the size of
the Options dialog box that contains the BODY elements of the file.

If windowDimensions () is not defined, Dreamweaver automatically sizes the dialog box.

8 If the Menu Commands file’s BODY tag contains an onLoad handler, Dreamweaver executes the
associated code (whether or not a dialog box appears). If no dialog box appears, the remaining
steps do not occur.

9 The user selects options in the dialog box. Dreamweaver executes event handlers that are
associated with the fields as the user encounters them.

10 The user clicks one of the buttons that are defined by commandButtons ().
M Dreamweaver executes the code that is associated with the clicked button.

12 The dialog box remains visible until one of the scripts in the Menu Commands calls
window.close().

The Menu Commands API

The custom functions in the Menu Commands API are not required.

canAcceptCommand()

Description

Determines whether the menu item should be active or dimmed.

Arguments

fargl}, farg2},...{argh}}

If it is a dynamic menu item, the unique ID given in getDynamicContents() is the only
argument. Otherwise, if the arguments attribute is defined for a menuitem tag, the value of that
attribute passes to the canAcceptCommand() function (and to the “isCommandChecked()” on
page 70, “receiveArguments()” on page 70, and “setMenuText()” on page 71 functions)
as one or more arguments. The arguments attribute is useful for distinguishing between two

menu items that call the same menu command.
Note: The arguments attribute is ignored for dynamic menu items.

Returns

Dreamweaver expects a Boolean value that indicates whether the item should be enabled.
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commandButtons()

Description

Defines the buttons that should appear on the right side of the Options dialog box and their
behavior when they are clicked. If this function is not defined, no buttons appear, and the BODY of
the Menu Commands file expands to fill the entire dialog box.

Arguments
None.

Returns

Dreamweaver expects an array that contains an even number of elements. The first element is a
string that contains the label for the topmost button. The second element is a string of JavaScript
code that defines the behavior of the topmost button when it is clicked. The remaining elements
define additional buttons in the same manner.

Example
The following example of commandButtons () defines three buttons: OK, Cancel, and Help.

function commandButtons(){
return new Array("0K" , "doCommand()" , "Cancel" , =
"window.close()" , "Help" , "showHelp()");

}

getDynamicContent()

Description

Retrieves the content for the dynamic portion of the menu.

Arguments

menulD
The argument is the value of the id attribute in the menuitem tag that is associated with the item.

Returns

Dreamweaver expects an array of strings where each string contains the name of a menu item and
its unique ID, separated by a semicolon. If the function returns nu11, the menu does not change.

Example

The following example of getDynamicContent () returns an array of four menu items (My
Menu Item 1, My Menu Item 2, and so on):

function getDynamicContent(){
var stringArray= new Array();
var i=0;
var numltems = 4;

for (i=0; i<numItems;i++)
stringArray[i] = new String("My Menu Item " + i + ";=
id="My-Menultem" + i + “*7);

return stringArray;

Menu Commands 69



isCommandChecked()

Description

Determines whether to display a check mark next to the menu item

Arguments

fargl}, farg2},...{argh}

If it is a dynamic menu item, the unique ID given in getDynamicContents() is the only
argument. Otherwise, if the arguments attribute is defined for a menuitem tag, the value of that
attribute passes to the isCommandChecked() function (and to the “canAcceptCommand()” on
page 68, “receiveArguments()” on page 70,and “setMenuText()” on page 71 functions)
as one or more arguments. The arguments attribute is useful for distinguishing between two

menu items that call the same menu command.
Note: The arguments attribute is ignored for dynamic menu items.

Returns

Dreamweaver expects a Boolean value that indicates whether a check mark should appear next to
the menu item.

Example

function isCommandChecked()
{
var bChecked = false;
var cssStyle = arguments[0];

if (dw.getDocumentDOM() == null)
return false;

if (cssStyle == "(None)")

{ return dw.cssStylePalette.getSelectedStyle() == '"';

é]se

{ return dw.cssStylePalette.getSelectedStyle() == cssStyle;
} } return bChecked;

receiveArguments()

Description

Processes any arguments that are passed from a menu item or from dw. runCommand (). Ifitis a
dynamic menu item, it processes the dynamic menu item ID.

Arguments
{argl}, {arg2},...{argh}

If it is a dynamic menu item, the unique ID that is given in getDynamicContents() is the only
argument. Otherwise, if the arguments attribute is defined for a menuitem tag, the value of that
attribute passes to the receiveArguments () function (and to the “canAcceptCommand()” on
page 68, “isCommandChecked()” on page 70, and “setMenuText()” on page 71 functions)
as one or more arguments. The arguments attribute is useful for distinguishing between two

menu items that call the same menu command.

Note: The arguments attribute is ignored for dynamic menu items.
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Returns

Dreamweaver expects nothing.

Example

function receiveArguments()
{
var styleName = arguments[0];

if (styleName == "(None)")
dw.getDocumentDOM(’document’).applyCSSStyle(’’,”’);
else

dw.getDocumentDOM( document’).applyCSSStyle(’’ ,styleName);
}

setMenuText()

Description

Specifies the text that should appear in the menu.
Note: Do not use this function if you are using “getDynamicContent()” on page 69.

Arguments
fargl}, {arg2},...largh}

If the arguments attribute is defined for a menuitem tag, the value of that attribute passes to the
setMenuText () function (and to the “canAcceptCommand()” on page 68,
“isCommandChecked()” on page 70,and “receiveArguments()” on page 70 functions) as
one or more arguments. The arguments attribute is useful for distinguishing between two menu
items that call the same menu command.

Returns

Dreamweaver expects the string that should appear in the menu.

Example

function setMenuText()
{
if (arguments.length != 1) return "";

var whatToDo = arguments[0];
if (whatToDo == "undo")
return dw.getUndoText();
else if (whatToDo == "redo")
return dw.getRedoText();
else return "";
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windowDimensions()

Description
Sets specific dimensions for the Parameters dialog box. If this function is not defined, the window
dimensions are computed automatically.

Note: Do not define this function unless you want a dialog box larger than 640 x 480 pixels.

Arguments
platform

The value of the argument is either "macintosh" or "windows", depending on the user’s
platform.

Returns
Dreamweaver expects a string of the form "widthInPixels,heightInPixels".
The returned dimensions are smaller than the size of the entire dialog box because they do not

include the area for the OK and Cancel buttons. If the returned dimensions do not accommodate
all options, scroll bars appear.

Example
The following example of windowDimensions () sets the dimensions of the Parameters dialog box
to 648 x 520 pixels:

function windowDimensions(){
return "648,520";
}
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A simple menu command

The following menu command is associated with two menu items: Undo and Redo. It checks the
arguments attribute of the menuitem tag and performs a dw.undo() ora dw.redo() operation,
depending on the value of the first (and only) argument.

<HTML>
<HEAD>
<l-- Copyright 1999 Macromedia, Inc. All rights reserved. -->
<TITLE>Edit Clipboard</TITLE>
<SCRIPT LANGUAGE="javascript">
function receiveArguments()
{
if (arguments.length != 1) return;

var whatToDo = arguments[0];

if (whatToDo == "undo")

{ dw.undo();

é]se if (whatToDo == "redo")
{ dw.redo();

}
}

function canAcceptCommand()

{
var selarray;
if (arguments.length != 1) return false;
var bResult = false;

var whatToDo = arguments[0];
if (whatToDo == "undo")
{ bResult = dw.canUndo();
é]se if (whatToDo == "redo")
{ bResult = dw.canRedo();

} ieturn bResult;

function setMenuText()
{
if (arguments.length != 1) return "";

var whatToDo = arguments[0];
if (whatToDo == "undo")
return dw.getUndoText();
else if (whatToDo == "redo")
return dw.getRedoText();
else return "";
}

</SCRIPT>
</HEAD>
<BODY>
</BODY>
</HTML>
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In this command, the receiveArguments () function processes the arguments and executes the
command. More complex menu commands might call different functions to execute the
command. For example, the following code checks whether the first argument is "foo"; if it is, it
calls the doOperationX() function and passes it the second argument. If the first argument is
"bar", it calls the doOperationY () function and passes it the second argument.
doOperationX() or doOperationY() is responsible for executing the command.

function receiveArguments(){
if (arguments.length != 2) return;

var whatToDo = arguments[0];

if (whatToDo == "foo"){
doOperationX(arguments[1]);
jelse if (whatToDo == "bar"){
doOperationX(arguments[1]);
}
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A simple dynamic menu

The following menu command generates the Preview in Browser submenu, and it launches the
current file (or the selected files in the Site panel) in the browser that the user chooses from the
submenu.

<HTML>
<HEAD>

<l-- Copyright 1999 Macromedia, Inc. All rights reserved. -->
<TITLE>Preview Browsers</TITLE>
<SCRIPT LANGUAGE="javascript">

<l--
/'
/!
/'
/7
/'
/7
/'
/'
/'

getDynamicContent returns the contents of a dynamically

generated menu.

returns an array of strings to be placed in the menu, with a unique
identifier for each item separated from the menu string by a
semicolon.

return null from this routine to indicate that you are not
adding any
items to the menu

function getDynamicContent(itemID)

{

var browsers = null;

var PIB = null;

var i;

var j=0;

var bUpdate = dw.getMenuNeedsUpdating(itemID);

if (bUpdate)

{

}

browsers = new Array();
PIB = dw.getBrowserlList();
// each browser pair has the name of the browser and the path
// that leads to the application on disk. We only put the
// names in the menus.
for (i=0; i<PIB.length; i=i+2)
{
browsers[j] = new String(PIB[i]);

if (dw.getPrimaryBrowser() == PIB[i+1])
browsers[j] += "\tFl2";

if (navigator.platform == "MacPPC")

{
if (dw.getSecondaryBrowser() == PIB[i+1])
browsers[j] += "\t ?F12";

}

else

{

if (dw.getSecondaryBrowser() == PIB[i+1])

browsers[j] += "\t Ctrl+F12";

}

browsers[j] += ";id=""+PIB[{]+""'";
J = J+1:

}

dw.notifyMenuUpdated(itemID, "dw.getBrowserList()");

return browsers;

}

function canAcceptCommand()
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var bHaveDocument;

if (dw.getFocus() == ’site’)
bHaveDocument = site.getSelection().length > 0;
else
bHaveDocument = dw.getDocumentDOM( document’) != null;

return bHaveDocument;
}

function receiveArguments()
{
var theBrowser = arguments[0];

if (dw.getFocus() == ’site’)
dw.browseDocument(site.getSelection(),theBrowser);
else

dw.browseDocument(dw.getDocumentPath( document’),theBrowser);
}

1=
</SCRIPT>
</HEAD>
<BODY>
</BODY>
</HTML>
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CHAPTER 8
Toolbars

You can create a toolbar for Macromedia Dreamweaver MX simply by creating a file that defines
the toolbar and placing that file in the Configuration/Toolbars folder. Within a toolbar file, you
can define items such as check buttons, radio buttons, text boxes, and pop-up menus using a
few custom XML tags. You can assign attributes and commands to toolbar items to specify how
they look and behave, include other toolbar files, and reference toolbar items that are defined in
other toolbars.

How toolbars work

Toolbars are defined by XML and image files that are stored in the Toolbars folder of the main
Dreamweaver Configuration folder. The default Dreamweaver toolbars are stored in the
Configuration/Toolbars/toolbars.xml file. At start up, Dreamweaver loads all the toolbar files in
the Toolbars folder. You can add new toolbars simply by copying a file into the Toolbars folder,
rather than modifying the main toolbars.xml file.

Toolbar XML files define one or more toolbars and their toolbar items. A toolbar is a list of items
such as buttons, text boxes, pop-up menus, and so on. A toolbar item represents a single control
that a user can access in a toolbar.

Some types of toolbar controls, such as push buttons and pop-up menus, have icon images
associated with them. Icon images are stored in an images folder below the Toolbars folder.
Images can be in any format that Dreamweaver can render but are typically GIF or JPEG file
formats. Images for Macromedia-authored toolbars are stored in the Toolbars/images/MM folder.

As with menus, you can specify the functionality of individual toolbar items either through the
item attributes or through a command file. Macromedia-authored toolbar command files are

stored in the Toolbars/MM folder.

Tip: The Toolbar APl is compatible with the Menu Commands AP, so toolbar controls can reuse menu command
files.

Unlike menus, you can define toolbar items independently from the toolbars that use them. This
flexibility lets you use toolbar items in multiple toolbars by using the itemref tag.

The first time Dreamweaver loads a toolbar, its visibility and position are set by the toolbar
definition. After that, its visibility and position are saved in and restored from the registry
(Windows) or the Dreamweaver MX Preferences file (Macintosh).
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How toolbars behave

In Windows, Dreamweaver MX toolbars generally act the same as standard Windows toolbars.
Dreamweaver MX toolbars have the following characteristics:

You can drag and drop toolbars to dock them, undock them, and reposition them relative to
other toolbars.

You can horizontally dock toolbars to the top or bottom of the frame window.

In the Dreamweaver 4 workspace, which refers to the traditional or classic look of the
Dreamweaver interface, where the user manages separate, floating windows, toolbars dock
inside the document window. In classic mode, each window has its own set of toolbars. If you
undock a toolbar, it is visible only when its document is in front.

In the Dreamweaver MX workspace (also known as multiple document interface [MDI]
mode), which integrates all the Dreamweaver document windows within a single parent frame,
you can specify whether toolbars dock to the Dreamweaver MX workspace frame or to the
document window.

For toolbars that dock to the Dreamweaver MX workspace frame, there is only one instance of
each toolbar. In this case, the toolbars always operate on the document in front. In the
Dreamweaver MX workspace, you can dock toolbars above, below, or to the left or right of the
Insert toolbar. Toolbars that are attached to the Dreamweaver MX workspace frame do not
automatically disable when there is no document window. The toolbar items determine
whether they are enabled when no document is open.

Toolbars that stay docked to the document window work the same as toolbars in the
Dreamweaver 4 workspace. There is one instance for each window. Toolbars that are attached
to a document window, in either the Dreamweaver 4 workspace or the Dreamweaver MX
workspace, completely disable themselves when their window is not the front document, and
re-run all their update handlers when their window comes to the front.

You cannot drag and drop toolbars between the document window and the Dreamweaver MX
workspace frame.

If you switch between the Dreamweaver 4 workspace and the Dreamweaver MX workspace, all
toolbars revert to their default positions.

Toolbars remain a fixed size. A toolbar does not shrink if the container shrinks or if other
toolbars are placed next to it.

You can show or hide toolbars from the View >Toolbars menu.
Toolbars cannot overlap.

Only the outline of the toolbar appears while you are dragging it.

On the Macintosh, toolbars are always attached to the document window. They can be shown or
hidden from the menu, but you cannot drag and drop them, rearrange them, or undock them.
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How toolbar commands work

When Dreamweaver draws a toolbar, the following events occur:

1
2

For each toolbar control item, Dreamweaver determines whether the fi1e attribute exists.

If the file attribute exists, Dreamweaver calls canAcceptCommand() to determine whether it
should enable the control in the current context of the document.

For the Document Title text box in the Dreamweaver toolbar, for example,
canAcceptCommand () checks to see if there is a current DOM and if the current document is
an HTML file. If both these conditions are true, the function returns true and Dreamweaver
enables the text box on the toolbar.

If the fi1e attribute exists, Dreamweaver ignores the following attributes, if they are specified:
checked, command, DOMRequired, enabled, script, showif, update, and value.

If the fi1e attribute does not exist, Dreamweaver processes the attributes that are set for the
toolbar control item: checked, command, DomRequired, and so on.

For more information on specific item tag attributes, see “Item Tag Attributes” on page 88.

Dreamweaver calls the getCurrentValue() function on every update cycle, as specified by the
update attribute, to determine what value to display for the control.

The user selects an item on the toolbar.

Dreamweaver calls the receiveArguments () function to process any arguments that are
specified by the arguments attribute of the toolbar item.

For more information on the purpose of specific functions in the Toolbar Command API, see

“The Toolbar Command API” on page 93.

The toolbar definition file

A toolbar is simply a list of toolbar items, optionally separated by separators. Each toolbar item
can be either a reference to an item using the itemref tag, a separator using the separator tag,
or a complete toolbar item definition, as described in “Toolbar item tags” on page 83.

Each toolbar definition file starts with the following declarations:

<?xml version="1.0" encoding="optional_encoding"?>
<!IDOCTYPE toolbarset SYSTEM "-//Macromedia//DWExtension toolbar 5.0">

If the encoding is omitted, Dreamweaver defaults to the default encoding of the operating system.
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After the declarations, the file consists of a single toolbarset tag, which contains any number of
the following tags: toolbar, itemref, separator, include, and 7temtype tags, where
itemtypeisabutton, checkbutton, radiobutton, menubutton, dropdown, combobox,
editcontrol, or colorpicker. The following example, which is an abbreviated excerpt from the
toolbars.xml file, illustrates the hierarchy of tags in the toolbar file. The example substitutes
ellipses (. . .) for the toolbar item attributes that are described in the following sections.

<?xml version="1.0"?>

<IDOCTYPE toolbarset SYSTEM "-//Macromedia//DWExtension toolbar 5.0">
<toolbarset>

<I-- main toolbar -->
<toolbar id="DW_Toolbar_Main" Tabel="Document">

<radiobutton id="DW_CodeView" . . ./>
<radiobutton id="DW_SplitView" . . ./>
<radiobutton id="DW_DesignView" . . ./>
<{separator/>
{checkbutton id="DW_LiveDebug" . . ./>
{checkbutton id="DW_LiveDataView" . . ./>
{separator/>
<editcontrol id="DW_SetTitle" . . ./>
<menubutton id="DW_FileTransfer" . . ./>
<menubutton id="DW_Preview" , , ,/>
{separator/>
<putton id="DW_DocRefresh" . . ./>
<putton id="DW_Reference" . . ./>
<menubutton id="DW_CodeNav" . . ./>
<menubutton id="DW_ViewOptions" . . ./>

</toolbar>
</toolbarset>

The following section describes each of the toolbar tags.

<toolbar

Description

Defines a toolbar. Dreamweaver displays the items and separators from left to right in the
specified order, laying out items automatically. The toolbar file does not specify control over the
spacing between the items, but you can specify the widths of certain kinds of items.

Attributes
id, label, {container}, {initiallyVisible}, {initialPosition}, {relativeTo}

id="unique_id" Required. An identifier string must be unique within a given file; this also
applies to all files that are included by that file. The JavaScript API functions that manipulate a
toolbar refer to it by its ID. For more information on these functions, see “Toolbar functions” on
page 637. If two toolbars that are included in the same file have the same ID, Dreamweaver
displays an error.

Tabel="string" Required. The name of the toolbar that Dreamweaver displays to the user. The
label appears in the View >Toolbars menu and in the title bar of the toolbar when it’s floating.

container="mainframe" or "document" Defaults to "mainframe". Specifies where the toolbar
should dock in the Dreamweaver MX workspace on Windows. If set to "mainframe", the toolbar
appears in the outer Dreamweaver MX workspace frame and operates on the front document. If it
is set to "document", the toolbar appears in each document window. In the Dreamweaver 4
workspace and on the Macintosh, all toolbars appear in each document window.
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initiallyVisible="true" or "false". Specifies whether the toolbar should be visible the first
time Dreamweaver loads it from the Toolbars folder. After the first time, the user controls
visibility. Dreamweaver saves the current state to the system registry (Windows) or the
Dreamweaver MX Preferences file (Macintosh) when the user quits Dreamweaver. Dreamweaver
restores the setting from the registry or the Preferences file when it restarts. You can manipulate
toolbar visibility using the dom.getToolbarVisibility() and dom.setToolbarVisibility()
functions, as described in “Toolbar functions” on page 637. If you do not set the
initiallyVisible attribute, it defaults to true.

initialPosition="top", "below", or "floating". Specifies where Dreamweaver initially
positions the toolbar, relative to other toolbars, the first time that Dreamweaver loads it. The
possible values for intialPosition are described in the following list:

top This is the default. The toolbar appears at the top of the document window. If multiple
toolbars specify top for a given window type, the toolbars appear in the order that
Dreamweaver encounters them during loading, which might not be predictable, if the toolbars
reside in separate files.

below The toolbar appears at the beginning of the row immediately below the toolbar that is
specified in the relativeTo attribute. Dreamweaver reports an error if the relativeTo
toolbar isn’t found. If multiple toolbars specify below relative to the same toolbar, they appear
in the order that Dreamweaver encounters them during loading, which might not be
predictable if the toolbars reside in separate files.

floating Toolbar is not be initially docked to the window; it floats above the document.
Dreamweaver automatically places the toolbar so it is offset from other floating toolbars. On
the Macintosh, floating is treated the same as top.

Aswith initiallyVisible, this attribute applies only the first time that Dreamweaver loads the
toolbar. After that, the toolbar’s position is saved to the registry or the Dreamweaver MX
Preferences file. You can reset the position of the toolbar by using the
dom.setToolbarPosition() function. For more information on dom.setToolbarPosition(),
see “dom.setToolbarPosition()” on page 638.

If you do not specify initialPosition, Dreamweaver positions the toolbar in the order that it is
encountered during loading.

relativeTo="toolbar_id" Required if initialPosition specifies below. Otherwise, it is
ignored. Specifies the ID of the toolbar below which this toolbar should be positioned.

Contents

Contains include tags, itemref tags, separator tags, and individual item definitions such as
button, combobox, dropdown, and so on. For descriptions of the item definitions that you can
specify, see “Toolbar item tags” on page 83.

Container
The toolbarset tag.

Example
<toolbar id="MyDWedit_toolbar" label="Edit">
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<include/>

Description

Loads toolbar items from the specified file before continuing to load the current file. Toolbar
items that are defined in the included file can be referenced in the current file. If a file atctempts to
recursively include another file, Dreamweaver displays an error message and ignores the recursive
include. Any toolbar tags in the included file are skipped, although toolbar items in those
toolbars are available for reference in the current file.

Attributes
file The pathname, relative to the Toolbars folder, of the toolbar XML file to include.

Contents

None.

Container

The toolbar tag or the toolbarset tag.

Example
<nclude file="mine/editbar.xml"/>

<itemtype/>

Description

Defines a single toolbar item. Toolbar items include buttons, radio buttons, check buttons,
combo boxes, pop-up menus, and so on. For a list of the types of toolbar items that you can
define, see “Toolbar item tags” on page 83.

Attributes

The attributes vary, depending on the item you are defining. For a complete list of the attributes
that you can specify for toolbar items, see “Item Tag Attributes” on page 88.

Contents

None.

Container
The toolbar tag or the toolbarset tag.

Example
<putton id="strikeout_button" .../>

<itemref/>

Description

The itemref tag refers to (and includes in the current toolbar) a toolbar item that was defined
either inside a previous toolbar or outside of all toolbars.

Attributes
id, {showIf}

id="7id_reference" Required. Must be the ID of an item that was previously defined or
included in the file. Dreamweaver does not allow forward references. If a toolbar item tag
references an ID that hasn’t been defined, Dreamweaver reports an error and ignores the reference.
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showIf="script" Specifies that this item appears only on the toolbar if the specified script
returns true. For example, you can use showIf to show certain buttons only in a given
application or only when a page is written in a server-side language such as ColdFusion, ASD, or
JSP. If you do not specify showIf, the item always appears. Dreamweaver checks this property
whenever the item’s enabler runs; that is, according to the value of the update attribute. You
should use this attribute sparingly. The showIf attribute can be used either in the item definition
or in a reference to the item from a toolbar. If both the definition and the reference specify the
showlf attribute, Dreamweaver shows the item only if both conditions are true. The showl
attribute is equivalent to the showIf () function in a command file.

Contents

None.

Container

The toolbar tag or the toolbarset tag.

Example
itemref id="strikeout_button">

<separator/>
Description
Inserts a separator at the current location in the toolbar.
Attributes

{showIf}

showi f Specifies that the separator should appear only on the toolbar if the given script returns
true. For example, you can use showIf to show the separator only in a given application or only
when the page has a certain document type. If unspecified, the separator always appears.

Contents

None.

Container
The toolbar tag.

Example

{separator/>

Toolbar item tags

Each type of toolbar item has its own tag and its own set of required and optional attributes. You
can define toolbar items either inside or outside of toolbars. In general, it is better to define
them outside of toolbars and refer to them within toolbars using the itemref tag.

You can define the following types of items in a toolbar.

<button>

Description

A pushbutton that executes a specific command when pressed. Looks and acts the same as the
Reference button on the Dreamweaver toolbar.
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Attributes

id, image, tooltip, command, {showif}, {disabledImage}, {overimage}, {label},
{file}, {domRequired}, {enabled}, {update}, {arguments}
For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents
None.

Container

Either the toolbar tag or the toolbarset tag.

Example

<BUTTON ID="DW_DocRefresh"
image="Toolbars/images/MM/refresh.gif"
disabledImage="Toolbars/images/MM/refresh_dis.gif"
tooltip="Refresh Design View (F5)"
enabled="((dw.getDocumentDOM() != null) && (dw.getDocumentDOM().getView() !=
"browse’) && (!dw.getDocumentDOM().isDesignViewUpdated()))"
command="dw.getDocumentDOM().synchronizeDocument()"
update="onViewChange,onCodeViewSyncChange"/>

<checkbutton>

Description

A buctton that has a checked or unchecked state and that executes a specific command when
pressed. When it is checked, it appears pressed in and highlighted. When it is not checked, it
appears flat. Dreamweaver implements the following states for the check button: mouse-over,
pressed, mouse-over-while-pressed, and disabled-while-pressed. The handler that is specified by
the checked attribute or the isCommandChecked() function must ensure that clicking the check
button causes the button’s state to toggle.

Attributes
id, {showif}, image, {disabledImage}, {overimage!}, tooltip, {Tabel}, {filel},
{domRequired}, {enabled}, checked, {update}, command, {arguments}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container
Either the toolbar tag or the toolbarset tag.

Example

<CHECKBUTTON ID="DW_LiveDebug"
image="Toolbars/images/MM/debugview.gif"
disabledImage="Toolbars/images/MM/globe_dis.gif"
tooltip="Live Debug"
enabled="dw.canLiveDebug()"
checked="dw.getDocumentDOM() != null && dw.getDocumentDOM().getView() ==
"browse” "
command="dw.togglelLiveDebug()"
showIf="dw.canlLiveDebug()"
update="onViewChange"/>
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<radiobutton>

Description

A radio button is exactly the same as a check button, except that when it is off, it appears as a
raised button. Dreamweaver implements the following states for the radio button: mouse-over,
pressed, mouse-over-while-pressed, and disabled-while-pressed. Dreamweaver does not enforce
mutual exclusion between radio buttons. The handler that is specified by the checked attribute or
the isCommandChecked() function must ensure that the checked and unchecked states of radio
buttons are consistent with each other.

Radio buttons act the same as the Code view, Design view, and Split view buttons on the
Dreamweaver document toolbar.

Attributes
id, image, tooltip, checked, command, {showif}, {disabledImage}, {overimage},
{label}, {(file}, {domRequired}, {enabled}, {update}, {arguments}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container
Either the toolbar tag or the toolbarset tag.

Example

<RADIOBUTTON ID="DW_CodeView"
image="Toolbars/images/MM/codeView.gif"
disabledImage="Toolbars/images/MM/codeView_dis.gif"
tooltip="Show Code View"
domRequired="false"
enabled="dw.getDocumentDOM() != null"
checked="dw.getDocumentDOM() != null && dw.getDocumentDOM().getView() ==
‘code’"
command="dw.getDocumentDOM().setView( code’)"
update="onViewChange"/>

<menubutton>

Description

A button that pops up the context menu that is specified by the menuid attribute. Dreamweaver
implements mouse-over and pressed states for menu buttons. Dreamweaver does not draw the
menu arrow; you must include it in your icon.

Attributes
id, image, tooltip, menulD, domRequired, enabled, {showif}, {disabledImage},
{overimage}, {label}, {file}, {update}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container
Either the toolbar tag or the toolbarset tag.
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Example

<MENUBUTTON ID="DW_CodeNav"
image="Toolbars/images/MM/codenav.gif"
disabledImage="Toolbars/images/MM/codenav_dis.gif"
tooltip="Code Navigation"
enabled="dw.getFocus() == ’textView’ || dw.getFocus() == “html”"
menulD="DWCodeNavPopup"
update="onViewChange"/>

<dropdown>

Description

A noneditable pop-up menu that executes a specific command when you choose an entry and it
updates itself, based on an attached JavaScript function. It looks and acts the same as the Format
control in the Text Property inspector, except it’s a standard size instead of the small Property
inspector size.

Attributes
id, tooltip, file, enabled, checked, value, command, {showif}, {label},
{width}, {domRequired}, {update}, {arguments}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container
Either the toolbar tag or the toolbarset tag.

Example
<dropdown id="Font_Example"
width="115"

tooltip="Font"

domRequired="false"
file="Toolbars/mine/fontExample.htm"
update="onSelChange"/>

<combobox>

Description

An editable pop-up menu that executes its command when you choose an entry or when the user
makes an edit in the text box and switches focus. It looks and acts the same as the Font control on
the Text Property inspector, except it’s a standard size instead of the small Property inspector size.

Attributes

id, file, tooltip, enabled, value, command, {showif}, {label}, {width},
{domRequired}, {update}, farguments}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container
Either the toolbar tag or the toolbarset tag.
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Example

<COMBOBOX ID="Address_URL"
width="300"
tooltip="Address"
label="Address: "
file="Toolbars/MM/AddressURL.htm"
update="onBrowserPageBusyChange"/>

<editcontrol>

Description

A text editing box that executes its command when the user makes a change in the text box and
switches focus.

Attributes
id, tooltip, file, value, command, {showif}, {label}, {width}, {domRequired},
{enabled}, {update}, {arguments}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container

Either the toolbar tag or the toolbarset tag.

Example

<EDITCONTROL ID="DW_SetTitle"
label="Title: "
tooltip="Document Title"
width="150"
file="Toolbars/MM/EditTitle.htm"/>

<colorpicker>

Description

A panel of colors, without an associated text box that executes its command when the user selects
a new color. It looks and acts the same as the color picker on the Dreamweaver Property inspector.
You can specify a different icon to replace the default icon.

Attributes

id, tooltip, value, command, {showif}, {image}, {disabledImage}, {overimage},
{label}, {colorRect}, {file}, {domRequired}, {enabled}, {update},
{arguments}

For a description of each attribute, see “Item Tag Attributes” on page 88.

Contents

None.

Container

Either the toolbar tag or the toolbarset tag.
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Example

<colorpicker id="Color_Example"
image="Toolbars/images/colorpickerIcon.gif"
disabledImage="Toolbars/images/colorpickerIconD.gif"
colorRect="0 12 16 16"
tooltip="Text Color"
domRequired="false"
file="Toolbars/mine/colorExample.htm"
update="onSelChange"/>

Item Tag Attributes

The attributes for toolbar item tags have the following meanings:

id="unique_id"

Required. The id is an identifier for the toolbar item. The 1d must be unique within the current
file and all files that are included within the current file. The itemref tag uses the item id to refer
to and include an item within a toolbar.

Example
<button id="DW_DocRerefresh” . . . >

showlf="script"

Optional. Specifies that the item appears on the toolbar only if the script returns true. For
example, you can use showlIf to show certain buttons only when a page is written in a certain
server-side language such as ColdFusion, ASP, or JSP. If you do not specify showIf, the item
always appears.

The showlf attribute is checked whenever the item’s enabler runs; that is, according to the value
of the update attribute. You should use showIf sparingly.

You can specify the showIf attribute in the item definition and in a reference to the item on an
itemref tag. If the definition and the reference specify the showIf attribute, the item shows only
if both conditions are true. The showIf attribute is the same as the showIf () function in a
toolbar command file. If you specify both the showIf attribute and the showif () function,
showIf() overrides the attribute.

Example
showIf="dw.canlLiveDebug()"

image="image_path"

Required for buttons, check buttons, radio buttons, menu buttons, and combo buttons. The
image attribute is optional for color pickers and is ignored for other item types. The image
attribute specifies the path, relative to the Configuration folder, of the icon file that displays on
the button. The icon can be in any format that Dreamweaver can render, but typically it is a GIF

or JPEG file format.

If an icon is specified for a color picker, the icon replaces the color picker entirely. If the
colorRect attribute is also set, the current color appears on top of the icon in the specified
rectangle.

Example
image="Toolbars/images/MM/codenav.gif"
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disabledimage="image_path™

Optional. Dreamweaver ignores the disabledImage attribute for items other than buttons, check
buttons, radio buttons, menu buttons, color pickers, and combo buttons. This attribute specifies
the path, relative to the Configuration folder, of the icon file that Dreamweaver displays if the
button is disabled. If you do not specify disabledImage, Dreamweaver displays the image that is
specified in the image attribute when the button is disabled.

Example
disabledImage="Toolbars/images/MM/codenav_dis.gif"

overlmage="image_path"

Optional. Dreamweaver ignores the overImage attribute for items other than buttons, check
buttons, radio buttons, menu buttons, color pickers, and combo buttons. This attribute specifies
the path, relative to the Configuration folder, of the icon file that Dreamweaver displays when the
user moves the mouse over the button. If you do not specify overImage, the button does not
change when the user moves the mouse over it, except for a ring that Dreamweaver draws around
the button.

Example
overImage="Toolbars/images/MM/codenav_ovr.gif"

tooltip="tooltip string"

Required. Specifies the identifying text, or tooltip, that appears when the mouse cursor hovers
over the toolbar item.

Example
tooltip="Code Navigation"

label="label string"

Optional. The Tabel attribute specifies a label that displays next to the item. Dreamweaver does
not automatically add a colon to labels. Labels for nonbutton items are always positioned on the
left of the item. Dreamweaver places labels for buttons, check buttons, radio buttons, menu
buttons, and combo buttons inside the button and to the right of the icon. Dreamweaver shows
labels for buttons only if Show Icon Labels is checked on the View >Toolbars menu. Labels for
other types of controls are always visible, regardless of whether this menu item is checked.

Example
Tabel="Title: "
width="number"

Optional. The width attribute applies only to text box, pop-up menu, and combo box items.
This attribute specifies the width of the item in pixels. If you do not specify the width attribute,
Dreamweaver uses a reasonable default width.

Example
width="150"
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menulD="menu_id"

Required for menu buttons and combo buttons, unless you specify getMenuID() in an associated
command file. Dreamweaver ignores the menulID attribute for other types of items. This attribute
specifies the ID of the menu bar that contains the context menu to pop up when the user presses
the button, menu button, or combo button. The ID comes from the ID attribute of a menubar
tag in menus.xml.

Example
menulD="DWCodeNavPopup"

colorRect="left top right bottom"

Optional for color pickers that have an image attribute. The colorRect attribute is ignored for
other types of items and for color pickers that do not specify an image. If you specify the
colorRect attribute, Dreamweaver displays the color that is currently selected in the color picker
in the rectangle, relative to the left or top of the icon. If you do not specify the colorRect
attribute, Dreamweaver does not display the current color on the image.

Example
colorRect="0 12 16 16~

file="command_file_path"

Required for pop-up menus and combo boxes. The file attribute is optional for other types of
items. The fi1e attribute specifies the path, relative to the Configuration folder, of a command
file that contains JavaScript functions to populate, update, and execute the item. The file
attribute overrides the enabled, checked, value, update, domRequired, menulD, showIf, and
command attributes. In general, if you specify a command file with the file attribute,
Dreamweaver ignores all the equivalent attributes that are specified in the tag. For more
information about command files, see “The Toolbar Command API” on page 93.

Example
file="Toolbars/MM/EditTitle.htm"

domRequired="true" or "false"

Optional. As with menus, the domRequi red attribute specifies whether the Design view should be
synchronized with the Code view before Dreamweaver runs the associated command. If you do
not specify this attribute, it defaults to true. This attribute is equivalent to isDOMRequired() in
a toolbar command file.

Example
domRequired="false"
enabled="script"

Optional. As with menus, the script returns a value that specifies whether the item is enabled. If
you do not specify this attribute, it defaults to enabled. The enabled attribute is equivalent to
canAcceptCommand() in a toolbar command file.

Example

enabled="dw.getFocus() == “textView’ || dw.getFocus() == "htm1’"
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checked="script"

Required for check buttons and radio buttons. Dreamweaver ignores the checked attribute for
other types of items. As with menus, the script returns a value that specifies whether the item is
checked or unchecked. The checked attribute is equivalent to isCommandChecked() in a toolbar
command file. If you do not specify this attribute, it defaults to unchecked.

Example

checked="dw.getDocumentDOM() != null && dw.getDocumentDOM().getView() ==
‘code’"

value="script"

Required for pop-up menus, combo boxes, text boxes, and color pickers. Dreamweaver ignores
the value attribute for other types of items.

To determine what value to display for pop-up menus and combo boxes, Dreamweaver first calls
isCommandchecked() for each item in the menu. If i sCommandchecked () returns true for any
items, Dreamweaver displays the value for the first one. If no items return true, or
isCommandChecked() is not defined, Dreamweaver calls getCurrentValue() or executes the
script that the value attribute specifies. If the control is a combo box, Dreamweaver displays the
returned value. If the control is a pop-up menu, Dreamweaver temporarily adds the returned
value to the list and displays it.

In all other cases, the script returns the current value to display. For pop-up menus or combo
boxes, this value should be one of the items in the menu list. For combo boxes and text boxes, the
value can be any string that the script returns. For color pickers, the value should be a valid color
but Dreamweaver does not enforce this.

The value attribute is equivalent to getCurrentValue() in a toolbar command file.

update="update_frequency_list"

Optional. Specifies how often the enabled, checked, showi f, and value handlers should run to
update the visible state of the item. The update attribute is equivalent to
getUpdateFrequency() in a toolbar command file.

You must specify the update frequency for toolbar items because these items are always visible,
unlike menu items. For this reason, you should always choose the lowest frequency possible and
make sure your handlers for enabled, checked, and value are as simple as possible.
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The following table lists the possible values for update_frequency_1ist, from least to most
frequent. If you do not specify the update attribute, the update frequency defaults to onEdit
frequency. You can specify multiple update frequencies, separated by commas. The handlers run
on any of the specified events.

onServerModelChange executes when the server model of the current page changes.

onCodeViewSyncChange executes when the Code view becomes in or out of sync with the
Design view.

onViewChange executes whenever the user switches focus between Code view and Design view
or when the user changes between Code view, Design view, or Split view.

onEdit executes whenever the document is edited in Design view. Changes that you make in
Code view do not trigger this event.

onSelChange executes whenever the selection changes in Design view. Changes that you make
in Code view do not trigger this event.

onEveryldle executes regularly when the application is idle. This can be very expensive, because
this means the enabler/checked/showif/value handlers are running often. It should only
be used for buttons that need to have their enable state changed at special times, and handlers

should be quick.

Note: In all these cases, Dreamweaver actually executes the handlers after the specified event occurs, when the
application is in a quiescent state. You are not guaranteed that your handlers will run after every edit or selection
change; your handlers run “soon after” a batch of edits or selection changes occur. The handlers are guaranteed to
run when the user clicks on a toolbar item.

Example
update="onViewChange"

command="script"

Required for all items except menu buttons. Dreamweaver ignores the command attribute for
menu buttons. Specifies the JavaScript function to execute when the user performs one of the
following actions:

* Clicks a button

® Selects an item from a pop-up menu or combo box

® Tabs out of, presses Return in, or clicks away from a text box or combo box
® Selects a color from a color picker

The command attribute is equivalent to the receiveArguments () function in a toolbar
command file.

Example
command="dw.togglelLiveDebug()"
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arguments="argument_list"

Optional. The arguments attribute specifies the comma-separated list of arguments to pass to
the receiveArguments () function in a toolbar command file. If you do not specify the
arguments attribute, Dreamweaver passes the ID of the toolbar item. In addition, pop-up menus,
combo boxes, text boxes, and color pickers pass their current value as the first argument, before
any arguments that the arguments attribute specifies, and before the item ID if no arguments
are specified.

Example

On a toolbar with Undo and Redo buttons on it, each button calls the menu command file,
Edit_Clipboard.htm, and passes an argument that specifies the action.
<putton id="DW_Undo"
image="Toolbars/images/MM/undo.gif"
disabledImage="Toolbars/images/MM/undo_dis.gif"
tooltip="Undo"
file="Menus/MM/Edit_Clipboard.htm"
arguments=""undo’"
update="onEveryIdle"/>

<button id="DW_Redo"
image="Toolbars/images/MM/redo.gif"
disabledImage="Toolbars/images/MM/redo_dis.gif"
tooltip="Redo"
file="Menus/MM/Edit_Clipboard.htm"
arguments=""redo’"

update="onEveryIdle"/>

The Toolbar Command API

In many cases where you specify a script for an attribute, you can also implement the attribute

through a JavaScript function in a command file. This is necessary when the functions need to

take arguments, as in the command handler for a text box. It is required for pop-up menus and
combo boxes.

The command file API for toolbar items is an extension of the menu command file API, so you
can reuse menu command files directly as toolbar command files, perhaps with some additional
functions that are specific to toolbars.

canAcceptCommand()

Description

Determines whether the toolbar item is enabled. The enabled state is the default condition for an
item, so you should not define this function unless it returns false in at least one case.

Arguments

For pop-up menus, combo boxes, text boxes, and color pickers, the first argument is the current
value within the control. The getDynamicContent() function can optionally attach individual
IDs to items within a pop-up menu. If the selected item in the pop-up menu has an ID attached,
Dreamweaver passes that ID to canAcceptCommand () instead of the value. For combo boxes, if
the current contents of the text box do not match an entry in the pop-up menu, Dreamweaver
passes the contents of the text box. Dreamweaver compares against the pop-up menu without
case-sensitivity to determine whether the contents of the text box match an entry in the list.
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If you specified the arguments attribute for this toolbar item in the toolbars.xml file, those

arguments are passed next. If you did not specify the arguments attribute, Dreamweaver passes
the ID of the item.

Returns

Dreamweaver expects a Boolean value that indicates whether the item is enabled.

Example

function canAcceptCommand()
{

return (dw.getDocumentDOM() != null);
}

getCurrentValue()

Description

Returns the current value to display in the item. Dreamweaver calls getCurrentValue() for pop-
up menus, combo boxes, text boxes, and color pickers. For pop-up menus, the current value
should be one of the items in the menu. If the value is not in the pop-up menu, Dreamweaver
selects the first item. For combo boxes and text boxes, this value can be any string that the
function returns. For color pickers, the value should be a valid color, but Dreamweaver does not
enforce this. This function is equivalent to the value attribute.

Arguments
None.

Returns

Dreamweaver expects a string that contains the current value to display. For the color picker, the
string contains the RGB form of the selected color, for example “#FFFFFE” for the color white.

Example

function getCurrentValue()
{
var title = "";
var dom = dw.getDocumentDOM();
if (dom)
title = dom.getTitle();
return title;
}

getDynamicContent()

Description

Required for pop-up menus and combo boxes. As with menus, this function returns an array of
strings that populate the pop-up menu. Each string can optionally end with ";id=id". Ifan ID is
specified, Dreamweaver passes the ID to the receiveArguments () function instead of the actual
string to appear in the menu.
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The name getDynamicContent () is a misnomer because this function should be used even if the
list of entries in the menu is fixed. For example, the Menus/MM/Text_Size.htm file is not a
dynamic menu; it is designed to be called from each one of a set of static menu items. By adding
agetDynamicContent () function that simply returns the list of possible font sizes, however, the
same command file can also be used for a toolbar pop-up menu. Toolbar items ignore
underscores in the strings in a returned array so you can reuse menu command files. In the menu
command file, Dreamweaver ignores the getDynamicContent () function because the menu item
is not marked as dynamic.

Arguments
None.

Returns

Dreamweaver expects an array of strings with which to populate the menu.

Example

function getDynamicContent()
{
var items = new Array;
var filename = dw.getConfigurationPath() + "/Toolbars/MM/AddressList.xml";
var location = MMNotes.localURLToFilePath(filename);
if (DWfile.exists(location))
{
var addressData = DWfile.read(location);
var addressDOM = dw.getDocumentDOM(dw.getConfigurationPath() +
*/Shared/MM/Cache/empty.htm’);
addressDOM.documentElement.outerHTML = addressData;
var addressNodes = addressDOM.getElementsByTagName("url");
if (addressNodes.length)
{
for (var i=0; i < addressNodes.length ; i++ )
{
items[i] = addressNodes[i].address + ";id="" +
addressNodes[i].address + "’'";
}
}
}

return items;

getMenulD()

Description

Only valid for menu buttons. Dreamweaver calls getMenuID() to get the ID of the menu that
should appear when the user clicks the button.

Arguments

None.

Returns

Dreamweaver expects a string that contains a menu ID, which is defined in menus . xm1.
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Example

function getMenulID()
{
var dom = dw.getDocumentDOM();
var menulD = *7;
if (dom)
{
var view = dom.getView();
var focus = dw.getFocus();
if (view == ’design’)
{
menulD = *DWDesignOnlyOptionsPopup’;
}
else if (view == ’split’)
{
if (focus == ’"textView’)
{
menulD = *DWSplitCodeOptionsPopup’;
}
else
{
menulD = *DWSplitDesignOptionsPopup’
}
}
else if (view == ’“code’)
{
menulD = *DWCodeOnlyOptionsPopup’;
}
else
{
menulD = *DWBrowseOptionsPopup’;
}
}
return menulD;
}

getUpdateFrequency()

Description
Specifies how often to run the handlers for the enabled, checked, showlf, and value attributes
to update the visible state of the item.

You must specify the update frequency for toolbar items because they are always visible, unlike
menus. For this reason, you should always choose the lowest frequency possible and make sure
your handlers for enabled, checked, and value are as simple as possible.

This function is equivalent to the update attribute in a toolbar item.

Arguments

None.

Returns

Dreamweaver expects a string that contains a comma-separated list of update handlers. For a
complete list of the possible update handlers, see “update="update_frequency_list"” on page 91.
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Example

function getUpdateFrequency()
{

return onSelChange”;
}

isCommandChecked()

Description

Returns a value that specifies whether the item is selected. For a button, checked means that the
button appears on or depressed. The isCommandChecked () function is equivalent to the checked
attribute in a toolbar item tag.

Arguments

For pop-up menus, combo boxes, text boxes, and color pickers, the first argument is the current
value within the control. The getDynamicContent () command can optionally attach individual
IDs to items within a pop-up menu. If the selected item in the menu has an ID attached,
Dreamweaver passes that ID to isCommandChecked() instead of the value. For combo boxes, if
the current contents of the text box do not match an entry in the pop-up menu, Dreamweaver
passes the contents of the text box. For determining whether the text box matches, Dreamweaver
compares against the menu without case-sensitivity.

If you specified the arguments attribute, those arguments are passed next. If you do not specify
the arguments attribute, Dreamweaver passes the ID of the item.

Returns

Dreamweaver expects a Boolean value that indicates whether the item is checked.
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Example

The following example determines which item, if any, should be checked in a pop-up menu of

paragraph formats and CSS styles.

function isCommandChecked()
{
var bChecked = false;
var style = arguments[0];
var textFormat = dw.getDocumentDOM().getTextFormat();

if (dw.getDocumentDOM() == null)
bChecked = false;

if (style == "(None)")
bChecked = (dw.cssStylePalette.getSelectedStyle() == ** || textFormat ==
"" || textFormat == "P" || textFormat == "PRE");
else if (style == "Heading 1")
bChecked = (textFormat == "h1");
else if (style == "Heading 2")
bChecked = (textFormat == "h2");
else if (style == "Heading 3")
bChecked = (textFormat == "h3");
else if (style == "Heading 4")
bChecked = (textFormat == "h4");
else if (style == "Heading 5")
bChecked = (textFormat == "hb");
else if (style == "Heading 6")
bChecked = (textFormat == "h6");
else
bChecked = (dw.cssStylePalette.getSelectedStyle() == style);

return bChecked;
}

isDOMRequired()

Description

The 1sDOMRequired() function specifies whether the toolbar command requires a valid DOM
to operate. If this function returns true or if the function is not defined, Dreamweaver assumes
that the command requires a valid DOM and synchronizes the Code view and Design view for
the document before executing the associated command. This function is equivalent to the
domRequired attribute in a toolbar item tag.

Arguments

None.

Returns

Dreamweaver expects true if the DOM is required; false if the DOM is not required.

Example

function isDOMRequired()
{

return false;
}
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receiveArguments()

Description

Processes any arguments that are passed from a toolbar item. The receiveArguments () function
is equivalent to the command attribute in a toolbar item tag.

Arguments

For pop-up menus, combo boxes, text boxes, and color pickers, the first argument is the current
value within the control. The getDynamicContent () command can optionally attach individual
IDs to items within a pop-up menu. If the selected item in the pop-up menu has an ID attached,
Dreamweaver passes that ID to receiveArguments () instead of the value. For combo boxes, if
the current contents of the text box do not match an entry in the pop-up menu, Dreamweaver
passes the contents of the text box. To determine whether the text box matches, Dreamweaver
compares against the pop-up menu without case-sensitivity.

If you specified the arguments attribute, those arguments are passed next. If you did not specify
the arguments attribute, Dreamweaver passes the ID of the item.

Returns

Dreamweaver expects nothing.

Example

function receiveArguments(newTitle)
{
var dom = dw.getDocumentDOM();
if (dom)
dom.setTitle(newTitle);

showlf()

Description

Specifies that an item appears on the toolbar only if the function returns true. For example, you
could use showIf () to show certain buttons only when the page has a certain server model. If
showif () is not defined, the item always appears. The showIf () function is the same as the
showIf attribute in a toolbar item tag.

The showIf () function is called whenever the item’s enabler runs; that is, according to the value
that getUpdateFrequency () returns.

Arguments

None.

Returns

Dreamweaver expects a Boolean value that indicates whether the item will show.
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Example
function showif()
{
var retval = false;
var dom = dw.getDocumentDOM();

if(dom)
{
var view = dom.getView();
if(view == ‘design’)
{
retval = true;
}
}
return retval;

A simple toolbar command file

The following text box item lets the user enter a name for the current Dreamweaver document.
<EDITCONTROL ID="DW_SetTitle"

label="Title: "

tooltip="Document Title"

width="150"

file="Toolbars/MM/EditTitle.htm"/>
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The file attribute in this text box item causes Dreamweaver to invoke the Toolbars/MM/
EditTitle.htm command file when the user interacts with the text box.

<html>
<head>
<title>Edit Title</title>

<{script language="JavaScript">
function receiveArguments(newTitle)
{
var dom = dw.getDocumentDOM();
if (dom)
dom.setTitle(newTitle);
}

function canAcceptCommand()

{
return (dw.getDocumentDOM() != null && dw.getDocumentDOM().getParseMode() ==
html’);

}

function getCurrentValue()
{
var title = "";
var dom = dw.getDocumentDOM();
if (dom)
title = dom.getTitle();
return title;
}
</script>
<{/head>

<body>
</body>
</html>

For the Document Title text box, the getCurrentValue() function calls the JavaScript API
function dom.getTitle() to obtain and return the current title. Until the user enters a title for
the document, the getCurrentValue() function returns “Untitled Document,” which
Dreamweaver displays in the text box. After the user enters a title, Dreamweaver displays the new
document title.

Dreamweaver invokes the receiveArguments () function when the user enters a value in the
Document Title text box and presses the Enter key or moves the focus away from the control.
Dreamweaver passes receiveArguments() newTitle, which is the value that the user enters.
The receiveArguments () function first checks to see if a current DOM exists. If it does,
receiveArguments() sets the new document title by passing it to the dom.setTitle() function
and then returning it to Dreamweaver.
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CHAPTER 9
Reports

You can use the Reports API functions to create custom site reports or modify the set of
prewritten reports that come with Dreamweaver. You can access site reports only through the Site
Reports dialog box.

You can use the Results Window API to create a stand-alone report. Stand-alone reports are
regular commands that directly use the Results Window API rather than the Reports API. You
can access a stand-alone report the same way as any other command, through the menus or
through another command.

Site reports reside in the Dreamweaver Configuration/Reports folder. The Reports folder has
subfolders that represent report categories. Each report can belong to only one category. The
category name cannot exceed 31 characters. Each subfolder can have a file in it named
_foldername.txt. If this file is present, Dreamweaver uses its contents as the category name. If
_foldername.txt is not present, Dreamweaver uses the folder name as the category name.

Stand-alone reports reside in the Dreamweaver Configuration/ Commands folder.

When the user chooses multiple site reports from the Site Reports dialog box, Dreamweaver
places all the results in the same results window under the Site Reports tab. Dreamweaver replaces
these results the next time the user runs any site report.

In contrast, Dreamweaver creates a new Results window each time the user runs a new stand-
alone report.

How site reports work

1 Reports are accessible through the Site > Reports... menu. When it is selected, this menu item
displays a dialog box from which the user selects reports to run on a choice of targets.

2 The user selects which files to run the selected reports on using the Report On: menu. This
menu contains Current Document, All Files in Current Local Site, Selected Files In Local Site,
and Folder. When the user selects the Folder option, a Browse button and text field appear, so
the user can select a folder.

3 The user can customize reports that have parameters by selecting the Settings button and
entering values for the parameters. Each report is responsible for displaying its own Settings
dialog box. This dialog box is optional; not every report requires the user to set the report’s
parameters. If a report does not have a Settings dialog box, then the Report Settings... button is
dimmed when the report is selected in the list.
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4 After the reports are selected and their settings are set, the user clicks the Run button.

At this point, Dreamweaver clears all items from the Site Reports tab of the Results panel.
Dreamweaver calls the beginReporting() function in each report before the reporting
process begins. If a report returns false from this function, it is removed from the report run.

5 Each file is passed to each report that was selected in the Reports dialog box using the
processFile() function. If the report needs to include information about this file in the
results list, it should call the dw.resultsPalette.siteReports.addResultItem() function.
This process continues until all files that pertain to the user’s selection are processed, or the
user clicks the Stop button in the bottom of the window. Dreamweaver displays the name of
each file being processed and the number of files that remain to be processed.

Dreamweaver calls the endReporting() function in each report after all the files have been
processed and the reporting process completes.

How stand-alone reports work

1 The custom command opens a new results window by calling dw.createResultsWindow and
storing the returned results object in a window variable. The remaining functions in this
process should be called as methods of this object.

2 The custom command initializes the title and format of the Results window by calling
setTitle() and SetColumnWidths() as methods of the results window object.

3 The command can either start adding items to the Results window immediately by calling
addItem(), or it can begin iterating through a list of files by calling setFileList() and
startProcessing() as methods of the Results window object.

4 When the command calls resWin.startProcessing(), Dreamweaver calls the function
processFile() for each file URL in the list. Define the processFile() function in the
stand-alone command. It receives the file URL as its only argument. Use the
setCallbackCommands() function of the Results window object if you want Dreamweaver to
call processFile() in some other command.

5 To call addItem(), the processFile() function needs to have access to the Results window
that was created by the stand-alone command. The processFile() function can also call the
stopProcessing() function of the Results window object to stop processing the list of files.

The Reports API

The only required function for the Reports API is the processFile() function. All other
functions are optional.

processFile()

Description

Called when there is a file to process. The Report command should process the file without
modifying it and use the dw.ResultsPalette.SiteReports() function, the addResultItem()
function, or the resWin.addItem() function to return information about the file. Dreamweaver
automatically releases each file's DOM when it is finished.

Arguments
strFilePath

strFilePath is the full path and filename of the file to process.
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Returns

Dreamweaver expects nothing.

beginReporting()

Description

Called at the start of the reporting process, before any reports are run. If the Report command
returns false from this function, the Report command is excluded from the report run.

Arguments

target

target is a string that indicates the target of the report session. It can be one of the following
values: "CurrentDoc", "CurrentSite", "CurrentSiteSelection" (for the selected files in a
site), or "Folder:+ the path to the folder the user selected" (for example,
"Folder:c:temp").

Returns

Dreamweaver expects true if the report runs successfully; false if target is excluded from the
report run.

endReporting()

Description

Called at the end of the Report process.

Arguments

None.

Returns

Dreamweaver expects nothing.

commandButtons()

Description

Defines the buttons that should appear on the right side of the Options dialog box and their
behavior when they are clicked. If this function is not defined, no buttons appear, and the BODY of
the report file expands to fill the entire dialog box.

Arguments

None.

Returns

Dreamweaver expects an array that contains an even number of elements. The first element is a
string that contains the label for the topmost button. The second element is a string of JavaScript
code that defines the behavior of the topmost button when it is clicked. Remaining elements
define additional buttons in the same manner.
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Example
The following instance of commandButtons () defines three buttons: OK, Cancel, and Help.

function commandButtons(){
return new Array("0K" , "doCommand()" , "Cancel" , -
"window.close()" , "Help" , "showHelp()");

}

configureSettings()

Description

Determines whether the Report Settings button should be enabled in the Reports dialog box
when this report is selected.

Arguments

None.

Returns

Dreamweaver expects true if the Report Settings button should be enabled; false otherwise.

windowDimensions()

Description
Sets specific dimensions for the Parameters dialog box. If this function is not defined, the window
dimensions are computed automatically.

Note: Do not define this function unless you want an Options dialog box larger than 640 x 480 pixels.

Arguments
platform

The value of the argument is either "macintosh" or "windows", depending on the user’s
platform.

Returns

Dreamweaver expects a string of the form "widthInPixels, heightInPixels".

The returned dimensions are smaller than the size of the entire dialog box because they do not
include the area for the OK and Cancel buttons. If the returned dimensions do not accommodate
all options, scroll bars appear.

Example

The following instance of windowDimensions () sets the dimensions of the Parameters dialog box
to 648 x 520 pixels:

function windowDimensions(){
return "648,520";
}
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CHAPTER 10
Tag Libraries and Editors

Dreamweaver MX users can use tag editors to insert new tags, edit existing tags, and access
reference information about tags. Dreamweaver comes with editors for the following languages:
HTML, ASPNet, CEML, JRun, and JSP. You can customize tag editors that come with
Dreamweaver, and you can create new tag editors. You can also add new tags to the Tag Libraries.

The Tag Chooser uses information that is stored in the Tag Libraries to let Dreamweaver users
view available tags and select them to use in the active document.

Dreamweaver stores information about each tag, including all tag attributes, in a set of subfolders
that reside in the Configuration/TagLibraries folder. The tag editor and Tag Chooser functions
use the information that is stored in this folder when manipulating and editing tags. Before you
can create custom tag editors, you should understand the Tag Library structure.

Tag Library file format

A Tag Library consists of a single root file, the TagLibraries.vtm file, that lists every installed tag,
plus a .vem (VITML) file for each tag in the Tag Library. The TagLibraries.vtm file functions as a
table of contents and contains pointers to each individual tag’s .vtm file. The following
illustration shows how Dreamweaver organizes the .vtm files by markup language:
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HomeSite users will recognize the .vtm file structure, but they should be aware that Dreamweaver
does not use .vtm files in exactly the same way as HomeSite. The most important difference is
that Dreamweaver contains its own HTML renderer that displays extension Uls, so the .vtm files
are not used in the GUI rendering process.
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The following example illustrates the structure of the TagLibraries.vtm file:

<taglibraries>
<taglibrary name="Name of tag library" doctypes="HTML,ASP-JS,ASP-VB"
tagchooser="relative path to TagChooser.xml file" id="DWTagLibrary_html">
<tagref name="tag name" file="relative path to tag .vtm file"/>
</taglibrary>

<taglibrary name="CFML Tags" doctypes="ColdFusion" servermodel="Cold Fusion"
tagchooser="cfml/TagChooser.xml" id="DWTaglLibrary_cfml">
<tagref name="cfabort" file="cfml/cfabort.vtm"/>
</taglibrary>

<taglibrary name="ASP.NET Tags" doctypes="ASP.NET_CSharp,ASP.NET_VB"~-
servermodel="ASPNet" prefix="<asp:" tagchooser="ASPNet/TagChooser.xml"—
id="DWTaglLibrary_aspnet">
<tagref name="dataset" file="aspnet/dataset.vtm" prefix="<mm:dataset"/>
</taglibrary>
<{/taglibraries>

The taglibrary tag groups one or more tags into a Tag Library. When you import tags or create
a new set of tags, you can group them into Tag Libraries. Typically, a taglibrary grouping
corresponds to a set of tags that are defined in a JavaServer Pages (JSP) TLD file, an XML
document type definition (DTD) file, an ASPNet name space, or some other logical grouping.

The following table lists taglibrary attributes:

Attribute Description Mandatory/
optional
taglibary.name Used to refer to the Tag Library in the Mandatory

user interface.

taglibrary.doctypes Indicates the document types for which this Mandatory
library is active. When active, library tags appear
in the Code Hints pop-up menu. Not all Tag
Libraries can be active at the same time because
name conflicts can occur (for example, HTML
and WML files are incompatible).

taglibrary.prefix When specified, tags within the Tag Library have Optional
the form taglibrary.prefix + tagref.name
Forexample, if the taglibrary.prefixis
"<¢jrun:"andthe tagref.nameis"if" then
the tag is of the form "<jrun:if".
This can be overridden for a particular tag. See
the information on “taglibrary.prefix”on
page 108 below.

taglibrary.servermodel If the tags in the Tag Library execute on an Optional
application server, servermode identifies the
server model of the tag. If the tags are client-side
tags (not server-side tags), the servermode]
attribute is omitted. servermodel is also used for
Check Target Browsers.

taglibrary.id This can be any string that is different from the Optional
taglibrary. 1D attributes of other Tag
Libraries in the file. The ID attribute is used by the
Extension Manager, so the MXP files can insert
new <taglibrary>and the tags files into the
TagLibraries.vtm file.

taglibrary.tagchooser A relative file path to the TagChooser.xml file that Optional
is associated with this Tag Library.
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The following table lists tagref attributes:

Attribute Description Mandatory/
optional
tagref.name Used to refer to the tag in the user interface. Mandatory
tagref.prefix Specifies how the tag appears in Source view. Optional
When used, tagref.prefix determines the
prefix of the current tag. When the attribute is
defined, it overrides the value specified for
taglibrary.prefix
tagref.file References the VTML file for the tag. Optional

Because the tagref.prefix attribute can override taglibrary.prefix, the relationship
between the two attributes can be confusing. The following table shows the relationship between

the taglibrary.prefix and tagref.prefix attributes:

Is the taglibrary.prefix Is the tagref.prefix defined?
defined?

Resulting tag prefix

No No
Yes No
No Yes
Yes Yes

¢’ + tagref.name

taglibrary.prefix +
tagref.name

tagref.prefix

tagref.prefix

To define tags, Dreamweaver MX uses a modified version of Macromedias VTML file format. The
following example demonstrates all the elements that Dreamweaver MX must use to define an

individual tag:

<tag name="input" bind="value" casesensitive="no" endtag="no">
<tagformat indentcontents="yes" formatcontents="yes" nlbeforetag -
nlbeforecontents=0 nlaftercontents=0 nlaftertag=1 />

<tagdialog file = "input.HTM"/>
<attributes>
<attrib name="name"/>
<attrib name="wrap" type="Enumerated">
<attriboption value="off"/>
<attriboption value="soft"/>
<attriboption value="hard"/>
</attrib>

<attrib name="onFocus" casesensitive="yes"/>

<event name="onFocus"/>
</attributes>
<{/tag>
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The following table lists the attributes that define tags:

Attribute

Description

Mandatory/
optional

tag.bind

tag.casesensitive

tag.endtag

tagformat

tagformat.indentcontents

tagformat.formatcontents

tagformat.nlbeforetag

tagformat.nlbeforecontents

tagformat.nlaftercontents

tagformat.nlaftertag

attrib.name

Used by the Data Binding panel. When you select
atag of this type, the BIND attribute indicates the
default attribute for data binding.

Specifies whether the tag name is case-sensitive.
If the tag is case-sensitive, it is inserted into the
user’s document using exactly the case that is
specified in the Tag Library. If the tag is not case-
sensitive, it is inserted using the default case that
is specified in the Code Format tab of the
Preferences dialog box. If casesensitiveis
omitted, the tag is assumed to be case-
insensitive.

Specifies whether the tag has both a beginning
and an end tag. For example, <input> has no
end tag; there is no matching </input> tag. If the
end tag is optional, the ENDTAG attribute should
be setto Yes.

Specifies the tag’s formatting rules. In
Dreamweaver versions before Dreamweaver MX,
these rules were stored in SourceFormat.txt.

Specifies whether the contents of this tag should
be indented.

Specifies whether the contents of this tag should
be parsed. This attribute is set to No for tags such
as <SCRIPT> and <STYLE>, for which content
is something other than HTML.

The number of newline characters to insert before
this tag.

The number of newline characters to insert before
the contents of this tag.

The number of newline characters to insert after
the contents of this tag.

The number of newline characters to insert after
this tag.

The name of the attribute, as it appears in the
source code.

Optional

Optional

Optional

Optional

Optional

Optional

Optional

Optional

Optional

Optional

Mandatory
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Attribute Description Mandatory/
optional

attrib.type If omitted, attrib.typeis "text". Optional
It can have the following values:
TEXT—free text content
ENUMERATED—a list of enumerated values
COLOR-a color value (name or hex)
FONT—font name or font family
STYLE-CSS styles attribute
FILEPATH —a full file path
DIRECTORY—a directory path
FILENAME—filename only
RELATIVEPATH —a relative representation of the
path
FLAG —an ON/OFF attribute that contains no
value

attrib.casesensitive Specifies whether the attribute name is case- Optional
sensitive. If the CASESENSITIVE attribute is
missing, the attribute name is case-insensitive.

Note: In versions before Dreamweaver MX, tag information is stored in the Configuration/TagAttributeList.txt file.

The Tag Chooser

The Tag Chooser lets the user view tags in functional groups so that they can easily access
frequently used tags. In order to add a tag or a set of tags to the Tag Chooser, a user must add
them to the Tag Library. This can be done using the tag library editor dialog box or by installing
a Dreamweaver extension (an MXP file).

tagchooser.xml files

The tagchooser.xml file provides the metadata for organizing tag groupings that appear in the Tag
Chooser. Each tag that comes with Dreamweaver is stored in a functional grouping and is
available in the Tag Chooser. By editing the TagChooser.xml file, you can regroup existing tags
and group new tags. You can customize how tags are organized for your users by creating
subcategories so they can easily access their most important tags.

The TagLibraries.vtm file supports the use of the TAGLIBRARY . TAGCHOOSER attribute, which
points to the tagchooser.xml file. If you change existing tagchooser.xml files or create new ones,
the TAGLIBRARY . TAGCHOOSER attribute must point to the correct location for the Tag Chooser to
be fully functional.

If there is no TAGLIBRARY . TAGCHOOSER attribute, the Tag Chooser displays the tree structure that
is in the TagLibraries.vtm file.
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TagChooser.xml files are stored in Configuration/TagLibraries/ TagLibraryName folder. The
following example illustrates the structure of TagChooser.xml files:

<?xml version="1.0" encoding="is50-8859-1" standalone="yes" ?>
<tclibrary name="Friendly name for Tibrary node" desc=’Description for
incorporated reference’ reference="lLanguage[,Topic[,Subtopic]]">
<category name="Friendly name for category node" desc=’Description for
incorporated reference’ reference="lLanguagel[,Topic[,Subtopic]]"
id="Unique id">
<category name="Friendly name for subcategory node" ICON="Relative path"
desc="Description for incorporated reference’
reference="lLanguage,Topic[,Subtopic]" id="Unique id">
<element name="Friendly name for list item" value=’Value to pass to
visual dialog editors’ desc=’Description for incorporated reference’
reference="lLanguage[,Topic[,Subtopic]]" id="Unique id"/>
... more elements to display in the Tist view
{/category>
. more subcategories
{/category>
... more categories
</tclibrary>

The following table lists the tags that are available for use in the TagChooser.xml files:

Tag Description Mandatory/
Optional
tclibrary The tag is the outermost tag, which encapsulates Mandatory
this Tag Library’s Tag Chooser structure.
tclibrary.name Value appears in the Tree view node. Mandatory
tclibrary.desc Value is an HTML string and is displayed inthe ~ Optional

Tag Info section of the Tag Chooser dialog box. If (desc and

there is no DESC attribute, the information for Tag reference are
Info comes from the Reference panel. mutually exclusive)
Interchangeable with tclibrary.reference.

tclibrary.reference Value describes the language, topic, and subtopic  Optional
to display in the Tag Info section of the Tag (descand
Chooser dialog box. Interchangeable with reference are
tclibrary.desc. mutually exclusive)

The CATEGORY tag represents all other nodes in the Tree view under the TCLIBRARY’s node, as
shown in the following table:

Tag Description Mandatory/
Optional

category.name Value appears in the tree view node. Mandatory
category.desc Value is an HTML string that appearsinthetag ~ Optional

info section of the Tag Chooser dialog box. If (desc and

neither desc nor reference attrisspecified, reference are

nothing appears in the Tag info section. mutually exclusive)
category.reference Value describes the language, topic, and subtopic Optional

to display in the Tag info section. (desc and

reference are
mutually exclusive)
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Tag Description Mandatory/

Optional
category.icon Value is a relative path to an icon GIF. Optional
category.id Any string that is different from the category.id Mandatory

attributes of other categories in this file.

The ELEMENT tag represents the tag to insert, with attributes as described in the following table:

Attribute Description Mandatory/
Optional
element.name Value appears as a List view item. Mandatory
element.value Value that is either placed directly into the code or Mandatory
a parameter that passes into visual dialog editors.
element.desc Value is an HTML string and appears in the Optional
incorporated Reference panel. If not specified, (desc and
the REFERENCE attribute displays reference reference are
content in the incorporated Reference panel. mutually exclusive)
element.reference As many as three strings separated by commas  Optional
that describes the language, topic, and subtopic  (desc and
respectively. This information appears in the reference are
Reference panel. The first string is mandatory. mutually exclusive)

The second string is mandatory for the ELEMENT
tag only; optional for CATEGORY and TCLIBRARY
tags. The third string is optional.

element.id Any string that is different from the eTement.id Optional
attributes of other elements in this file.

Creating a new tag editor

The examples in this section use CFWEATHER, a hypothetical ColdFusion tag that was written to
extract the current temperature from a weather database, to illustrate the steps necessary to create
a new tag editor.

The attributes for CFWEATHER are as described in the following table:

Attribute Description
zip A five-digit ZIP code
tempaturescale The temperature scale (Celsius or Farhenheit)

Registering the tag in the tag library

For Dreamweaver to recognize the new tag, it must be identified in the TagLibraries.vtm file,
which is located in the Configuration/TagLibraries folder. However, if the user is on a system
that supports multiple users (such as Windows XP, Windows 2000, or Mac OS X), the user has
another TagLibraries.vtm file in their Configuration folder. This file is the one that needs to be
updated because this file is the instance that Dreamweaver looks for and parses.

The location of the user’s Configuration folder depends on the user’s platform.
For Windows 2000 and Windows XP platforms:

ddrive>:\Documents and Settings\<username>\ -
Application Data\Macromedia\Dreamweaver MX\Configuration
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For Windows NT platforms:

<drive>:\WinNT\profiles\<username>\ -
Application Data\Macromedia\Dreamweaver MX\Configuration

For Mac OS X platforms:

<drive>:Users:<username>:Library:Application Support: =
Macromedia:Dreamweaver MX:Configuration

If Dreamweaver MX cannot find TagLibraries.vtm in the user’s Configuration folder,
Dreamweaver looks for it in the Dreamweaver Configuration folder.

Note: On multiuser platforms, if you edit the copy of TaglLibraries.vtm that resides in the Dreamweaver
Configuration folder and not the one located in the user’s Configuration folder, Dreamweaver is not aware of the
changes because Dreamweaver parses the copy of TagLibraries.vtm in the user’s Configuration folder, not in the
Dreamweaver Configuration folder.

cfweather is a ColdFusion tag, so an appropriate Tag Library group already exists that you can
use to register the <cfweather> tag.

To register the tag:

1 Open the TagLibraries.vtm file in a text editor.

2 Scroll through the existing Tag Libraries to find the CFML tags <taglibrary> group.
3 Add a new tag reference element, as shown in the following example:

<tagref name="cfweather" file="cfml/cfweather.vtm"/>
4 Save the file.

The tag is now registered in the tag library. It has a file pointer to the cfweather.vtm tag
definition file.

Creating a tag definition (.vtm) file

When a user selects a registered tag using the Tag Chooser or a tag editor, Dreamweaver looks for
a corresponding .vim file for the tag definition.

To create a tag definition file:
1 In a text editor, create a file with the following contents:

<TAG NAME="cfweather" endtag="no">
<TAGFORMAT NLBEFORETAG="1" NLAFTERTAG="1"/>
<TAGDIALOG FILE="cfweather.htm"/>

CATTRIBUTES>
<ATTRIB NAME="zip" TYPE="TEXT"/>
{ATTRIB NAME="tempaturescale" TYPE="ENUMERATED">
CATTRIBOPTION VALUE="Celsius"/>
CATTRIBOPTION VALUE="Fahrenheit"/>
</ATTRIB>
</ATTRIBUTES>
</TAG>

2 Save the file as Configuration/Taglibraries/ CFML/cfweather.vim.

Using the tag definition file, Dreamweaver can perform code hinting, code completion, and
tag formatting functionality for the <cfweather> tag.
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Creating a tag editor Ul

To create the CFWEATHER tag editor user interface:
1 Save the following file as Configuration/Taglibraries/ CFML/cfweather.hem:

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension layout-engine 5.0//dialog">
<html>

<head>

<title>CFWEATHERS/title>

<script src="../../Shared/Common/Scripts/dwscripts.js"></script>

<script src="../../Shared/Common/Scripts/ListControlClass.js"></script>
<script src="../../Shared/Common/Scripts/tagDialogsCmn.js"></script>

<script>

/************************* GLOBAL VARS **************************/

var TEMPATURESCALELIST; // tempaurelist control (initialized in
initializeUI())
var theUIObjects; // array of UI objects used by common API functions

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

// inspectTag() API function defined (required by all tag editors)

function inspectTag(tagNodeObj)

{
// call into a common library version of inspectTagCommon defined
// in tagDialogCmns.js (note that it’s been included)
// For more information about this function, look at the comments
// for inspectTagCommon in tagDialogCmn.js
tagDialog.inspectTagCommon(tagNodeObj, theUIObjects);

}

function applyTag(tagNodeObj)

{
// call into a common Tibrary version of applyTagCommon defined
// in tagDialogCmns.js (note that it’s been included)
// For more information about this function, Took at the comments
// for applyTagCommon in tagDialogCmn.js
tagDialog.applyTagCommon(tagNodeObj, theUIObjects);

}

function initializeUI()

{
// define two arrays for the values and display captions for the list control
var theTempatureScaleCap = new Array("celsius","fahrenheit");
var theTempatureScaleVal = new Array("celsius","fahrenheit");

// instantiate a new list control
TEMPATURESCALELIST = new ListControl("thetempaturescale");

// add the tempaturescalelist dropdown 1ist control to the uiobjects
theUIObjects = new Array(TEMPATURESCALELIST);

// call common populateDropDownlList function defined in tagDialogCmn.js to
// populate the tempaturescale Tist control
tagDialog.populateDropDownList(TEMPATURESCALELIST, theTempatureScaleCap,
theTempatureScaleVal, 1);

}

{/script>

</head>
<body onlLoad="initializeUI()">
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<div name="General">
<table border="0" cellspacing="4">
<tr>
<td valign="baseline" align="right" nowrap="nowrap">Zip Code: </td>
<td nowrap="nowrap">
<input type="text" id="attr:cfargument:zip" name="thezip" attname="zip"
style="width:100px" />&nbsp;
</td>
</tr>
<tr>
<td valign="baseline" align="right" nowrap="nowrap">Type: </td>
<td nowrap="nowrap">
<select name="thetempaturescale" id="attr:cfargument:tempaturescale"
attname="tempaturescale" editable="false" style="width:200px">
</select>
</td>
</tr>
</table>
</div>
</body>
</html>

2 Verify that the tag editor is working by performing the following steps:
® Launch Dreamweaver MX.

* Type <cfweather> in Code view.

* Right click on the tag.

® Select Edit Tag <cfweather> from the Context menu.

If the tag editor launches, it has been created successfully.

Adding a tag to Tag Chooser

To add the CFWEATHER tag to the Tag Chooser:

1 Modify the Configuration/Taglibraries/ CFML/tagchooser.xml file by adding a new category
called Third Party Tags, which features the <cfweather> tag, as shown in the following
example:

{category name="Third Party Tags" icon="icons/Elements.gif"
reference="CFML’>
<element name="cfweather" value=’cfweather zip=""

temperaturescale="fahrenheit">’ />
<{/category>

Note: On multiuser platforms, the tagchooser.xml file also exists in the user’s Configuration folder. For more
information regarding multiuser platforms, see the discussion in “Registering the tag in the tag library” on page 113.

2 Verify the <cfweather> tag now appears in the Tag Chooser by performing the following
steps:

® Select Insert > Tag.
® Expand the CFML Tags group.
® Select the Third Party Tags group that appears at the bottom of the Tag Chooser.
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® The <cfweather> tag appears in the list box on the right.
® Select cfweather, and click the Insert button.

The tag editor should appear.
Tag editor APlIs

In order to create a new tag editor, you must provide an implementation for the three functions
inspectTag(), validateTag(), and applyTag(). For an example of an implementation, see
“Creating a tag editor UI” on page 115.

inspectTag()

Availability
Dreamweaver MX

Description

When the tag editor first pops up, the function is called. The function is passed the tag that the
user is editing, which is expressed as a dom object. The function extracts attribute values from the
tag that is being edited and uses these values to initialize form elements in the tag editor.
Arguments

Accepts dom node of the edited tag.

Returns

Dreamweaver expects nothing.

Example

Suppose the user is editing the following tag:

<crfweather zip = “94065”/>

If the editor contains a text field for editing the zip attribute, the function needs to initialize the
form element so that the user sees the actual ZIP code in the text field, rather than an empty field.
The following code performs the initialization:

function inspectTag(tag)
{

document.forms[0].zip.value = tag.zip
}

validateTag()

Availability
Dreamweaver MX

Description

When user clicks on a node in the tree control or clicks OK, the function performs input
validation on the currently displayed HTML form elements.

Arguments

None.
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Returns

Dreamweaver expects a Boolean value: true if the input for HTML form elements is valid; false
if input values are not valid.

Example

While the user creates a table, a negative integer is entered for the number of table rows.
validateTag() detects the invalid input, pops up an alert message, and returns false.

applyTag()

Availability
Dreamweaver MX

Description

When the user clicks OK, Dreamweaver calls validateTag().If validateTag() returns true,
Dreamweaver calls this function and passes the dom object that represents the current tag (the tag
that is being edited). The function reads the values out of the form elements and writes them into
the dom object.

Arguments
Accepts the dom node of the tag being edited.

Returns

Dreamweaver expects nothing.

Example

Continuing the cfweather example, if the user changes the zip from 94065 to 53402, in order to
update the user’s document to use the new ZIP code, the dom object must be updated:

function applyTag(tag)
{

tag.zip = document.forms[0].zip.value
}
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CHAPTER 11
Property Inspectors

The Property inspector is perhaps the most familiar floating panel in the Dreamweaver interface. It is
indispensable for defining, reviewing, and changing the name, size, appearance, andother attributes
of the selection as well as for launching internal and external editors for the selected element.

Dreamweaver has several built-in interfaces for the Property inspector that let you set properties
for many standard HTML tags. These built-in inspectors are part of the core Dreamweaver code;
for this reason, you cannot find corresponding Property inspector files for them in the
Configuration folder. With custom Property inspector files, you can override these built-in
interfaces or create new ones to inspect custom tags.

Custom Property inspector files are HTML files that reside in the Configuration/Inspectors
folder inside the Dreamweaver application folder. Property inspector files must contain a
comment (in addition to the doctype comment for Dreamweaver MX) immediately preceding
the opening HTML tag in the following format:

<I-- tag:tagNameOrKeyword,priority:1tol0,selection:—

exactOrWithin,hline,vline, serverModel-->
<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension Tayout-engine5.0//pi">

where:

® tagNameOrKeyword is the tag to be inspected or one of the following keywords: *COMMENT *
(for comments), *LOCKED* (for locked regions), or *ASP* (for ASP tags).

® 1t010 is the priority of the Property inspector file: 1 indicates that this inspector should be
used only when no others can inspect the selection; 10 indicates that this inspector takes
precedence over all others that can inspect the selection.

® exactOrWithinindicates whether the selection can be within the tag (within) or must exactly
contain the tag (exact).

® hline (optional) indicates that a horizontal gray line should appear between the upper and
lower halves of the inspector in expanded mode.

® vline (optional) indicates that a vertical gray line should appear between the tag name field
and the rest of the properties in the inspector (see an HTML file in the Configuration/
Inspectors folder for an example).

® serverModel (optional) indicates the server model of the Property inspector. If the server
model of the Property inspector is not the same as the server model for the document, the
Property inspector is not used to display the properties of the current selection.

The following comment is appropriate for an inspector that is designed to inspect the HAPPY tag:

<!-- tag:HAPPY, priority:8,selection:exact,hline,vline, -
serverModel:ASP -->
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In some cases, you might want to specify that your extension use only Dreamweaver MX
extension rendering (and not the previous rendering engine) by inserting the following line
immediately before the Tag comment, as shown in the following example:

<!--DOCTYPE HTML SYSTEM *-//Macromedia//DWEtension layout-engine 5.0//pi”-->

The BODY of a Property inspector file contains an HTML form. Instead of displaying the form
contents in a dialog box, however, Dreamweaver uses the form to define the input areas and
layout of the inspector.

How Property inspector files work

At start up, Dreamweaver reads the first line of each .htm and .html file in the Configuration/
Inspectors folder, looking for the comment string that defines the type, priority, and selection
type of a Property inspector. Files that do not have this comment as their first line are ignored.

When the user makes a selection in Dreamweaver or moves the insertion point to a different
location, the following events occur:

1 Dreamweaver looks for any inspectors that have a within selection type.

2 If there are any within inspectors, Dreamweaver searches up the document tree from the
currently selected tag to check whether there are inspectors for any tags that surround the
selection. If—and only if—there are no within inspectors, Dreamweaver looks for any
inspectors that have a selection type of exact.

3 For the first tag found that has one or more inspectors, Dreamweaver calls each inspector’s
canlnspectSelection() function. If this function returns false, Dreamweaver no longer
considers the inspector a candidate for inspecting the selection.

4 If more than one potential inspector remains after calling canInspectSelection(),
Dreamweaver sorts the remaining inspectors by priority.

5 If more than one potential inspector shares the same priority, Dreamweaver selects an
inspector alphabetically by name.

6 The selected inspector appears in the Property inspector floating panel. If the Property
inspector file defines the displayHelp() function, a small question mark (?) icon appears in
the upper-right corner of the inspector.

7 Dreamweaver calls the inspectSelection() function to gather information about the
current selection and populate the inspector’s fields.

8 Event handlers attached to the fields in the Property inspector interface execute as the user
encounters them. (For example, you might have an onBlur event that calls setAttribute()
to set an attribute to the value that the user entered.)
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The Property inspector API

Two of the Property inspector API functions (canInspectSelection() and
inspectSelection()) are required.

canlnspectSelection()

Description

Determines whether the Property inspector is appropriate for the current selection.

Arguments

None.
Use “dom.getSelectedNode()” on page 546 to get the current selection as a JavaScript object.

Returns

Dreamweaver expects true if the inspector can inspect the current selection; false otherwise.

Example
The following instance of canInspectSelection() returns true if the selection contains the
CLASSID attribute, and the value of that attribute is "c1sid:D27CDB6E-AE6D-11cf-96B8-
444553540000" (the class ID for Flash Player):
function canlnspectSelection(){
var theDOM = dw.getDocumentDOM();
var theObj = theDOM.getSelectedNode();
return (theObj.nodeType == Node.ELEMENT_NODE && -
theObj.hasAttribute("classid") && -
theObj.getAttribute("classid").toLowerCase()== -
"clsid:D27CDB6E-AE6D-11cf-96B8-444553540000");
}

displayHelp()

Description

If this function is defined, a question mark (?) icon appears in the upper-right corner of the
Property inspector. This function is called when the user clicks the icon.

Arguments

None.

Returns

Dreamweaver expects nothing.

Example

The following example of displayHelp() opens a file in a browser window that explains the
fields of the Property inspector:
function displayHelp(){

dw.browseDocument( ‘http://www.hooha.com/dw/inspectors/inspHelp.html’);
}
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inspectSelection()

Description

Refreshes the contents of the text fields based on the attributes of the current selection.

Arguments
max0rMin

The argument is either max or min, depending on whether the Property inspector is in its
expanded or contracted state.

Returns

Dreamweaver expects nothing.

Example

The following example of inspectSelection() gets the value of the CONTENT attribute and uses
it to populate a form field called keywords:

function inspectSelection(){
var dom = dreamweaver.getDocumentDOM() ;
var theObj = dom.getSelectedNode();
document.forms[0].keywords.value = =
theObj.getAttribute("content");

}
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A simple Property inspector example

The following Property inspector inspects a fictional tag called INTJ. The INTJ tag is empty (it
has no closing tag), so its selection type is exact. As long as the selection is an INTJ tag, the
Property inspector appears—so the canInspectSelection() function returns true every time.
To have a different inspector appear, depending on the value of the INTJ tag’s TYPE attribute, for
example, the canInspectSelection() function must check the value of the TYPE attribute to
determine which Property inspector is the right one. (This is how the keywords and description
Property inspectors work, because “keywords” and “description” are not tags but values of the
META tag’s NAME attribute.)

<I-- tag:INTJ,priority:5,selection:exact,vline,hline -->

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension Tayout-engine5.0//pi">
<HTML>

<HEAD>

KTITLE>Interjection Inspector</TITLE>

(SCRIPT LANGUAGE="JavaScript">

function canlnspectSelection(){
return true;
}

function inspectSelection(){
// Get the DOM of the current document var
// theDOM = dw.getDocumentDOM();
// Get the selected node var theObj = theDOM.getSelectedNode();

// Get the value of the TYPE attribute on the INTJ tag var

// theType = thelObj.getAttribute(’type’);

// Initialize a variable called typelndex to -1. This will be
// used to store the menu index that corresponds to

// the value of the TYPE attribute

var typelndex = -1;

// If there was a TYPE attribute
if (theType){
// If the value of TYPE is "jeepers", set typelndex to 0
if (theType.tolLowerCase() == "jeepers"){
typelndex = 0;
// 1f the value of TYPE is "jinkies", set typelndex to 1
jelse if (theType.tolLowerCase() == "jinkies"){
typelndex = 1;
// If the value of TYPE is "zoinks", set typelndex to 2
felse if (theType.tolLowerCase() == "zoinks"){
typelndex = 2;
}
}

// If the value of the TYPE attribute was "jeepers",

// "jinkies", or "zoinks", choose the corresponding

// option from the pop-up menu in the interface

if (typelndex != -1){
document.toplayer.document.toplayerForm.intType.—
selectedIndex = typelndex;

}

}

function setInterjectionTag(){
// Get the DOM of the current document
var theDOM = dw.getDocumentDOM();
// Get the selected node
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var theObj = theDOM.getSelectedNode();

// Get the index of the selected option in the pop-up menu
// in the interface

var typelndex = document.toplayer.document.—
toplLayerForm.intType.selectedIndex;

// Get the value of the selected option in the pop-up menu
// in the interface

var theType = document.toplayer.document.—
toplLayerForm.intType.options[typelndex].value;

// Set the value of the TYPE attribute to theType
theObj.setAttribute('type',theType);
}

</SCRIPT>
</HEAD>

<BODY>

<SPAN ID="image" STYLE="position:absolute; width:23px; -
height:17px; z-index:16; left: 3px; top: 2px">

<IMG SRC="interjection.gif" WIDTH="36" HEIGHT="36" =
NAME="1interjectionImage">

</SPAN>

<SPAN ID="Tabel" STYLE="position:absolute; width:23px; -
height:17px; z-index:16; left: 44px; top: 5px">Interjection</SPAN>

<I-- If your form fields are in different Tayers, you must -
create a separate form inside each Tayer and reference it as —
shown in the inspectSelection() and setInterjectionTag() -
functions above. -->

(SPAN ID="toplayer" STYLE="position:absolute; z-index:1; -
left: 125px; top: 3px; width: 431px; height: 32px">
<FORM NAME="toplLayerForm">

<TABLE BORDER="0" CELLPADDING="0" CELLSPACING="0">
<TR>

<TD VALIGN="baseline" ALIGN="right">Type:</TD>

<TD VALIGN="baseline" ALIGN="right">

(SELECT NAME="intType" STYLE="width:86" -
onChange="setlInterjectionTag()">

<OPTION VALUE="jeepers">Jeepers</OPTION>

<OPTION VALUE="jinkies">Jinkies</OPTION>

<OPTION VALUE="Zzoinks">Zoinks</OPTION>

</SELECT>

</TR>

</TABLE>

</FORM>

</SPAN>

</BODY>
</HTML>
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CHAPTER 12
Floating Panels

You can create any kind of floating panel or inspector without the size and layout limitations of
Property inspectors.

Although a custom Property inspector should be your first choice for setting the properties of the
current selection, custom floating panels offer more room and flexibility for displaying
information about the entire document or multiple selections.

Custom Floating Panel files are HTML files that reside in the Configuration/Floaters folder
inside the Dreamweaver application folder. The BODY of a Floating Panel file contains an HTML
form; event handlers that are attached to form elements can call JavaScript code that performs
arbitrary edits to the current document.

Dreamweaver has several built-in floating panels that are accessible from the Window menu.
(These built-in panels are part of the core Dreamweaver code and do not have corresponding
Floating Panel files for them in the Configuration/Floaters folder.)

You can create custom panels and add them to the Window menu. For more information on
adding items to the menu system, see “Customizing Dreamweaver,” in the Dreamweaver MX

Support Center.

How floating panel files work

Custom floating panels can be moved, resized, and tabbed together the same way that the floating
panels that are built into Dreamweaver. Custom floating panels differ from built-in floating
panels in the following ways:

® Itis not possible to display an icon in the tab of a custom floating panel; the tab always shows
the contents of the floating panel’s TITLE tag.

® Custom floating panels display in the default gray. Setting the BGCOLOR attribute in the BODY
tag has no effect.

® All custom floating panels either appear always on top of the Document window or float
behind it when inactive, depending on the setting for All Other Floaters in the Floating
panels preferences.

Floating panel files also differ somewhat from other extensions. Unlike other extension files,
Dreamweaver does not load floating panel files into memory at startup unless the floating panels
were visible when Dreamweaver last shut down. If the floating panels were not visible when
Dreamweaver last shut down, the files that define them are loaded only when referenced from one
of the following functions: “dreamweaver.getFloaterVisibility()” on page 644,
“dreamweaver.setFloaterVisibility()” on page 647, or “dreamweaver.toggleFloater()” on page 650.
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When one of the files inside the Configuration folder calls
dw.getFloaterVisibility(floaterName), dw.setFloaterVisibility(floaterName), or
dw.toggleFloater(floaterName), the following events occur:

1 If floaterName is not one of the reserved floating panel names, Dreamweaver searches the
Configuration/Floaters folder for a file called f7o0aterName.htm. (For a complete list of
reserved floating panel names, see “dreamweaver.getFloaterVisibility()” on page 644.) If
floaterName.htm is not found, Dreamweaver searches for f1oaterName.heml. If no file is
found, nothing happens.

2 If the Floating Panel file is being loaded for the first time, the initialPosition() function
is called, if defined, to determine the floating panel’s default position on the screen, and
the initialTabs() function is called, if defined, to determine the floating panel’s default
tab grouping.

3 The selectionChanged() and documentEdited() functions are called on the assumption
that changes probably occurred while the floating panel was hidden.

4 When the floating panel is visible, the following actions occur:
® When the selection changes, the selectionChanged() function is called, if it is defined.

® When the user makes changes to the document, the documentEdited() function is called, if it

is defined.

® Event handlers that are attached to the fields in the floating panel interface execute as the user
encounters them. (For example, a button with an onC1ick event handler that calls
dw.getDocumentDOM() .body.innerHTML="" removes everything between the opening and
closing BODY tags in the document when it is clicked.)

5 When the user quits Dreamweaver, the current visibility, position, and tab grouping of the
floating panel are saved. The next time Dreamweaver starts up, it loads the floating panel files
for any floating panels that were visible at the last shutdown and displays the floating panels in
their last position and tab grouping.

The Floating panel API

All the custom functions in the Floating panel API are optional.

Dreamweaver MX introduces a new user interface in Windows, known as the Dreamweaver MX
workspace or multiple document interface (MDI). This interface, or type of workspace, is
optional, but it is also the default workspace. In the Dreamweaver MX workspace,

Dreamweaver MX integrates all documents into one parent container in which you can dock all
objects and panels.

If you prefer, in Windows you can choose to work in the Dreamweaver 4 workspace, in which
you manage separate, floating windows. The Dreamweaver 4 workspace is called the classic
workspace.

In Windows, you can switch from one type of workspace to the other through the Preferences
item on the Edit menu.

Some of the functions in this section operate only in the Dreamweaver MX workspace and
only on the Windows operating system. The description of the function indicates whether this
is the case.
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displayHelp()

Description

If this function is defined, a Help button appears below the OK and Cancel buttons in your
dialog box. This function is called when the user clicks the Help button.

Arguments

None.

Returns

Dreamweaver expects nothing.

Example

// the following instance of displayHelp() opens
// in a browser a file that explains how to use
// the extension.
function displayHelp(){
var myHelpFile = dw.getConfigurationPath() +
*/ExtensionsHelp/superDuperHelp.htm’;
dw.browseDocument (myHelpFile);
}

documentEdited()

Description

Called when the floating panel becomes visible and after the current series of edits is complete;
that is, multiple edits might occur before this function is called. This function should be defined
only if the floating panel must track edits to the document.

Note: Define documentEdited() only if you absolutely require it because its existence impacts performance.

Arguments
None.

Returns

Dreamweaver expects nothing.

Example

The following example of documentEdited() scans the document for layers and updates a text
field that displays the number of layers in the document:

function documentEdited(){
/* create a 1ist of all the layers in the document */
var theDOM = dw.getDocumentDOM();
var layersInDoc = theDOM.getElementsByTagName("layer");
var lTayerCount = TayersInDoc.length;

/* update the numOflLayers field with the new Tayer count */
document.theForm.numOfLayers.value = layerCount;

Floating Panels 127



getDockingSide()

Availability
Dreamweaver MX (Windows only)

Description

Specifies the locations at which a floating panel can dock. The function returns a string that
contains some combination of the words "1eft", "right", "top", and "bottom". If the label is
in the string, you can dock to that side. If the function is missing, you cannot dock to any side.

You can use this function to prevent certain panels from docking on a certain side of the
Dreamweaver MX workspace or to each other.

Arguments

None.

Returns

Dreamweaver expects a string containing the words "1eft", "right", "top", and "bottom", ora
combination of them, that specifies where Dreamweaver can dock the floating panel.

Example

getDockingSide()
{

return dock_side = “left top”;
}

initialPosition()

Description

Determines the initial position of the floating panel the first time it is called. If this function is
not defined, the default position is the center of the screen.

Arguments

platform
Possible values for platformare "Mac" and "Win".

Returns

Dreamweaver expects a string of the form "leftPosInPixels,topPosInPixels".

Example

The following example of initialPosition() specifies that the first time the floating panel
appears, it should be 420 pixels from the left and 20 pixels from the top in Windows, and 390
pixels from the left side of the screen and 20 pixels from the top of the screen on the Macintosh:

function initialPosition(platform){
var initPos = "420,20";
if (platform == "macintosh"){
initPos = "390,20";
}
return initPos;
}
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initialTabs()

Description

Determines which other floating panels are tabbed together the first time that this floating panel
appears. If any listed floating panel has appeared previously, it is not included in the tab group.To
ensure that two custom floating panels are tabbed together, each panel should reference the other
with the initialTabs() function.

Arguments

None.

Returns

Dreamweaver expects a string of the form "floaterNamel,floaterName2,...floaterNameN".

Example

The following example of initialTabs () specifies that the first time the floating panel appears,
it should be tabbed together with the scriptEditor floating panel:

function initialTabs(){
return "scriptkEditor";
}

isATarget()

Availability
Dreamweaver MX (Windows only)

Description

Specifies whether other panels can dock to this panel. If 1sATarget () is not specified, the default
is false, which prevents other panels from trying to dock to this one.

Arguments

None.

Returns

Dreamweaver expects a Boolean value that indicates whether other panels can dock to this panel.

Example

IsATarget()
{

return true;
}
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isAvailableInCodeView()

Description

Defined by a floating panel to determine whether the floating panel should be enabled when
Code view is selected. If this function is not defined, the floating panel is disabled in the
Code view.

Arguments

None.

Returns

Dreamweaver expects a Boolean value that indicates whether the floating panel should be enabled
in Code view.

isResizable()

Availability
Dreamweaver 4

Description

Determines whether a user can resize a floating panel. If the function is not defined or returns a
value of true, the user can resize the floating panel. If the function returns false, the user is
unable to resize the floating panel.

Arguments

None.

Returns

true if the user can resize the floating panel, otherwise returns false.

Example
The following example prevents the user from resizing the floating panel.

function isResizable()
{
return false;

}

selectionChanged()

Description

Called when the floating panel becomes visible and when the selection changes (when focus
switches to a new document or when the insertion pointer moves to a new location in the current
document). This function should be defined only if the floating panel must track the selection.

Note: Define selectionChanged () only if you absolutely require it because its existence impacts performance.

Arguments
None.

Returns

Dreamweaver expects nothing.
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Example
The following example of selectionChanged() shows a different layer in the floating panel,
depending on whether the selection is a script marker. If the selection is a script marker,
Dreamweaver makes the script layer visible. Otherwise, Dreamweaver makes the blank
layer visible:
function selectionChanged(){

/* get the selected node */

var theDOM = dw.getDocumentDOM();
var theNode = dw.getSelectedNode();

/* check to see if the node is a script marker */
if (theNode.nodeType == Node.ELEMENT_NODE && -

theNode.tagName == "SCRIPT"){
document.layers['blanklayer'].visibility = 'hidden';
document.layers['scriptlayer']J.visibility = 'visible';
Jelsef
document.layers['scriptlayer'].visibility = 'hidden';
document.layers['blanklayer'].visibility = 'visible';

}
}

About performance

Declaring the selectionChanged() or documentEdited() function in your custom floating
panels risks impacting Dreamweaver performance adversely. Consider that documentEdited()
and selectionChanged() are called after every keystroke and mouse click when Dreamweaver is
idle for more than one-tenth of a second. It’s important use different scenarios to test your
floating panel, using large documents (100K or more of HTML) whenever possible, to test
performance impact.

To help avoid performance penalties, setTimeout () was implemented as a global method in
Dreamweaver 3. As in the browsers, setTimeout () takes two arguments: the JavaScript to be
called and the amount of time in milliseconds to wait before calling it.

The setTimeout () method lets you build pauses into your processing. These pauses let the user
continue interacting with the application. You must build in these pauses explicitly because the
screen freezes while scripts process, which prevents the user from performing further edits. The
pauses also prevent you from updating the interface or the floating panel.
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The following example is from a floating panel that displays information about every layer in the
document. It uses setTimeout () to pause for half a second after processing each layer:

/* create a flag that specifies whether an edit is being processed, and set it
to false. */
document.running = false;

/* this function called when document is edited */
function documentEdited() {
/* create a 1ist of all the Tayers to be processed */
var dom = dw.getDocumentDOM();
document.layers = dom.getElementsByTagName("layer");
document.numlLayers = document.layers.length;
document.numProcessed = 0;

/* set a timer to call processlayer(); if we didn’t get

* to finish processing the previous edit, then the timer
* is already set. */

if (document.running = false){
setTimeout("processlayer()", 500);

}

/* set the processing flag to true */
document.running = true;
}

/* process one layer */
function processlLayer(){

/* display information for the next unprocessed layer.
displaylayer() is a function you would write to
perform the "magic". */

displaylayer(document.layers[document.numProcessed]);

/* if there’s more work to do, set a timeout to process

* the next layer. If we’re finished, set the document.running
* flag to false. */

document.numProcessed = document.numProcessed + 1;

if (document.numProcessed < document.numlLayers){
setTimeout("processlLayer()", 500);

jelsef
document.running = false;

}

}
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A simple floating panel example

The following floating panel example contains a text field that shows the contents of the selected
Script marker (the yellow icon that appears in the Document window to mark the location of a
script). If no Script marker is selected, a layer that contains the text (no script selected) appears.

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension layout-engine5.0//floater">
<html>

<head>

<title>Script Editor</title>

<script Tanguage="JavaScript">

function selectionChanged(){
/* get the selected node */
var theDOM = dw.getDocumentDOM();
var theNode = theDOM.getSelectedNode();

/* check to see if the node is a script marker */

if (theNode.nodeType == Node.ELEMENT_NODE && =

theNode.tagName == "SCRIPT"){
document.layers['scriptlayer']J.visibility = 'visible';
document.layers['scriptlayer'].document.theForm.—
scriptCode.value = theNode.innerHTML;
document.layers['blanklayer'].visibility = 'hidden';

felsed
document.layers['scriptlayer'].visibility = 'hidden';
document.Tlayers['blanklayer'].visibility = 'visible';

}
}

/* update the document with any changes made by
the user in the textarea */
function updateScript(){
var theDOM = dw.getDocumentDOM();
var theNode = dw.getSelectedNode();
theNode.innerHTML = document.layers['scriptlayer'].document.—
thefForm.scriptCode.value;
}

{/script>
</head>

<body>

<div id="blanklayer" style="position:absolute; width:422px; -
height:181px; z-index:1; left: 8px; top: llpx; -
visibility: hidden">

{center>

<br>

<br>

<br>

<br>

<br>

(no script selected)

<{/center>

</div>

<div id="scriptlayer" style="position:absolute; width:422px; -
height:181px; z-index:1; left: 8px; top: 1lpx; —

visibility: visible">

<form name="theForm">

{textarea name="scriptCode" cols="80" rows="20" wrap="VIRTUAL" -
onBlur="updateScript()"><{/textarea>
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</ form>
</div>

</body>
</html>

Remember that it is not sufficient to save this code in a file called scriptEditor.htm in the
Configuration/Floaters folder; you must also call
dw.setFloaterVisibility(’scriptEditor’,true) or
dw.toggleFloater(’scriptEditor’) to load the floating panel and make it visible. The most
obvious place from which to do this is the Window menu in the menus.xml file. The menuitem
tag to toggle the script editor panel might look like this:

<menuitem name="Script Editor" enabled="true" -

command="dw.toggleFloater('scriptEditor"')"-
checked="dw.getFloaterVisibility('scriptEditor')" />
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CHAPTER 13
Behaviors

Behaviors let users make their HTML pages interactive. They offer web designers an easy way to
assign actions to page elements by filling in an HTML form.

You should write behavior actions when you want to share functions with users or when you want
to insert the same JavaScript function repeatedly but change the parameters each time.

Note: You cannot use behaviors to insert VBScript functions directly; however, you can add a VBScript function
indirectly by editing the DOM in the app1yBehavior() function.

The term behavior refers to the combination of an event (such as onC11ick, onlLoad, or onSubmit)
and an action (such as Check Plugin, Go to URL, Swap Image). The browser determines which
HTML elements accept which events. Files that list events that each browser supports are stored
in the Configuration/Behaviors/Events folder within the Dreamweaver application folder.

Actions are the part of a behavior that you can control; so when you write a behavior, you're really
writing an Action file. Actions are HTML files. The BODY of an Action file generally contains an
HTML form that accepts parameters for the action (for example, parameters that indicate which
layers are to be shown or hidden). The HEAD of an Action file contains JavaScript functions that
process form input from the BODY and control the functions, arguments, and event handlers that
are inserted into a user’s document.

Note: For information about server behaviors that provide web application functionality, see “Server Behaviors” on
page 145.

How Behaviors work

When a user selects an HTML element in a Dreamweaver document and clicks the plus (+)
button, the following events occur:

1 Dreamweaver calls the canAcceptBehavior () function in each Action file to see whether this
action is appropriate for the document or the selected element.

If the return value of this function is false, Dreamweaver dims the action in the Actions pop-
up menu. (For example, the Control Shockwave action is dimmed when the user’s document
has no Shockwave movies.) If the return value is a list of events, Dreamweaver compares each
event with the valid events for the currently selected HTML element and target browser until
it finds a match. Dreamweaver populates the Events pop-up menu with the matched event
from canAcceptBehavior() at the top of the list; if no match exists, the default event for the
HTML element (marked in the Event file with an asterisk [*]) becomes the top item. The
remaining events in the menu are assembled from the Event file.

2 The user selects an action from the Actions pop-up menu.
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3 Dreamweaver calls the windowDimensions () function, if defined, to determine the
size of the Parameters dialog box. If windowDimensions () is not defined, the size is
determined automatically.

A dialog box always appears, with OK and Cancel buttons appearing at the right edge,
regardless of the contents of the Body element.

4 Dreamweaver displays a dialog box that contains the BODY elements of the Action file. If the
Action file’s BODY tag contains an onload handler, Dreamweaver executes it.

5 The user fills in the parameters for the action. Dreamweaver executes event handlers that are
associated with the form fields as the user encounters them.

6 The user clicks OK.

7 Dreamweaver calls the behaviorFunction() and applyBehavior() functions in the selected
Action file. These functions return strings that are inserted into the user’s document.

8 If the user later double-clicks the action in the Actions column, Dreamweaver reopens the
Parameters dialog box and executes the onLoad handler. Dreamweaver then calls the
inspectBehavior() function in the selected Action file, which fills in the fields with the data
that the user previously entered.

Inserting multiple functions in the user’s file

Actions can insert multiple functions—the main behavior function plus any number of helper
functions—into the HEAD. Two or more behaviors can even share helper functions, as long as the
function definition is exactly the same in each Action file. One way of ensuring that shared
functions are identical is to store each helper function in an external JavaScript file and insert it
into the appropriate Action files using <SCRIPT SRC="externalfile.js">.

When the user deletes a behavior, Dreamweaver attempts to remove any unused helper functions
that are associated with the behavior. If other behaviors are using a helper function, it is not
deleted. Because the algorithm for deleting helper functions errs on the side of caution,
Dreamweaver might occasionally leave an unused function in the user’s document.

The Behaviors API

Two Behaviors API functions are required (applyBehavior() and behaviorFunction()); the
rest are optional.

applyBehavior()

Description

Inserts into the user’s document an event handler that calls the function that
behaviorFunction() inserts. This function can also perform other edits on the user’s document,
but it must not delete the object to which the behavior is being applied or the object that receives
the action.

Arguments

uniqueName

The argument is a unique identifier among all instances of all behaviors in the user’s document.
Its format is functionNameInteger, where functionName is the name of the function that
behaviorFunction() inserts. This argument is useful if you insert a tag into the user’s
document and you want to assign a unique value to its NAME attribute.
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Returns

Dreamweaver expects a string that contains the function call to be inserted in the user’s
document, usually after accepting parameters from the user. If app1yBehavior() determines that
the user made an invalid entry, the function can return an error string instead of the function call.
If the string is empty (return "";), Dreamweaver does not report an error; if the string is not
empty and not a function call, Dreamweaver displays a dialog box with the text: Invalid input
supplied for this behavior: [the string returned from applyBehavior()].If the
return value is nu11 (return;), Dreamweaver indicates that an error occurred but gives no
specific information.

Note: Quotation marks within the returned string must be preceded by a backslash (\) to avoid errors that the
JavaScript interpreter reports.

Example

The following instance of applyBehavior() returns a call to the function MM_openBriindow()
and passes parameters that are given by the user (the height and width of the window; whether
the window should have scroll bars, a toolbar, a location bar, and other features; and the URL
that should open in the window):

function applyBehavior() f{
var i,theURL,theName,arrayIndex = 0;
var argArray = new Array(); //use array to produce correct —
number of commas w/o0 spaces
var checkBoxNames = new Array("toolbar","location",—
"status","menubar","scrollbars","resizable");

for (i=0; i<checkBoxNames.length; i++) {
theCheckBox = eval("document.theForm." + checkBoxNames[i]);
if (theCheckBox.checked) argArraylarraylIndex++] = =
(checkBoxNames[i] + "=yes");

}

if (document.theForm.width.value)
argArraylarraylIndex++] = ("width=" + -
document.theForm.width.value);

if (document.theForm.height.value)
argArraylarrayIndex++] = ("height=" + =
document.theForm.height.value);

theURL = escape(document.theForm.URL.value);

theName = document.theForm.winName.value;

return "MM_openBrWindow('"+theURL+"", =

""+theName+"','"+argArray.join()+""')";

behaviorFunction()

Description

Inserts one or more functions—surrounded by <SCRIPT LANGUAGE="JavaScript"></SCRIPT>
tags, if none yet exist—into the HEAD of the user’s document.

Arguments

None.

Returns

Dreamweaver expects either a string that contains the JavaScript functions or a string that
contains the names of the functions to be inserted in the user’s document. This value must be
exactly the same every time (it cannot depend on input from the user). The functions are inserted
only once, regardless of how many times the action is applied to elements in the document.
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Note: Quotation marks within the returned string must be preceded by a backslash (\) to avoid errors that the
JavaScript interpreter reports.

Example

The following instance of behaviorFunction() returns a function called MM_popupMsg():

function behaviorFunction(){

return ""+

"function MM_popupMsg(theMsg) { //v1.0\n"+

" alert(theMsg);\n"+

"y
1
The following example is equivalent to the preceding behaviorFunction() declaration and is
the method used to declare behaviorFunction() in all behaviors that come with Dreamweaver:
function MM_popupMsg(theMsg){ //v1.0

alert(theMsg);
1

function behaviorFunction(){
return "MM_popupMsg";
}

canAcceptBehavior()

Description

Determines whether the action is allowed for the selected HTML element and specifies the
default event that should trigger the action. Can also check for the existence of certain objects
(such as Shockwave movies) in the user’s document and not allow the action if these objects
do not appear.

Arguments
HTMLETement

The argument is the selected HTML element.

Returns
Dreamweaver expects one of the following values:

® true if the action is allowed but has no preferred events.

® A list of preferred events (in descending order of preference) for this action. Specifying
preferred events overrides the default event (as denoted with an asterisk [*] in the Event file)
for the selected object. See step 1 in “How Behaviors work” on page 135.

® false if the action is not allowed.

If canAcceptBehavior() returns false, the action is dimmed in the Actions pop-up menu in
the Behaviors panel.
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Example

The following instance of canAcceptBehavior () returns a list of preferred events for the
behavior if the document has any named images:
function canAcceptBehavior(){
var theDOM = dreamweaver.getDocumentDOM() ;
// Get an array of all images in the document
var alllmages = theDOM.getElementsByTagName( IMG’);
if (allImages.length > 0){
return "onMouseQOver, onClick, onMouseDown";
Jelsef
return false;
}
}

displayHelp()

Description

If this function is defined, a Help button appears below the OK and Cancel buttons in the
Parameters dialog box. This function is called when the user clicks the Help button.

Arguments

None.

Returns

Dreamweaver expects nothing.

Example

// the following instance of displayHelp() opens
// in a browser a file that explains how to use
// the extension.
function displayHelp(){
var myHelpFile = dw.getConfigurationPath() +
*/ExtensionsHelp/superDuperHelp.htm’;
dw.browseDocument(myHelpFile);
}

deleteBehavior()

Description
Undoes any edits that appTyBehavior() performed

Note: Dreamweaver automatically deletes the function declaration and the event handler that are associated with a
behavior when the user deletes the behavior in the Behaviors panel. It is necessary to define deleteBehavior()
only ifthe applyBehavior () function performs additional edits on the user’'s document (for example, if it
inserts a tag).

Arguments

applyBehaviorString

This argument is the string that the applyBehavior () function returns.

Returns

Dreamweaver expects nothing.
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identifyBehaviorArguments()

Description

Identifies arguments from a behavior function call as navigation links, dependent files, URL,
Netscape Navigator 4.0-style references, or object names so that URLs in behaviors can update if the
user saves the document to another location and so the referenced files can appear in the site map
and be considered dependent files for the purposes of uploading to and downloading from a server.

Arguments
thefFunctionCall

This argument is the string that the applyBehavior () function returns.

Returns

Dreamweaver expects a string that contains a comma-separated list of the types of arguments in
the function call. The length of the list must equal the number of arguments in the function call.
Argument types must be one of the following types:

® nav specifies that the argument is a navigational URL, and therefore, it should appear in
the site map.

® dep specifies that the argument is a dependent file URL, and therefore, it should be included
with all other dependent files when a document that contains this behavior is downloaded
from or uploaded to a server.

® URL specifies that the argument is both a navigational URL and a dependent URL or that it is
a URL of an unknown type, and therefore, that it should appear in the site map and be
considered a dependent file when uploading to or downloading from a server.

® NS4.0ref specifies that the argument is a Netscape Navigator 4.0-style object reference.
® IE4.0ref specifies that the argument is an Internet Explorer DOM 4.0-style object reference.

® objName specifies that the argument is a simple object name, as specified in the NAME attribute
for the object. This type was added in Dreamweaver 3.

® other specifies that the argument is none of the above types.

Example

This simple example of identifyBehaviorArguments () works for the Open Browser Window
behavior action, which returns a function that always has three arguments (the URL to open, the
name of the new window, and the list of window properties):

function identifyBehaviorArguments(fnCallStr) {

return "URL,other,other";
}
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A more complex version of identifyBehaviorArguments() is necessary for behavior functions
that have a variable number of arguments (such as Show/Hide Layer). For this version of
identifyBehaviorArguments(), there is a minimum number of arguments, and additional
arguments always come in multiples of the minimum number. In other words, a function

with a minimum number of arguments of 4 may have 4, 8, or 12 arguments, but it cannot

have 10 arguments.

function identifyBehaviorArguments(fnCallStr) {
var 1istOfArgTypes;
var itemArray = dreamweaver.getTokens(fnCallStr, *(),’);

// The array of items returned by getTokens() includes the

// function name, so the number of *arguments* in the array

// is the length of the array minus one. Divide by 4 to get the
// number of groups of arguments.

var numArgGroups = ((itemArray.length - 1)/4);

// For each group of arguments

for (i=0; 1 < numArgGroups; i++){

// Add a comma and "NS4.0ref,IE4.Oref,other,dep" (because this
// hypothetical behavior function has a minimum of four
// arguments the Netscape object reference, the IE object
// reference, a dependent URL, and perhaps a property value
// such as "show" or "hide") to the existing list of argument
// types, or if no 1ist yet exists, add only
// "NS4.0ref,1E4.0ref,other,dep"
var 1istOfArgTypes += ((1istOfArgTypes)?",":"") + =
"NS4.0ref,IE4.0ref,other,dep"”;
}

}

inspectBehavior()

Description

Inspects the function call for a previously applied behavior in the user’s document and sets the
values of the options in the Parameters dialog box accordingly. If inspectBehavior() is not
defined, the default option values appear.

Note: inspectBehavior() mustrely solely on information that the applyBehaviorStringargument passes toit.
Do not attempt to obtain other information about the user’s document (for example, using
dreamweaver.getDocumentDOM()) within this function.

Arguments

applyBehaviorString
This argument is the string that the applyBehavior () function returns.

Returns

Dreamweaver expects nothing.
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Example
The following instance of inspectBehavior(), taken from Display Status Message.htm, fills in
the Message field in the parameters form with the message that the user selected when the
behavior was originally applied:
function inspectBehavior(msgStr) {
var startStr = msgStr.index0f("’") + 1;
var endStr = msgStr.lastIndex0f("’");
if (startStr > 0 && endStr > startStr) {
document.theForm.message.value = -
unescQuotes(msgStr.substring(startStr,endStr));

}
}

Note: For more information about the unescQuotes () function, see the dwscripts.js file in the Configuration/
Shared/Common/Scripts/CMN folder.

windowDimensions()

Description
Sets specific dimensions for the Parameters dialog box. If this function is not defined, the window
dimensions are computed automatically.

Note: Do not define this function unless you want an Parameters dialog box that is larger than 640 x 480 pixels.

Arguments

platform

The value of the argument is either "macintosh” or "windows", depending on the user’s platform.

Returns

Dreamweaver expects a string of the form "widthInPixels,heightInPixels".

The returned dimensions are smaller than the size of the entire dialog box because they do not
include the area for the OK and Cancel buttons. If the returned dimensions do not accommodate
all options, scroll bars appear.

Example

The following instance of windowDimensions () sets the dimensions of the Parameters dialog box
to 648 x 520 pixels:
function windowDimensions(){

return "648,520";
}

What to do when an action requires a return value

Sometimes an event handler must have a return value (for example,
onMouseOver="window.status="This is a link’; return true"). Butif Dreamweaver
inserts "return behaviorName(args)" into the event handler, behaviors later in the list

are skipped.

To get around this limitation, set a variable called document.MM_returnValue to the desired
return value within the string that behaviorFunction() returns. This setting causes
Dreamweaver to insert return document.MM_returnValue at the end of the list of actions in
the event handler. See the Validate Form.js file in the Configuration/Behaviors/Actions folder
within the Dreamweaver application folder for an example of the use of MM_returnvalue.
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A simple behavior example

To understand how behaviors work and how you can create one, it’s helpful to look at an
example. The Configuration/Behaviors/Actions folder inside the Dreamweaver application folder
contains many examples; however, many are likely to be too complex a starting point for all but
the most advanced developers. The simplest Action file to start with is Call JavaScript.htm (along
with its counterpart, Call JavaScript.js, which contains all the JavaScript functions).

The following code presents a relatively simple example. It checks the brand of the browser and
goes to one page if the brand is Netscape Navigator and another if the brand is Microsoft Internet
Explorer. This code can easily be expanded to check for other brands such as Opera and WebTV
and modified to perform other actions than going to URLs.

<IDOCTYPE HTML SYSTEM "-//Macromedia//DWExtension layout-engine 5.0//dialog">
<html>

<head>

<title>behavior "Check Browser Brand"</title>

<meta http-equiv="Content-Type" content="text/html">

<{script language="JavaScript">

// The function that will be inserted into the
// HEAD of the user’s document
function checkBrowserBrand(netscapeURL,explorerURL) {
if (navigator.appName == "Netscape") f{
if (netscapeURL) location.href = netscapeURL;
telse if (navigator.appName == "Microsoft Internet Explorer") f{
if (explorerURL) location.href = explorerURL;
}
}

//******************* APT FHrxkhhkhhrkhhrhhrxkhrx

function canAcceptBehavior(){
return true;

}

// Return the name of the function to be inserted into
// the HEAD of the user’s document
function behaviorFunction(){
return "checkBrowserBrand";
}

// Create the function call that will be inserted
// with the event handler
function applyBehavior() {
var nsURL = escape(document.theForm.nsURL.value);
var ieURL = escape(document.theForm.ieURL.value);
if (nsURL && ieURL) {
return "checkBrowserBrand(\'" + nsURL + "\',\"'"" + jeURL + =
"\
jelsef
return "Please enter URLs in both fields."
}
}

// Extract the arguments from the function call
// in the event handler and repopulate the
// parameters form
function inspectBehavior(fnCall){
var argArray = getTokens(fnCall, "()',");
var nsURL = unescape(argArray[1]);
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var ieURL = unescape(argArrayl[2]);

document.theForm.nsURL.value = nsURL;

document.theForm.ieURL.value = ieURL;
}

//***************** LOCAL FUNCTIONS *hkkhkhkkhkkkhkrhkhkhhkkkhkxk

// Put the cursor in the first text field

// and select the contents, if any

function initializeUI(){
document.theForm.nsURL.focus();
document.theForm.nsURL.select();

}

// Let the user browse to the Navigator and
// TE URLs
function browseForURLs(whichButton){
var theURL = dreamweaver.browseForFileURL();

if (whichButton == "nsURL"){
document.theForm.nsURL.value = theURL;
felsed

document.theForm.ieURL.value theURL;
}

}

//*************** END OF JAVASCRIPT ****xkkrkhhrkhrxk

</script>

</head>

<body>

<form method="post" action= name="theForm">

<table border="0" cellpadding="8">

<tr>

<td nowrap="nowrap">&nbsp;&nbsp;Go to this URL if the browser is =
Netscape Navigator:<br>

<input type="text" name="nsURL" size="50" value=""> &nbsp;

<input type="button" name="nsBrowse" value="Browse..." -
onClick="browseForURLs( 'nsURL")"></td>

</tr>

<tr>

<td nowrap="nowrap">&nbsp;&nbsp;Go to this URL is the browser is =
Microsoft Internet Explorer:<br>

<input type="text" name="ieURL" size="50" value=""> &nbsp;

<input type="button" name="ieBrowse" value="Browse..." =
onClick="browseForURLs("ieURL")"></td>

</tr>

</table>

</form>

</body>

</html1>
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CHAPTER 14
Server Behaviors

Dreamweaver MX provides users with an interface for adding server behaviors into their
documents to perform server-side tasks such as filtering records based on user criteria, paging
through records, linking result lists to details pages, and inserting records into a result set. If a
Dreamweaver user repeatedly inserts the same runtime code into documents, you can create a
new extension to automate updating a document with these frequently used code blocks. See
“Adding Custom Server Behaviors” in Getting Started with Dreamweaver MX for details about
working with the Server Behavior Builder interface to implement a custom server behavior. Then,
refer to this chapter for details about working with the supporting server behavior files and the
functions that are available for interacting with established server behaviors. Dreamweaver
currently supports server behavior extensions that add runtime code for the following server
models: ASPNet/C#, ASPNet/VisualBasic, ASP/JavaScript, ASP/VBScript, ColdFusion, JSP,
and PHP/MySQL.

The following terms are used throughout this chapter:

® Server Behavior extension: The server behavior extension is the interface between server-side
code and Dreamweaver. A server behavior extension consists of JavaScript, HTML, and
Extension Data Markup Language (EDML), which is XML that is created specifically for
extension data. Examples of these files reside in your installation directory in the
Configuration/ServerBehaviors folder, arranged according to server model. When you script
an extension, use dwscripts.applySB() to instruct Dreamweaver to read the EDML files,
retrieve the components of your extension, and add the appropriate code blocks to the
user’s document.

® Server behavior instance: When Dreamweaver adds code blocks to a user’s document, the
inserted code constitutes an instance of the server behavior. The user can apply most server
behaviors more than once, which results in multiple server behavior instances. Each server
behavior instance is listed in the Server Behaviors panel of the Dreamweaver interface.

* Runtime code: Runtime code is the set of code blocks that are added to a document when a
server behavior is applied. These code blocks usually include some server-side code, such as
ASP script that is enclosed in <% ... %> tags.

® Participants: Your server behavior extension inserts code blocks into the user’s document. A
code block is a single, continuous block of script, such as a server-side tag, an HTML tag, or an
attribute that adds server-side functionality to a web page. An EDML file defines each code
block as a participant. All the participants (code blocks) for a given server behavior comprise
one participant group.

Note: For information about participants, participant groups, and how Dreamweaver EDML files are structured, see
“Extension Data Markup Language” on page 146.
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Dreamweaver architecture

When you use the Server Behavior Builder to create a Dreamweaver-specific extension,
Dreamweaver creates several files (EDML and HTML script files) that support inserting the
Server Behavior code into a Dreamweaver document (some behaviors also reference JavaScript
files for additional functionality). The architecture simplifies your implementation of the APl and
also separates your runtime code from how Dreamweaver deploys it. This chapter discusses ways

of modifying these files.

Server behavior folders and files

The user interface for each server behavior resides in the Configuration/ServerBehaviors/
ServerModelName folder, where ServerModelName is one of the following server types:
ASPNET_Csharp, ASPNET_VB (Visual Basic), ASP_]Js (JavaScript), ASP_Vbs (VBScript),
ColdFusion (Dreamweaver MX compatible), JSE, PHP_MySQL, Shared (UltraDev 4
ColdFusion and Dreamweaver MX ColdFusion) or UD4-ColdFusion (Ultradev 4-compatible
ColdFusion).

Note: A distinction between Dreamweaver MX and Ultradev 4 ColdFusion compatibility is required because the
document type/server model for ColdFusion has changed since the release of Ultradev 4. For example, a server
behavior in Dreamweaver MX inserts CFML code that is different from the CFMLthat is inserted by the same server
behavior from Ultradev 4.

Extension Data Markup Language

Dreamweaver generates two EDML files when you use the Server Behavior Builder: a group EDML
file and a participant EDML file that correspond to the names that you provide in the Server
Behavior Builder. The group file defines the relevant participants, which represent code blocks, and
the groups define which participants are combined to make an individual server behavior.

Group files

Group files contain a list of participants, and participant files have all server-model-specific code
data. Participant files can be used by more than one extension, so several group files can refer to
the same participant file.

The following example shows a high-level view of the Server Behavior Group EDML file. For a
complete list of elements and attributes, see “Group EDML file tags” on page 160.

<group serverBehavior="Go To Detail Page.htm" dataSource="Recordset.htm">
<groupParticipants selectParticipant="goToDetailPage_attr">
<groupParticipant name="moveTo_declareParam" partType="member"/>
<groupParticipant name="moveTo_keepParams" partType="member"/>
<groupParticipant name="goToDetailPage_attr" partType="identifier" />
</groupParticipants>
</group>
In the groupParticipants block tag, each groupParticipant tag indicates the EDML
participant file that contains the code block to use. The value of the name attribute is the
participant file name minus the .edml extension (for example, moveTo_declareParam).

Participant files

A participant represents a single code block on the page, such as a server tag, an HTML tag, or an
attribute. A participant file must be listed in a group file to be available to a Dreamweaver
document author. A single participant file can be used by several group files.
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For example, the moveTo_declareParam.edml file contains the following code:

<participant>
<quickSearch><![CDATA[MM_paramName]]></quickSearch>
<insertText location="aboveHTML+80">

CILCDATAL

<% var MM_paramName = ""; %>

11>
</insertText>
<{searchPatterns whereToSearch="directive">

{searchPattern><![CDATA[/var\s*MM_paramName/]J]></searchPattern>

</searchPatterns>

<{/participant>

When Dreamweaver adds a server behavior to a document, it needs to have detailed information,
including where to insert the code, what the code looks like, and what parameters the
Dreamweaver author or data replaced at runtime. Each participant EDML file describes these
details for each block of code. Specifically, the participant file describes the following data:

® The code and where to put the unique instance. These are defined by the insertText tag
parameters, as shown in the following example:

{insertText location="aboveHTML+80">

* How to recognize instances already on the page, as shown in the following example:

{searchPatterns whereToSearch="directive">
<searchPattern><![CDATAL/var\s*MM_paramName/]1></searchPattern>
<{/searchPatterns>

In the searchPatterns block tag, each searchPattern contains a pattern that finds instances of
runtime code and extracts specific parameters. For more details, see “Server behavior techniques”
on page 183.

The script file

Each server behavior also has an HTML file that contains functions and links to the scripts that
manage the integration of the server behavior code with the Dreamweaver interface. The
functions that are available for editing in this file are discussed in “Server behavior
implementation functions” on page 156.

Hello World example

This example takes you through the creation of a new server behavior so you can see the files that
Dreamweaver creates and how to handle them. Again, see “Adding Custom Server Behaviors” in
the Gerting Started with Dreamweaver MX manual for details about working with the Server
Behavior Builder interface. The example displays “Hello World” from the ASP server. The Hello
World behavior has only one participant (a single ASP tag) and does not modify or add anything
else on the page.

Note: This example refers to functions that are defined later in this chapter.

Create a new dynamic page document.
1 In Dreamweaver, select the File > New menu option.
2 In the New Document dialog box, select:

Category: Dynamic Page

Dynamic Page: ASP JavaScript
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3 Click Create.

Use the Server Behavior Builder to define your new server behavior.
Note: If the Server Behaviors panel is not open and visible, select the Window > Server Behaviors menu option.

1 In the Server Behaviors panel, select the plus (+) button and select the New Server Behavior
menu option.

2 In the New Server Behavior dialog box, select:
Document Type: ASP JavaScript
Name: Hello World
(Leave the “Copy existing server behavior” checkbox unchecked.)

3 Click OK.

Define the code to insert.
1 Select the plus (+) button for Code Blocks to Insert.

2 In the Create a New Code Block dialog box, enter Hello_Wor1d_blockl (Dreamweaver
might automatically enter this information for you).

3 Click OK.
4 In the Code Block field, enter <% Response.Write(“Hello World”) %>.

5 In the Insert Code pop-up menu, select Relative to the Selection so the user can control where
this code goes in the document.

6 In the Relative Position pop-up menu, select After the Selection.
7 Click OK.

In the Server Behaviors panel, you can see that the plus (+) menu contains the new server
behavior in the pop-up list. Also, in the installation directory for your Dreamweaver MX files, the
Configuration/ServerBehaviors/ASP_Js directory now contains three files:

Note: If you are working in a multiuser configuration, these files will appear in your Application Data folder.
® The group file: Hello World.edml

® The participant file: He11o World_blockl.edml

® Ascriptfile: Hello World.htm
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How the Server Behavior API functions are called
The Server Behavior API functions are called in the following scenarios:

® The findServerBehaviors() function is called when the document opens and again when
the participant is edited. It searches the user’s document for instances of the server behavior.
For each instance it finds, findServerBehaviors() creates a JavaScript object, and uses
JavaScript properties to attach state information to the object.

® Ificis implemented, Dreamweaver calls the analyzeServerBehavior() function for each
behavior instance that is found in the user’s document after all the findServerBehaviors()
functions are called.

When the findServerBehaviors() function creates a behavior object, it usually sets the four
properties (incomplete, participants, selectedNode, and title). However, it is
sometimes easier to delay setting some of the properties until all the other server behaviors find
instances of themselves. For example, the Move To Next Record behavior has two
participants, a link object and a recordset object. Rather than finding the recordset object in its
findServerBehaviors() function, wait until the recordset behavior’s
findServerBehaviors() function runs because the recordset finds all instances of itself.

When the Move To Next Record behavior’s analyzeServerBehavior () function is called, it
gets an array that contains all the server behavior objects in the document. The function can
look through the array for its recordset object.

Sometimes during analysis, a single tag in the user’s document is identified by two or more
behaviors as being an instance of that behavior. For example, the findServerBehaviors()
function for the Dynamic Attribute behavior might detect an instance of the Dynamic
Attribute behavior that is associated with an <input> tag in the user’s document. At the same
time, the findServerBehaviors() function for the Dynamic Textfield behavior might look
at the same <input> tag and detect an instance of the Dynamic Textfield behavior.

As a result, the Server Behaviors panel shows the Dynamic Attribute block and the Dynamic
Textfield. To correct this problem, the analyzeServerBehavior() functions need to delete
all but one of these redundant server behaviors.

To delete a server behavior, an analyzeServerBehavior () function can set the "deleted"
property of any server behavior to be true. If the deTeted property is still true when
Dreamweaver finishes calling the analyzeServerBehavior() functions, the behavior is
deleted from the list.
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® When the user clicks the plus (+) button in the Server Behaviors panel, the pop-up menu
appears.

To determine the content of the menu, Dreamweaver first looks for a ServerBehaviors.xml file
in the same folder as the behaviors. ServerBehaviors.xml references the HTML files that should
appear in the menu.

If the referenced HTML file contains a title tag, the contents of the title tag appear in the
menu. For example, if the ServerBehaviors/ASP_Js/ GetRecords.htm file contains the tag
<title>Get More Records</title>, Get More Records appears in the menu.

If the file does not contain a title tag, the filename appears in the menu. For example, if
GetRecords.htm does not contain a title tag, GetRecords appears in the menu.

If there is no ServerBehaviors.xml file or the folder contains one or more HTML files that are
not mentioned in ServerBehaviors.xml, Dreamweaver checks each file for a title tag and uses
the title tag or filename to populate the menu.

If you do not want a file in the ServerBehaviors folder to appear in the menu, put the following
statement on the first line in the HTML file:

<l-- MENU-LOCATION=NONE -->

® When the user chooses an item from the menu, the canApplyServerBehavior() function is
called. If that function returns true, a dialog box appears. When the user clicks OK, the
applyServerBehavior() function is called.

® If the user edits an existing server behavior by double-clicking it, Dreamweaver displays the
dialog box, executes the onLoad handler on the BODY tag, if one exists, and then calls
inspectServerBehavior(). The inspectServerBehavior() function populates the form
elements with the current parameter values. When the user clicks OK, Dreamweaver calls
applyServerBehavior() again.

® [f the user clicks the minus (-) button, the deleteServerBehavior() function is called. The
deleteServerBehavior() function removes the behavior from the document.

® When the user selects a server behavior and uses the Cut or Copy commands, Dreamweaver
passes the object that represents the server behavior to its copyServerBehavior() function.
The copyServerBehavior() function adds any additional properties to the server behavior
object that are needed to paste it later.

After the copyServerBehavior() function returns, Dreamweaver converts the server behavior
object to a form that can be put on the Clipboard. When Dreamweaver converts the object, it
deletes all the properties that reference objects; every property on the object that is not a
number, Boolean value, or string is lost.

When the user uses the Paste command, Dreamweaver unpacks the contents of the Clipboard
and generates a new server behavior object. The new object is identical to the original, except
that it does not have properties that reference objects. Dreamweaver passes the new server
behavior object to pasteServerBehavior (). The pasteServerBehavior() function adds
the behavior to the user’s document. After pasteServerBehavior() returns, Dreamweaver
calls the findServerBehaviors() function to get a new list of all the server behaviors in the
user’s document.

Users can copy and paste behaviors from one document to another. The copyServerBehavior()
and pasteServerBehavior() functions should rely only on properties on the behavior object to
exchange information.
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The Server Behavior API

You can manage server behaviors with the following API functions.

analyzeServerBehavior()

Availability
Dreamweaver UltraDev 1

Description
Lets server behaviors set their incomplete and deleted flags.

After the findServerBehaviors() function is called for every server behavior on the page, an
array of all the behaviors in the user’s document appears. The analyzeServerBehavior()
function is called for each JavaScript object in this array. For example, for a Dynamic Text
behavior, Dreamweaver calls the analyzeServerBehavior() function in DynamicText.htm (or
DynamicText.js).

One purpose of the analyzeServerBehavior() function is to finish setting all the properties
(incomplete, participants, selectedNode, and title) on the behavior object. Sometimes it’s
easier to perform this task after findServerBehaviors() generates the complete list of server
behaviors in the user’s document.

The other purpose of the analyzeServerBehavior() function is to notice when two or more
behaviors refer to the same tag in the user’s document. In this case, the deleted property removes
all but one behavior from the array.

Suppose the following three server behaviors are on a page: Recordsetl, DynamicText1, and
DynamicText2. Both DynamicText server behaviors need Recordset] to exist on the page. After
the server behaviors are found with findServerBehaviors(), Dreamweaver calls
analyzeServerBehavior() for the three server behaviors. When analyzeServerBehavior() is
called for DynamicTextl, the function searches the array of all the server behavior objects on the
page, looking for the one that belongs to Recordsetl. If a server behavior object that belongs to
Recordset] cannot be found, the incomplete property is set to true so that an exclamation point
appears in the Server Behaviors panel, which alerts the user that a problem exists. Similarly, when
analyzeServerBehavior() is called for DynamicText2, the function searches for the object that
belongs to Recordset1. Because Recordsetl does not depend on other server behaviors, it does not
need to define the analyzeServerBehavior () function in this example.

Arguments

serverBehavior, [serverBehaviorArray]
® serverBehavior isa JavaScript object that represents the behavior to analyze.

® [serverBehaviorArray] isan array of JavaScript objects that represents all the server
behaviors that are found on a page.

Returns

Nothing.
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applyServerBehavior()

Availability
Dreamweaver UltraDev 1

Description

Reads values from the form elements in the dialog box and adds the behavior to the user’s
document. Dreamweaver calls this function when the user clicks OK in the Server Behaviors
dialog box. If this function returns successfully, the Server Behaviors dialog box closes. If this
function fails, it displays the error message without closing the Server Behaviors dialog box. This
function can edit a user’s document.

For more information, see “dwscripts.applySB()” on page 157.

Arguments

serverBehavior

serverBehavior is a JavaScript object that represents the server behavior; it is necessary to
modify an existing behavior. If this is a new behavior, the argument is nu17.

Returns

An empty string if successful. An error message returns if this function fails.

canApplyServerBehavior()

Availability
Dreamweaver UltraDev 1

Description

Determines whether a behavior can be applied. Dreamweaver calls this function before
displaying the Server Behaviors dialog box. If this function returns true, the Server Behaviors
dialog box appears. If this function returns false, the Server Behaviors dialog box does not
appear and the attempt to add a server behavior stops.

Arguments

serverBehavior

serverBehavior is a JavaScript object that represents the behavior; it is necessary to modify an
existing behavior. If this is a new behavior, the argument is nu11.

Returns

true if the behavior can be applied; false otherwise.
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copyServerBehavior()

Availability
Dreamweaver UltraDev 1

Description

Implementing copyServerBehavior() is optional. Users can copy instances of the specified
server behavior. In the following example, this function is implemented for recordsets. If a user
selects a recordset in the Server Behaviors panel or the Data Binding panel, using the Copy
command copies the behavior to the Clipboard; using the Cut command cuts the behavior to the
Clipboard. For server behaviors that do not implement this function, the Copy and Cut
commands do nothing. For more information, see “How the Server Behavior API functions are

called” on page 149.

The copyServerBehavior() function should rely only on behavior object properties that can be
converted into strings to exchange information with the pasteServerBehavior() function. The
Clipboard stores only raw text, so participant nodes in the document should be resolved and
the resulting raw text should be saved into a secondary property.

Note: The pasteServerBehavior () function must also be implemented to enable the user to paste the
behavior into any Dreamweaver document.

Arguments
serverBehavior

serverBehavior is a JavaScript object that represents the behavior.

Returns

true if the behavior copies successfully to the Clipboard; false otherwise.

deleteServerBehavior()
Availability
Dreamweaver UltraDev 1

Description

Removes the behavior from the user’s document. This function is called when the user clicks the
minus (-) button in the Server Behaviors panel. It can edit a user’s document.

For more information, see “dwscripts.deleteSB()” on page 157.

Arguments

serverBehavior
serverBehavior is a JavaScript object that represents the behavior.

Returns

Nothing.

Server Behaviors 153



displayHelp()

Description

If this function is defined, a Help button appears below the OK and Cancel buttons in the dialog
box. This function is called when the user clicks the Help button.

Arguments
None.

Returns

Nothing.

Example

// the following instance of displayHelp() opens
// in a browser a file that explains how to use
// the extension.
function displayHelp(){
var myHelpFile = dw.getConfigurationPath() +
*/ExtensionsHelp/superDuperHelp.htm’;
dw.browseDocument (myHelpFile);
}

findServerBehaviors()

Availability
Dreamweaver UltraDev 1

Description

Searches the user’s document for instances of itself. For each instance it finds,
findServerBehaviors() creates a JavaScript object, and it attaches state information as
JavaScript properties of the object.

The four required properties are incomplete, participants, title, and selectedNode. You
can set additional properties as necessary.

For more information, see “dwscripts.findSBs()” on page 156 and
“dreamweaver.getParticipants()” on page 155.

Arguments

None.

Returns

An array of JavaScript objects; the length of the array is equal to the number of behavior instances
that are found in the page.

inspectServerBehavior()

Availability
Dreamweaver UltraDev 1

Description

Determines the settings for the Server Behavior dialog box, based on the specified behavior
object. Dreamweaver calls this function when a user displays a Server Behavior dialog box.
Dreamweaver calls this function only when a user edits an existing behavior.
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Arguments

serverBehavior

serverBehavior is a JavaScript object that represents the behavior. It is the same object that
findServerBehaviors() returns.

Returns

Nothing.

pasteServerBehavior()

Availability
Dreamweaver UltraDev 1

Description

If it is implemented, users can paste instances of the specified server behavior using
pasteServerBehavior(). When the user pastes the server behavior, Dreamweaver organizes the
contents of the Clipboard and generates a new behavior object. The new object is identical to the
original, except that it lacks pointer properties. Dreamweaver passes the new behavior object to
pasteServerBehavior(). ThepasteServerBehavior() function relies on the properties of the
behavior object to determine what to add to the user’s document. The pasteServerBehavior()
function then adds the behavior to the user’s document. After pasteServerBehavior() returns,
Dreamweaver calls the findServerBehaviors() functions to get a new list of all the server
behaviors in the user’s document.

Implementing pasteServerBehavior() is optional. For more information, see “How the Server
Behavior API functions are called” on page 149.

Note: If you implement this function, you must also implement the copyServerBehavior () function.

Arguments

behavior is a JavaScript object that represents the behavior.

Returns

true if the behavior pastes successfully from the Clipboard; false otherwise.

dreamweaver.getParticipants()

Availability
Dreamweaver UltraDev 4

Description

The JavaScript function, dw.getParticipants(), gets a list of participants from the user’s
document. After Dreamweaver finds all the behavior’s participants, it stores those lists. Typically,
you use this function with the findServerBehaviors() function to locate instances of a
behavior in the user’s document.

Arguments
edmlFilename
edm]Filename is the name of the group or participant file that contains the names of the

participants to locate in the user’s document. This string is the filename, without the .edml
extension.
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Returns

The function returns an array that contains all instances of the specified participant (or, in the
case of a group file, any instance of any participant in the group) that appear in the user’s
document. The array contains JavaScript objects, with one element in the array for each instance
of each participant that is found in the user’s document. The array is sorted in the order that the
participants appear in the document. Each JavaScript object has the following properties:

® participantNode is a pointer to the participant node in the user’s document.
® participantName is the name of the participant’s EDML file (without the .edml extension).
® parameters is a JavaScript object that stores all the parameter/value pairs.

® matchRangeMin defines the character offset from the participant node of the document to the
beginning of the participant content.

® matchRangeMax is an integer of the participant that defines the offset from the beginning of
the participant node to the last character of the participant content.

Server behavior implementation functions

These functions can be added or edited within the HTML script files or the specified JavaScript
files that are listed within the HTML script file.

dwscripts.findSBs()

Availability
Dreamweaver MX (this function replaces findSBs () from earlier versions of Dreamweaver)

Description

Finds all instances of a server behavior and all the participants on the current page. Sets the title,
type, participants array, weights array, types array, selectedNode, and incomplete flag. This
method also creates a parameter object that holds an array of user-definable properties such as
recordset, name, and column name. You can return this array from the findServerBehaviors()
function.

Arguments

serverBehaviorTitle is an optional title string that is used if no title is specified in the EDML
title (useful for localization).

Returns

An array of JavaScript objects where the required properties are defined. Returns an empty array
if no instances of the server behavior appear on the page.

Example

The following code searches for all instances of a particular server behavior in the current user
document:

function findServerBehaviors() {
allMySBs = dwscripts.findSBs();
return allMySBs;

}
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dwscripts.applySB()

Availability
Dreamweaver MX (this function replaces app1ySB() from eatlier versions of Dreamweaver)

Description

Inserts or updates runtime code for the server behavior. If the s60bj parameter is nu11, it inserts
new runtime code; otherwise, it updates existing runtime code that is indicated by the sb0b;j
object. User settings should be set as properties on a JavaScript object and passed in as paramob,.
These settings should match all the parameters that are declared as @@paramName@@ in the EDML
insertion text.

Arguments
paramObj, sb0Obj
® param0bj is the object that contains the user parameters.

® sb0bj is the prior server behavior object if you are updating an existing server behavior; nu11
otherwise.
Returns

true if the server behavior is added successfully to the user’s document; false otherwise.

Example

In the following example, you fill the paramObj with the user’s input and call
dwscripts.applySB, passing in the input and your server behavior, sb0bj.

function applyServerBehaviors(sb0bj) {

// get all UI values here...
param0bj = new Object();

paramObj.rs = rsName.value;
paramObj.col = colName.value;
paramObj.url = urlPath.value;

paramObj.form__tag = formObj;

dwscripts.applySB(paramObj, sbObj);
}

dwscripts.deleteSB()

Availability
Dreamweaver MX (this function replaces deleteSB() from eatlier versions of Dreamweaver)

Description

Deletes all the participants of the sbObj server behavior instance. The entire participant is
deleted, unless the EDML file indicates special delete instructions with the <delete> tag. It
does not delete participants that belong to more than one server behavior instance (reference
count > 1).

Arguments

sbObj is the server behavior object instance that you want to remove from the user’s document.

Returns

Nothing.
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Example

The following example deletes all the participants of the sb0bj server behavior, except the
participants that are protected by the EDML file’s <delete> tag.

function deleteServerBehavior(sbObj) {

dwscripts.deleteSB(sb0bj);
}

Editing EDML files

You must maintain Dreamweaver coding conventions when you edit a file. Pay attention to the
dependency of one element upon another. For example, if you update the tags that are being
inserted, you might also need to update the search patterns.

Note: EDML files are new in Dreamweaver MX. If you are working with legacy server behaviors, see the earlier
versions of the Extending Dreamweaver manuals.

Regular expressions

You must understand regular expressions as they are implemented in JavaScript 1.5. Also, you
must know when it is appropriate to use them in the server behavior EDML files. For example,
regular expressions cannot be used in quickSearch values, but they are used in searchPattern
to find and extract data.

Regular expressions describe text strings by using characters that are assigned with special
meanings (metacharacters) to represent the text, break it up, and process it according to
predefined rules. Regular expressions are powerful parsing and processing tools because they
provide a generalized way to represent a pattern.

Good reference books on JavaScript 1.5 have a regular expression section or chapter. This section
examines how Dreamweaver server behavior EDML files use regular expressions in order to find
parameters in your runtime code and extract their values. Each time a user edits a server behavior,
prior parameter values need to be extracted from the instances of the runtime code. This
extraction process is done by using regular expressions.

You should understand a few metacharacters and metasequences (special character groupings)
that are useful in server behavior EDML files, as described in the following table.

Regular Expression Description

\ Escapes special characters. For example: \. reverts the metacharacter back to a
literal period; \/ reverts the forward slash to its literal meaning; and, \) reverts the
parenthesis to its literal meaning.

/.. ]i Ignore case when searching for the metasequence
(..) Creates a parenthetical subexpression within the metasequence
\s* Searches for white spaces

The EDML tag <searchPatterns whereToSearch="directive"> declares that runtime code
needs to be searched. Each <searchPattern>...</searchPattern> subtag defines one pattern
in the runtime code that must be identified. For the Redirect If Empty example, there are two
patterns.
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To extract parameter values from <% if (@@rs@@.EO0F)
Response.Redirect("@@new__url@@"); %>,writea regular expression that identifies any string
rsand new__url:

<{searchPattern paramNames="rs,new__url">

/if d ((\w+)\.EOF\) Response\.Redirect\("([*\r\n]*)"\)/i
<{/searchPattern>

This process searches the user’s document, and if there is a match, extracts the parameter values.
The value for rs is extracted using the first parenthetical subexpression (\w+). The value for
new__url is extracted using the second subexpression ([*\r\n]*).

Note: The character sequence "[ *\ r\n]*" matches any character that is not a linefeed, for both Macintosh and
Windows.

Notes about EDML structure

You should use a unique filename to identify your server behavior group. If an associated
participant file is used by only one group file, match the participant filename with the group
name. Using this convention, the server behavior group file updateRecord. edml works with the
participant file updateRecord_init.edml. When participant files might be shared between
server behavior groups, assign unique descriptive names.

Note: The EDML name space is shared, regardless of folder structure, so be careful to keep names unique when
you make them descriptive. Filenames should not exceed 31 characters (including the .edml extension), due to
Macintosh limitations.

The runtime code for your server behavior resides inside the EDML files. The EDML parser
should not confuse any of your runtime code with EDML markup, so CDATA must wrap around
your runtime code. CDATA represents character data and is any text that is not EDML markup.
When you use the CDATA tag, the EDML parser won't try to interpret it as markup, but instead,
considers it as a block of plain text. CDATA marked blocks begin with <! [CDATA[ and end with 11>.

If you insert the text He11o, World, it is simple to specify your EDML, as shown in the following
example:

<insertText>Hello, World</insertText>

However, if you insert content that has tags in it, such as <img src="foo.gif’>, it can confuse the
EDML parser. In that case, embed it in the CDATA construct, as shown in the following example:
<insertText><!I[CDATALKimg src="fo0.gif’>]11></insertText>

The ASP runtime code is wrapped within the CDATA tag set, as shown in the following example:

<ILCDATATL

<% if (@@rs@@.EOF) Response.Redirect("@@new__url@e"); %>
1]
Because of the CDATA tag, the ASP tags <%= %>, along with the other content within the tag,
aren't processed. Instead, the Extension Data Manager (EDM) receives the uninterpreted text, as
shown in the following example:

<% if (Recordsetl.EQOF) Response.Redirect("http://www.macromedia.com"); %>

In the following EDML definitions, the locations where CDATA is recommended are indicated in
the examples.
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Group EDML file tags
These tags and attributes are valid within the EDML group files.

EDML Tag: group

Description
Contains all specifications for a group of participants.

Parent
None.

Type
Block tag.

Required
Yes.

Attribute: version

Description

Defines the version of Dreamweaver that is current with the group file. For Dreamweaver MX,
the version number is 6. If no version is specified, Dreamweaver assumes 4, or the prior release.
All groups and participants that the Server Behavior Builder creates have the version attribute set
to 6. The group version of this attribute currently has no effect.

Parent
group
Type
Attribute.

Required
No.

Attribute: serverBehavior

Description

The serverBehavior attribute indicates which server behavior can use the group. When any of
the group’s participant quickSearch strings are found in the document, the server behavior that
is indicated by the serverBehavior attribute has Dreamweaver call findServerBehaviors().

In some cases, if multiple groups are associated with a single server behavior, the server behavior
must resolve which particular group to use.

Parent
group
Type
Attribute.

Required
No.

160 Chapter14



Value
The exact name (without a path) of any server behavior HTML file within a Configuration/
ServerBehaviors folder, as shown in the following example:

<group serverBehavior="redirectIfEmpty.htm">

Attribute: dataSource

Description

This advanced feature supports new data sources that can be added to Dreamweaver.

Multiple versions of a server behavior can differ, depending on which data source you use. For
example, the Repeat Region Server Behavior is designed for the standard Recordset.htm data
source. If Dreamweaver is extended to support a new type of data source (such as a COM object),
you can set dataSource="COM.htm" in a Group file with a different implementation of Repeat
Region. The Repeat Region Server Behavior then applies the new implementation of Repeat
Region if the new data source is selected.

Parent

group

Type
Attribute.

Required
No.

Value
The exact name of a data source file within a Configuration/DataSources folder, as shown in the
following example:

<group serverBehavior="Repeat Region.htm" -
dataSource="myCOMdataSource.htm">

This group defines a new implementation of Repeat Region to use if you use the COM data
source. In applyServerBehaviors(), you can indicate that this group should be applied by
setting the MM_dataSource property on the parameter object, as shown in the following example:

function applyServerBehavior(ssRec) f{
var paramObj = new Object();
paramObj.rs = getComObjectName();
paramObj.MM_dataSource = "myCOMdataSource.htm";

dwscripts.applySB(paramObj, sbObj);
}

Attribute: subType

Description
This advanced feature supports multiple implementations of a server behavior.
Multiple versions of a server behavior might differ, depending on user selection. When a server

behavior is applied, but multiple group files are relevant, the correct group file can be selected by
passing in a subType value. The group with that specific subType is applied.

Parent

group
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Type
Attribute.

Required
No.

Value
A unique string that determines which group to apply, as shown in the following example:

<group serverBehavior="myServerBehavior.htm" -
subType="longVersion">

This group defines a the long version of myServerBehavior. You would also have a version with
subType="shortVersion".InapplyServerBehaviors(), you can indicate which group should
be applied by setting the MM_subType property on the parameter object, as shown in the
following example:

function applyServerBehavior(ssRec) {

var paramObj = new Object();

if (longVersionChecked) {
paramObj.MM_subType = "longVersion";

} else |
paramObj.MM_subType

}

dwscripts.applySB(paramObj, sbObj);

"shortVersion";

}

EDML Tag: title

Description

The string that appears in the Server Behaviors panel for each server behavior instance that is
found in the current document.

Parent

group

Type
Block tag.
Required
No.
Value

A plain text string that can include parameter names to make each instance unique, as shown in
the following example:

<title>Redirect If Empty (@@recordsetName@@)</title>

EDML Tag: groupParticipants

Description

Contains an array of groupParticipant declarations.

Parent

group
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Type
Block tag.

Required
Yes.

Attribute: selectParticipant

Description

Indicates which participant should be selected and highlighted in the document when an
instance is selected in the Server Behaviors panel. The server behavior instances that are listed in
this panel are ordered by the selected participant, so set selectParticipant even if the
participant is not visible.

Parent

groupParticipants

Type
Attribute.

Required
No.

Value

participantName is the exact name (without the .edml extension) of a single participant file that is
listed as a group participant, as shown in the following example. See “Attribute: name” on page 163.

<groupParticipants selectParticipant="redirectIfEmpty_link">

EDML Tag: groupParticipant

Description
Represents the inclusion of a single participant in the group.

Parent

groupParticipants
Type
Tag.

Required
Yes (at least one).

Attribute: name

Description

Names a particular participant to be included in the group. The name attribute on the
groupParticipant tag should be the same as the filename of the participant (without the .edml
file extension).

Parent

groupParticipant
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Type
Attribute.

Required
Yes.

Value
The exact name (without the .edml extension) of any participant file, as shown in the
following example:

<groupParticipant name="redirectIfEmpty_init">

This example refers to the redirect/fEmpty_init.edml file.

Attribute: partType

Description

Indicates the type of participant.

Parent

groupParticipant

Type
Attribute.

Required
No.

Values
identifier, member, option, multiple, data

® identifierisa participant that identifies the entire group. If this participant is found in the
document, the group is considered to exist whether or not other group participants are found.
This is the default value if partType is not specified.

® member is a normal member of a group. If it is found by itself, it does not identify a group. If it
is not found in a group, the group is considered incomplete.

® optionindicates that the participant is optional. If it is not found, the group is still considered
complete and no incomplete flag is set in the Server Behaviors panel.

® multiple indicates that the participant is optional and multiple copies of it can be associated
with the server behavior. Any parameters that are unique to this participant are not used when
grouping participants because they might have different values.

® data is a nonstandard participant that is used by programmers as a repository for additional
group data. It is ignored by everything else.
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Participant EDML files

These tags and attributes are valid within the EDML participant files.

EDML Tag: participant

Description
Contains all specifications for a single participant.

Parent

None.

Type
Block tag.

Required
Yes.

Attribute: version

Description

Defines the version of Dreamweaver that is current with the participant file. For Dreamweaver
MX, the version number is 6. If no version is specified, then Dreamweaver assumes 4, or the prior
release. All groups and participants that the Server Behavior Builder creates have the version
attribute set to 6.

For participant files, this attribute determines if code block merging should occur. For
participants without this attribute (or have it set to 4 or earlier), the inserted code blocks are not
merged with other code blocks on the page. Participants that have this set to 5 or later are merged
with other code blocks on the page when possible. Please note that code-block merging occurs
only for participants above and below the HTML tag.

Parent

participant

Type
Attribute.

Required
No.

EDML Tag: quickSearch

Description

A simple search string that is used for performance reasons. It cannot be a regular expression. If
the string is found in the current document, the rest of the search patterns are called to locate
specific instances. This string can be empty to always use the search patterns.

Parent
participant
Type

Block tag.
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Required
No.

Value

searchString is a literal string that exists on the page if the participant exists. It should be as
unique as possible, but it does not have be definitively unique. It is not case-sensitive, but be careful
with nonessential spaces that can be changed by the user, as shown in the following example:

<quickSearch>Response.Redirect</quickSearch>

If quickSearch is empty, it is considered to match, and more precise searches use the regular
expressions that are defined in the <searchPattern> tags. This is helpful if a simple string
cannot be used to express a reliable search pattern and regular expressions are required.

EDML Tag: insertText

Description

Provides information about what to insert in the document and where to insert it. Contains the
text to be inserted in the document. Parts of the text that are customized should be indicated by
@@parameterName@@.

In some cases, such as a translator-only participant, you might not need this tag.

Parent

implementation

Type
Block tag.

Required
No.

Value
The text to be inserted in the document. If any parts of the text need customizing, they can be
passed in later as parameters. Parameters should be embedded in two at (@@) signs. Because this
text can interfere with the EDML structure, it should use the CDATA construct, as shown in the
following example:
{insertText location="aboveHTML">

{I[CDATA[K%= @@recordset@@).cursorType %>11>
<{/insertText>
When the text is inserted, the @@recordset@@ is replaced by a recordset name that the user
supplies. For more information on conditional and repeating code blocks, see the “Adding
Custom Server Behaviors” chapter of Getting Started with Dreamweaver MX.

Attribute: location

Description

Specifies where the participant text should be inserted. The insert location is related to the
whereToSearch attribute of the searchPatterns tag, so be sure to set both carefully (see
“Attribute: whereToSearch” on page 169).

Parent

insertText
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Type
Attribute.

Required
Yes.

Values

aboveHTML[+weight], belowHTML[+weight], beforeSelection, replaceSelection,
wrapSelection, afterSelection, beforeNode, replaceNode, afterNode,
firstChildOfNode, TastChildOfNode, nodeAttribute[+attribute]

® aboveHTML[+weight] inserts the text above the <HTML> tag (suitable only for server code). The
weight can be an integer from 1 to 99 and is used to preserve relative order among different
participants. By convention, recordsets have weight 50, so if a participant refers to recordset
variables, it needs a heavier weight, such as 60, so the code is inserted below the recordset, as
shown in the following example:

{insert Tocation="aboveHTML+60">

If no weight is provided, it is internally assigned a weight of 100 and is added below all
specifically weighted participants, as shown in the following example:

{insert Tocation="aboveHTML">

® pelowHTML[+weight] is similar to the aboveHTML location, except that participants are added
below the closing </HTML> tag.

® peforeSelection inserts the text before the current selection or insertion point. If there is no
selection, it inserts the text at the end of the <BODY> tag.

® replaceSelection replaces the current selection with the text. If there is no selection, it
inserts the text at the end of the <BODY> tag.

® wrapSelection balances the current selection, inserts a block tag before the selection, and
adds the appropriate closing tag after the selection.

® afterSelection inserts the text after the current selection or insertion point. If there is no
selection, it inserts the text at the end of the <BODY> tag.

® peforeNode inserts the text before a node, which is a specific location in the DOM. When a
function such as dwscripts.applySB() is called to make the insertion, the node pointer must
pass in as a parameter of the param0bj. The user-definable name of this parameter must be
specified by the nodeParamName attribute (see “Attribute: nodeParamName” on page 168).

In summary, if your location includes the word node, make sure that you declare the
<{nodeParamName> tag.

® replaceNode replaces a node with the text.
® afterNode inserts the text after a node.

® firstChildOfNode inserts the text as the first child of a block tag; for example, if you want to
insert something at the beginning of a FORM tag.
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® JastChildOfNode inserts the text as the last child of a block tag; for example, if you want to
insert something at the end of a FORM tag (useful for adding hidden form fields).

® nodeAttribute[+attribute] setsan attribute of a tag node. If the attribute does not already
exist, it is created.

For example, use <insert Tocation="nodeAttribute+ACTION" nodeParamName="form">
to set the ACTION attribute of a form. This changes the user’s FORM tag from <form> to
<form action="myText">.

If no attribute is given, the nodeAttribute location causes the text to be added directly to the
open tag. For example, use insert Tocation="nodeAttribute" toadd an optional attribute
to a tag. This can be used to change a user’s INPUT tag from

<input type="checkbox"> to <input type="checkbox"
<%if(foo)Reponse.Write("CHECKED")%>> .

Note: For location="nodeAttribute", the last search pattern is used to determine where the attribute
starts and ends. Make sure that the last pattern finds the entire statement.

Attribute: nodeParamName

Description

Used only for node-relative insert locations; indicates the name of the parameter that is used to
pass in the node at insertion time.

Parent

insertText

Type
Attribute.

Required
Only if the insert location has the word node in it.

Value
tagtype__Tag is a user-specified name for the node parameter that passes with the parameter
object to the dwscripts.applySB() function. For example, if you insert some text into a form,
you might use a parameter called form__tag. In your server behavior applyServerBehavior()
function, you could use form__tag to indicate the exact form to update, as shown in the
following example:
function applyServerBehavior(ssRec) {

var paramObj = new Object();

paramObj.rs = getRecordsetName();

paramObj.form__tag = getFormNode();

dwscripts.applySB(paramObj, sb0bj);
}

You would indicate the form__tag node parameter in your EDML file, as shown in the

following example:

{insertText location="lastChildOfNode" nodeParamName="form__tag">
CITCDATA[Kinput type="hidden" name="MY_DATA">]11>

<{/insertText>

The text is inserted as the TastChi1d0fNode, and the specific node passes in using the

form__tag property of the parameter object.
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EDML Tag: searchPatterns

Description

Provides information about how to find the participant text in the document and contains a list
of patterns that are used when searching for a participant. If multiple search patterns are defined,
they all must be found within the text being searched (the search patterns have a logical AND
relationship), unless they are marked as optional using the isOptional flag.

Parent

implementation
Type
Block tag.

Required
No.

Attribute: whereToSearch

Description

Specifies where to search for the participant text. This is related to the insert location, so be sure
to set them both carefully (see “Attribute: location” on page 166).

Parent
searchPatterns
Type

Attribute.

Required
Yes.

Values
directive, tagttagName, tagt*, comment, text

® directive searches all server directives (server-specific tags). For ASP and JSP, this means
search all <% ... %> script blocks.

Note: Tag attributes are not searched, even if they contain directives.
® tag+tagName searches the contents of a specified tag, as shown in the following example:
{searchPatterns whereToSearch="tag+FORM">

This example indicates that only form tags should be searched. By default, the entire
outerHTML is searched. For INPUT tags, specify the type after a slash (/). In this example, to
search all submit buttons, enter the following code:

{searchPatterns whereToSearch="tag+INPUT/SUBMIT">.

® tag+* searches the contents of the any tag, as shown in the following example:

{searchPatterns whereToSearch="tag+*">

This example indicates that all tags should be searched.
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® comment searches only within the HTML comments <! ... >, as shown in the
following example:

{searchPatterns whereToSearch="comment">
This example indicates that tags such as <!-- my comment here --> are searched.

® text searches only within raw text sections, as shown in the following example:

{searchPatterns whereToSearch="text">
{searchPattern>XYZ</searchPattern>
{/searchPatterns>

This example finds a text node that contains the text XYZ.

EDML Tag: searchPattern

Description
A pattern that is used to identify participant text and extract parameter values from it. Each
parameter subexpression must be wrapped in parentheses ().

You can have patterns with no parameters (which is used to identify participant text), patterns
with one parameter, or patterns with many parameters. All non-optional patterns must be found,
and each parameter must be named and found exactly once.

For more information about using searchPattern, see “Finding server behaviors” on page 183.

Parent

searchPatterns

Type
Block tag.

Required
Yes.

Values
searchString, /regularExpression/, <empty>

® searchStringis a simple search string that is case-sensitive. It cannot be used to
extract parameters.

® /regularExpression/ is a regular expression search pattern.

® <empty> is if no pattern is given. It is always considered a match, and the entire value is
assigned to the first parameter.

For example, to identify the participant text <%= RS1.Field.Items("author_id") %>,
you could define a simple pattern, followed by a precise pattern that also extracts the two
parameter values:
{searchPattern>Field.Items</searchPattern>
<{searchPattern paramNames="rs,col">

<I[CDATAL

/<Bh=\s*(\w+)\.Field\.Items\("(\w+)"\)/

11>
<{/searchPattern>

This matches the pattern precisely and assigns the value of the first subexpression (\w+) to
parameter "rs" and the second subexpression (\w+) to parameter "col".
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Note: It is important that the regular expression start and end with a slash (/). Otherwise it is used as a literal string
search. Regular expressions can be followed by the regular expression modifier " i " to indicate case-
insensitivity (asin /pattern/i). For example, VBScript is not case-sensitive, so it should use /pattern/i.
JavaScript is case-sensitive and should use /pattern/.

Sometimes you might want to assign the entire contents of the limited search location to a
parameter. In that case, provide no pattern, as shown in the following example:

<{searchPatterns whereToSearch="tag+OPTION">
{searchPattern>MY_OPTION_NAME</searchPattern>
<{searchPattern paramNames="optionlLabel" limitSearch="innerOnly">
<{/searchPattern>

{/searchPatterns>

This sets parameter "optionlLabel" to the entire innerHTML of an OPTION tag.

Attribute: paramNames

Description

A comma-separated list of parameter names whose values are being extracted. These are assigned
in the order of the subexpression. You can assign single parameters or use a comma-separated list
to assign multiple parameters. If other parenthetical expressions are used but do not indicate
parameters, extra commas can be used as placeholders in the Parameter Name list.

The parameter names should match the ones that are specified in the insertion text and the
update parameters.

Parent
searchPattern

Type
Attribute.

Required
Yes.

Values

paramNamel, paramName?, ...

Each parameter name should be the exact name of a parameter that is used in the insertion text.
For example, if the insertion text contains @@p1@@, you should define exactly one parameter
with that name:

{searchPattern paramNames="pl">patterns</searchPattern>

To extract multiple parameters using a single pattern, use a comma-separated list of parameter
names, in the order that the subexpressions appear in the pattern. Suppose the following example
shows your search pattern:

<{searchPattern paramName="pl,,p2">/(\w+)_(BIG|SMALL)_(\w+)/=
<{/searchPattern>

There are two parameters (with some text in between them) to extract. Given the text:

<%= a_BIG_b %>, the first subexpression in the search pattern matches "a", so p1="a". The
second subexpression is ignored (note the ,, in the paramName value). The third subexpression
will match "b", so p2="b".
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Attribute: limitSearch

Description
Limits the search to some part of the whereToSearch tag.

Parent

searchPattern

Type
Attribute.

Required
No.

Values

all,attributetattribName, tagOnly, innerOnly

® 4l (default) searches the entire tag that is specified in the whereToSearch attribute.

® attributetattribName searches only within the value of the specified attribute, as shown in
the following example:

<{searchPatterns whereToSearch="tag+FORM">
{searchPattern limitSearch="attribute+ACTION">
/MY_PATTERN/
{/searchPattern>
{/searchPatterns>

This example indicates that only the value of the ACTION attribute of FORM tags should be
searched. If that attribute is not defined, the tag is ignored.

® tagOnly searches only the outer tag and ignores the innerHTML. It is valid only if
whereToSearchisa tag.

® innerOnly searches only the innerHTML and ignores the outer tag. It is valid only if
whereToSearch is a tag.

Attribute: isOptional

Description

A flag that indicates that the search pattern is not required to find the participant. This is useful
for complex participants that might have noncritical parameters to extract. You can create some
patterns for distinctly identifying a participant and have some optional patterns for extracting
noncritical parameters.

Parent

searchPattern

Type
Attribute.

Required
No.

Values

true, false
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® trueif the searchPattern does not have to be found to identify the participant.
® false (default) if the searchPattern must be found.

For example, consider the following simple recordset string:

<%

var Recordsetl = Server.CreateObject("ADODB.Recordset");
Recordsetl.ActiveConnection = "dsn=andescoffee;";
Recordsetl.Source = "SELECT * FROM PressReleases";
Recordsetl.CursorType = 3;

Recordsetl.Open();

%>

The search patterns must identify the participant and extract several parameters. However,

if a parameter such as cursorType is not found, you should still recognize this as a recordset.
The cursor parameter is optional. In the EDML, the search patterns might look like the
following example:

<{searchPattern paramNames="rs">/var (\w+) = Server.CreateObject/

</searchPattern>

{searchPattern paramNames="src">/ActiveConnection = "([*\r\nl*)"/=
</searchPattern>

{searchPattern paramNames="conn">/Source = "([*\r\n]*)"/-
</searchPattern>

<{searchPattern paramNames="cursor" isOptional="true">-
/CursorType = (\d+)/
</searchPattern>

The first three patterns are required to identify the recordset. If the last parameter is not found,
the recordset is still identified.

EDML Tag: updatePatterns

Description

This optional advanced feature allows precise updates of the participant. Without this tag, the
participant is updated automatically by replacing the entire participant text each time. If you
specify an <updatePatterns> tag, it must contain specific patterns to find and replace each
parameter within the participant.

This tag is beneficial if the user edits the participant text. It performs precise updates only to the
parts of the text that need changing.

Parent

implementation

Type
Block tag.

Required
No.
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EDML Tag: updatePattern

Description

A specific type of regular expression that allows precise updates of participant text. There should
be at least one update pattern definition for every unique parameter that is declared in the
insertion text (of the form @@paramName@®@).

Parent
updatePatterns

Type
Block tag.

Required
Yes (at least one, if the updatePatterns tag is declared).

Values

A regular expression that finds a parameter between two parenthetical subexpressions, in the form
/(pre-pattern)parameter-pattern(post-pattern)/. You need at least one update pattern
defined for each unique @@paramName@@ in the insertion text. The following example shows how
your insertion text might look:

<insertText location="afterSelection">

<ILCDATA[K%= @@rs@@.Field.Items("@@col@@") %>11>
<{/insertText>

A particular instance of it on a page might look like the following example:
<%= RS1.Field.Items("author_id") %>

There are two parameters, rs and col. To update this text after it is inserted on the page, you
need two update pattern definitions:

<updatePattern paramName="rs" >
/C\D)\w+(\.Field\.Items)/

</updatePattern>

<updatePattern paramName="col">
/(\bItems\(")\w+("\))/

</updatePattern>

The literal parentheses, as well as other special regular expression characters, are escaped by
preceding them with a backslash (1). The middle expression, defined as \w+, is updated with the
latest value that passed in for parameters "rs" and "col", respectively. The values "RS1" and
"author_id" can be precisely updated with new values.

Multiple occurrences of the same pattern can be updated simultaneously by using the regular
expression global flag "g" after the closing slash, such as /pattern/g.

If the participant text is long and complex, you might need multiple patterns to update a single
parameter, as shown in the following example:
<h ...

Recordsetl.CursorType = 0;

Recordsetl.Cursorlocation = 2;

Recordsetl.lLockType = 3;
%>
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To update the recordset name in all three positions, you need three update patterns for a single
parameter, as shown in the following example:

<updatePattern paramName="rs">
/(\b)\w+(\.CursorType)/
</updatePattern>
<updatePattern paramName="rs">
/(\b)\w+(\.CursorLocation)/
</updatePattern>
<updatePattern paramName="rs">
/(\b)\w+(\.LockType)/
</updatePattern>

Now you can pass in a new value for the recordset, and it is precisely updated in three locations.

Attribute: paramName

Description

Indicates the name of the parameter whose value is used to update the participant. This parameter
should match the ones that are specified in the insertion text and search parameters.

Parent

updatePattern

Type
Attribute.

Required
Yes.

Values
The exact name of a parameter that is used in the insertion text. For example, if the insertion text
contains an @@rs@@, you should have a parameter with that name:

<updatePattern paramName="rs">pattern</updatePattern>

EDML Tag: delete

Description

This optional advanced feature gives control over how a participant is deleted. Without this tag,
the participant is deleted by removing it completely but only if no server behaviors refer to it. By
specifying a <delete> tag, you can specify that it should never be deleted or that only portions

should be deleted.

Parent
implementation
Type

Tag.

Required

No.

Server Behaviors 175



Attribute: deleteType

Description

Used to indicate the type of delete to perform. It has different meanings, depending on whether
the participant is a directive, a tag, or an attribute. By default, the entire participant is deleted.

Parent

delete

Type
Attribute.

Required
No.

Values

all, none, tagOnly, innerOnly, attributetattribName, attribute+*

® 4l (default) deletes the entire directive or tag. For attributes, it deletes the entire definition.
® none is never automatically d