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2 The Application Kit

The Application Kit is the starting point for all applications. Its classes establish an
application as an identifiable entity—one that can cooperate and communicate with other
applications (including the Browser). It lays a foundation for the other kits. Before
designing and building your application, you should secure a breathing familiarity with
this basic Kit.

There are four parts to the Application Kit:

Messaging The Kit sets up a mechanism through which an application can easily
make itself multithreaded, and a messaging service that permits the threads to talk to
each other. This same service also delivers messages from one application to
another—it's used for both inter- and intra-application communication.

The messaging mechanism is implemented by a set of collaborating classes:
BMessage objects bundle information so that it can be posted to a thread within the
same application or sent to a thread in another application. BLooper objects run
message loops in threads, getting messages as they arrive and dispatching them to
BHandler objects. The BHandler’s job is to respond to the message.

The system employs the messaging mechanism to carry basic input to
applications—from the keyboard and mouse, from the Browser, and from other
external sources; system messages drive what most applications do. Every
application will be on the receiving end of at least some of these messages and must
have handlers ready to respond to them.

Applications can also use the mechanism to create threads with a messaging
interface, arrange communication among the threads, or exchange information with
and issue commands to other applications.

The BApplication classEvery application must have a single instance of the
BApplication class—or of a class derived from BApplication. This object provides

a number of essential services. Foremost among them is that it establishes a
connection to the Application Server. The Server is a background process that takes
over many of the fundamental tasks common to all applications. It renders images
in windows, controls the cursor, reports what the user is doing on the keyboard and
mouse, and, in general, keeps track of system resources.

The BApplication object also runs the application’s main message loop, where it
receives messages that concern the application as a whole. Externally, this object
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represents the application to other applications; internally, it's the center where
application-wide services and global information can be found. Because of it's
pivotal role, it's assigned to a global varialide, app, to make it easily accessible.

Other kits—the Interface Kit in particular—won’t work until a BApplication object
has been constructed.

» The BRoster classThe BRoster object keeps track of all running applications. It
can identify applications, launch them, and provide the information needed to set up
communications with them.

» The BClipboard classThe BClipboard object provides an interface to the clipboard
where cut and copied data can be stored, and from which it can be pasted.

The messaging framework and the fundamentals of setting up a Be application are
described in the following sections of this introduction. The BApplication class is
documented beginning on page 21. The other classes follow in alphabetical order.

Messaging
At minimum, a messaging service must provide the means for:

» Putting together a parcel of information that can be delivered to a destination. In the
Be model, these parcels are BMessage objects.

» Delivering messages to a destination. This is the job of a BMessenger object—
although local messages can be “posted” directly, without the aid of a messenger.
BMessengers mainly represent remote destinations.

» Processing messages as they arrive. This task is entrusted to BLooper objects.

» Letting applications define their own message-handling code. A BLooper
dispatches an arriving message by calling a “hook” function of a BHandler object.
Each application can implement these functions as it sees fit.

Messages

BMessage objects are parcels of information that can be transferred between threads. The
message source constructs a BMessage object, adds whatever information it wants to it,
and then passes the parcel to a function that delivers it to a destination.

A BMessage can hold structured data of any type or amount. When you add data to a
message, you assign it a name and a type code. If more than one item of data is added
with the same name and type, the BMessage creates an array of data for that name. The
name and an index into the array are used to retrieve the data from the message.
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The object also containscammand constarthat says what the message is about. It's
stored as a public data member (calléat). The constant may:

» Convey a request of some kind (suclB a@OOM or BEGIN_ANIMATION),
* Announce an event (SsuchRECEIPT_ACKNOWLEDGED or B_WINDOW_RESIZED), or
» Label the information that’s being passed (SUCPAASNT_INFO or NEW_COLOR).

Not all messages have data entries, but all should have a command constant. Sometimes
the constant is sufficient to convey the entire message.

Message Protocols

Both the source and the destination of a message must agree upon its format—the
command constant and the names and types of data entries. They must also agree on
details of the exchange—when the message can be sent, whether it requires a response,
what the format of the reply should be, what it means if an expected data item is omitted,
and so on.

None of this is a problem for messages that are used only within an application; the
application developer can keep track of the details. However, protocols must be published
for messages that communicate between applications. You're urged to publish the
specifications for all messages your application is willing to accept from outside sources
and for all those that it can package for delivery to other applications. The more that
message protocols are shared, the easier it is for applications to cooperate with each other
and take advantage of each other’s special features.

The software kits define protocols for a number of messages. They’re discussed in the
Message Protocolappendix.

Message Ownership

Typically, when an application creates an object, it retains responsibility for it; it's up to
the application to free the objects it allocates when they’re no longer needed. However,
BMessage objects are an exception to this rule. Whenever a BMessage is passed to the
messaging mechanism, ownership is passed with it. It's a little like mailing a letter—once
you drop it at the post office, it no longer belongs to you.

The system takes responsibility for a delivered BMessage object and will eventually delete
it—alfter the receiver is finished responding to it. A message receiver can assert
responsibility for a message—essentially replacing the system as its owner—by detaching
it from the messaging mechanism (with BLoop@&gsachCurrentMessage() function).

Message Loops

In the Be model, messages are delivered to threads rumeisgage loopsArriving
messages are placed in a queue, and are then taken from the queue one at a time. After
getting a message from the queue, the thread decides how it should be handled and
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dispatches it to an object that can respond. When the response is finished, the thread
deletes the message and takes the next one from the queue—or, if the queue is empty,
waits until another message arrives.

The message loop therefore dominates the thread. The thread does nothing but get
messages and respond to them; it's driven by message input.

BLooper objects set up these message loops. A BLooper spawns a thread and sets the
loop in motion. Posting a message to the BLooper delivers it to the thread (places it in the
gueue). The BLooper removes messages from the queue and dispatches them to BHandler
objects. BHandlers are the objects ultimately responsible for received messages.
Everything that the thread does begins with a BHandler’s response to a message.

Two hook functions come into play in this process—one defined in the BLooper class and
one declared by BHandler:

» BLooper’'sbDispatchMessage() function is called to pass responsibility for a
message to a BHandler object. It’s fully implemented by BLooper (and kit classes
derived from BLooper) and is only rarely overridden by applications.

* MessageReceived() is the BHandler function thatspatchMessage() calls by
default. It's up to applications to implememtssageReceived() functions to
handle expected messages.

There’s a close relationship between the BLooper role of running a message loop and the
BHandler role of responding to messages. The BLooper class inherits from BHandler, so
the same object can fill both roles. The BLooper is the default handler for the messages it
receives.

To be notified of an arriving message, a BHandler must “belong” to the BLooper; it must
have been added to the BLooper’s list of eligible handlers. The list can contain any
number of objects, but at any given time a BHandler can belong to only one BLooper.

While a thread is responding to a message, it keeps the BLooper that dispatched the
message locked. The thread locks the BLooper before caitipgtchMessage() and
unlocks it afteDispatchMessage() returns.

System Messages

Special dispatching is provided for a subset of messages defined the systensySibase
messageare dispatched not by callingessageReceived(), but by calling a BHandler
hook function specific to the message.

System messages generally originate from within the Be operating system (from servers,
the kits, or the Browser). They notify applications of external events, usually something
the user has done—moved the mouse, pressed a key, resized a window, selected a
document to open, or some other action of a similar sort. The command constant of the
message names the event—for exanglesy_DOWN, B_SCREEN_CHANGED, or
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B_REFS_RECEIVED—and the message may carry data describing the event. The receiver is
free to respond to the message (or to not respond) in any way that's appropriate.

A few system messages name an action the receiver is expected to takeBsrobsis

or B_ACTIVATE. The message tells the receiver what must be done. Even these messages
are prompted by an event of some kind—such as the user clicking the zoom button in a
window tab or picking an application to activate from the list of running applications.

System messages have a defined format. The command constant and the names and types
of data entries are fixed for each kind of message. For example, the system message that
reports a user keystroke on the keyboard—a “key-down” eventB-kieg DOWN as the
command constant, a “when” entry for the time of the event, a “key” entry for the key that
was hit, a “modifiers” entry for the modifier keys that were down at the time, and so on.

Although the set of system-defined messages is small, they’re the most frequent messages
for most applications. For example, when the user types a sentence, the application
receives a series Bf KEY_DOWN messages, one for each keystroke.

Specialized BLoopers

System messages aren't delivered to just any BLooper object. The software kits derive a
few specialized classes from BLooper to give significant entities in the application their
own message loops. These are the objects that receive system messages and define how
they’re dispatched. Each message is matched to the specific kind of BLooper that's
concerned with the particular event it reports or the particular instruction it delivers. Each
type of message is delivered to a specific class of object.

In particular, both the BApplication class in this kit and the BWindow class in the

Interface Kit derive from BLooper. The BApplication object runs a message loop in the
main thread and receives messages that concern the application as a whole—such as
requests to quit the application or to open a document. Each BWindow object runs in its
own thread and receives messages that report activity in the user interface—including
notifications that the user typed a particular character on the keyboard, moved the cursor
on-screen, or pressed a mouse button. Every window that the user sees is represented by a
separate BWindow obiject.

Each of these classes is concerned with only a subset of system messages—BApplication
with application messagdsliscussed on page 16 below) and BWindow objects with

interface messagddiscussed in the chapter on the Interface Kit). In addition, the generic
BLooper class defines how a small numbesystem management messagyes

dispatched; these messages have to do with the messaging system itself (and are discussed
on page 15 of this chapter). Each class arranges for special handling of the system
messages it's concerned with.

Message-Specific Dispatching

Every system message is dispatched by calling a specific virtual “hook” function, one
that’'s matched to the message. For example, when the Application Server sends a
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B_KEY_DOWN message to the window where the user is typing, the BWindow determines
which object is responsible for displaying typed characters and calls that object’s
KeyDown() virtual function. Similarly, a message that reports a user decision to shut down
the application—a “quit-requested” event—is dispatched by calling the BApplication
object'sQuitRequested() function. Messages that report the movement of the cursor are
dispatched by callingjlouseMoved(), those that report a change in the screen
configuration by callingcreenChanged(), and so on.

These hook functions are declared in classes derived from BHandler and are often
recognizable by their names. In the introductory chapter, it was explained that hook
functions fall into three groups:

» Those that are left to the application to implement. These functions are named for
what they announce—for what led to the function call rather than for what the
function might be implemented to daeyDown() is an example.

» Those that have a default implementation to cover the common case. Like those in
the first group, these functions also are named for the occurrence that prompted the
function call. screenChanged() is an example.

» Those that are fully implemented to perform a particular task. These are functions
that you can call, but they're also hooks that are called for you. Like most ordinary
functions, they're named for what they do—liketivate()—not for what led to the
function call.

The hook functions that are matched to system messages can fall into any of these three
categories. Since most system messages report events, they mostly fall into the first two
categories. The function is named for the message, and the message for the event it
reports.

However, if a system message delivers an instruction for the application to do something
in particular, its hook function falls into the third group. The function is fully

implemented in system software, but can be overridden by the application. The function is
named for what it does, and the message is named for the function.

Picking a Handler and a Hook Function

A BLooper picks a BHandler for a system message based on what the message is. For
example, a BWindow calls upon the object that displays the current selection to handle a
B_KEY_DOWN message. It asks the object in charge of the area where the user clicked to
handle &8_MOUSE_DOWN message. And it handles messages that affect the window as a
whole—such ass. WINDOW_RESIZED—itself.

The BLooper identifies system messages by their command constants alonenéheir

data members). If a message is received and its command constant matches the constant
for a system message, the BLooper will dispatch it by calling the message-specific hook
function—regardless what data entries the message may have.
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If the constant doesn't match a system message that the BLooper knows about, the
message is dispatched by callingssageReceived(). MessageReceived() is, therefore,
reserved for application-defined messages. It's typically implemented to distribute the
responsibility for received messages to other functions. That's something that’s already
taken care of for system messages, since each of them is mapped to its own function.

Application-Defined Messages

Although the system creates and delivers most messages, an application can create
messages of its own and have them delivered to a chosen destination. There are three
ways to initiate a message:

» Messages can mostedto a thread of the same application,
» They can beentto a thread anywhere, generally one in a remote application, and
» They can be dragged adpped

Posting Messages

Messages are posted by calling a BLoopessMessage() function. PostMessage()

inserts the message into the BLooper’s queue so that it will be handled in sequence along
with other messages the thread receives. Posting depends on the message source knowing
the address of the destination BLooper; it therefore works only for application-internal
messages.

Posting is how one thread of execution transfers control to another thread in the same
application. Suppose, for example, that the main thread of an application (the
BApplication object) receives a message requesting it to show something on-screen—
begin displaying a video, say. It can create a window for this purpose, then post a message
to the BWindow object telling it what to do. The BWindow receives the message and acts
on it within the window’s thread. After posting the message, the main thread is free to
receive and respond to other messages while the window thread is busy with the video.

A thread might also post messages to itself, and thereby take advantage of the messaging
mechanism to arrange its activity. This is what menu items and control devices do when
they're invoked; they translate a message that reports a click or a keystroke into another,
more specific message—one they could post anywhere, but typically deliver to the same
thread.

Sending Messages

Messages can be posted only within an application—where the thread that calls
PostMessage() and the thread that responds to the message are in the same address space
(are part of the same “team”) and may even be the same thread.
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To send a message to another address space, it's necessary to first set up a BMessenger
object as a local representative of the remote destination. BMessengers can be constructed
in two ways:

* By naming a particular instance of a running application. The BRoster object can
provide signatures and team identifiers for all running applications.

* By naming a particular BHandler object in your own application.

The first method constructs a BMessenger that can send messages to the main thread of the
remote application, where they’ll be received and handled by its BApplication object.

The second method constructs a BMessenger that's tied to a BHandler in your own
application. However, you can place the BMessenger in a message and send it to a remote
application. That application can then employ the BMessenger to target messages to your
BHandler. The messages are delivered to whatever BLooper the BHandler belongs to; the
BLooper dispatches the message to the BHandler.

Thus, a BMessenger can be seen as a local identifier for a remote BLooper/BHandler pair.
Calling the object'sendMessage() function delivers the message to the remote
destination.

(BMessengers can send messages to local destinations as well as to a remote ones.
However, it's more efficient to post a local message than to send it.)

Dropping a Message

Through a service of the Interface Kit, users can drag messages from a source location and
drop them on a chosen destination, perhaps in another application. The source application
puts the message together and hands it over to the Application Server, which tracks where
the user drags it.

When the user drops the message inside a window somewhere, the Server delivers it to the
BWindow object and targets it to the BView (a kind of BHandler) that’s in charge of the
portion of the window where the message was dropped. The message is placed in the
BWindow’s queue and is dispatched like all other messages. In contrast to messages that
are posted or sent in application code, only the user determines the destination of a
dragged message.

A message receiver can discover whether and where a message was dropped by calling the
BMessage object@asDropped() andbropPoint() functions.

See “Drag and Drop” on page 235Tihe Interface Kithapter for details on how to
initiate a drag-and-drop session.
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Two-Way Communication

A delivered BMessage carries a return address with it < with the current exception of
messages that are posted >. The message receiver can reply to the message by calling the
BMessage'sendReply() function. Replies can be synchronous or asynchronous:

» A message sender can ask for a synchronous reply when calling the sending
function. For example:

BMessage *reply;

myMessenger->SendMessage(message, &reply);
if (reply->what '=B_NO_REPLY ) {

}

In this caseSendMessage() waits for the reply; it doesn’t return until one is
received. (In case the message receiver refuses to cooperate, a default reply is sent
when the original message is deleted.)

A message receiver can discover whether the sender is waiting for a synchronous
reply by calling the BMessagédisourceWaiting() function.

* A message sender can provide for an asynchronous reply by designating a BHandler
object for the return message. For example:

myMessenger->SendMessage(message, someHandler);

In this case, the sending function doesn’t wait for the reply; the reply message will
be directed to the named BHandler. An asynchronous reply is always possible. If a
BHandler isn't designated for it, the BApplication object will act as the default
handler.

BMessage'sendReply() function has the same syntaxsaadMessage(), SO it's possible
to ask for a synchronous reply to a message that is itself a reply,

BMessage *reply;
theMessage->SendReply(message, &reply);
if (reply->what != B_NO_REPLY ) {
}
or to designate a BHandler for an asynchronous reply to the reply:
theMessage->SendReply(message, someHandler);

In this way, two applications can maintain an ongoing exchange of messages.

You can also name a target BHandler for an asynchronous reply to a dragged message.
< There is currently no provision for replying to a posted message. >
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Specifying the Target

All messages have target BHandlers, whether explicitly or implicitly expressed.

* When posting a message to a BLooper, you can name a target BHandler for it. The
BLooper is the default target.

» Sending a message targets it to the remote BApplication object or to the particular
BHandler that was used to construct the BMessenger.

» Dropped messages are targeted to the object (a BView) that owns the piece of
window real estate where the cursor was located when the message was dropped.

The target is respected when the message is dispatched; the dispatcher always calls a hook
function belonging to the designated BHandler. If the message matches one that the
system defines and the target BHandler is the kind of object that's expected to handle that
type of message, the dispatcher will call the target's message-specific hook function.
However, if the designated target isn’t the handler of design for the message, the BLooper
will call its MessageReceived() function.

For example, if 8 KEY_DOWN message is posted to a BWindow object and a BView is
named as the target, the BWindow will dispatch the message by calling the BView's
KeyDown() function. However, if the BWindow itself is named as the target, it will
dispatch the message by calling its aviessageReceived() function. BView objects are
expected to handle keyboard messages; BWindows are not.

Preferred Handlers

By implementing @referredHandler() function, a BLooper can name the BHandler it

prefers to be the target of the messages it receives. You can follow this recommendation
when posting a message < but currently not when sending a message >, or you can ignore
it. The preferred handler typically changes from time to time. Choosing the preferred
handler is therefore a way of determining the message target at run time. For example, a
BWindow's preferred handler is the object in charge of the current selection; it changes as
the user changes the selection.

Message Filters

Incoming messages can be filtered before they’re dispatched to a BHandler. You can
arrange to have a filtering function examine the message before the BHandler's hook
function is called.

The filtering function is contained in a BMessageFilter object, which also holds the
criteria for when the filter should apply. The function, cafiedr(), is defined in classes
derived from BMessageFilter.

If a BMessagekFilter is attached to a BHandler, it filters only messages destined for that
BHandler. lItit's attached as a common filter to a BLooper object, it can filter any message
that the BLooper dispatches, no matter what the handler. (In addition to the list of
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common filters, a BLooper can, like other BHandlers, maintain a list of filters specific to
its role as a target handler.)

System Messages in the Application Kit

Although the Application Kit implements the messaging mechanism and defines all the
system messages, it handles only a few of them itself. Each system message has a
particular import and falls within the scope of a particular kind of BLooper object. Most
are associated with BWindow objects in the Interface Kit. But there are two BLooper
classes in the Application Kit; each handles its own subset of system messages:

» The generic BLooper class handégstem management messates help run the
messaging mechanism. There are just two such messages.

» The BApplication class handlepplication messagdhat are not the province any
particular window, but concern the application as a whole. The system defines nine
different application messages.

System Management Messages

The BLooper class takes care of just two system messages; both are concerned with
running the messaging mechanism:

» A B_QUIT_REQUESTED message asks the BLooper to quit the message loop and
destroy itself. Classes derived from BLooper reinterpret this message in their own
way. For the BApplication object, it's a request to quit the application. For a
BWindow, it's a request to close the window. However, generically, it's simply a
request to get rid of a BLooper object.

« A B_HANDLERS_REQUESTED message asks a target BHandler to supply BMessenger
objects for other BHandlers. The correct response is to SemABDLERS_INFO
message in reply—with the BMessengers installed in a “handlers” array or with an
error code in an “error” entry. The BMessengers can be used to target particular
objects within the responding application.

The BLooper object dispatches these messages by calling a hook function matched to the
message. The following table lists the hook functions that are called to initiate a response
to system management messages and the base classes where those functions are declared:

Message type Virtual function Class
B_QUIT_REQUESTED QuitRequested() BLooper
B_HANDLERS REQUESTED HandlersRequested() BHandler

Although it defines how these messages are treated, nothing in the Be operating system
produces the message itself. It's up to applications to create the messages and arrange for
their delivery.
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See “System Management Messages” inMlessage Protocolappendix for information
on the content of system management messages, partieulaslyDLERS_REQUESTED.

Application Messages

The nine application messages are an assortment of various reports and requests. One
message delivers an instruction:

» A B_ACTIVATE instruction tells the application to activate itself—to become the
active application. This message permits one application (usually the Browser) to
activate another.

All the other application messages report events. Two of them notify the application of a
change in its status:

» A B_READY_TO_RUN message reports that the application has finished launching and
configuring itself and its main thread is ready to respond to messages.

» A B_APP_ACTIVATED message is delivered when the application becomes the active
application—the one that the user is currently engaged with—or when it
relinquishes that status to another application.

Two of the messages are requests that the application typically makes of itself:

» A B_QUIT_REQUESTED message is taken by the BApplication object to be a request to
shut the entire application down, not just one thread. An application that has a user
interface usually interprets some user action (such as clicking a “Quit” menu item)
as a request to quit and, in response, postQ@aT_REQUESTED message to the
BApplication object. An application that is the servant of other applications may
get the request from a remote source.

* A B_ABOUT_REQUESTED message requests information about the application, usually
through an “About . . .” item in the application’s main menu. The application
should set up this item to poss aABOUT_REQUESTED message to the BApplication
object. In response, the BApplication object should display a window with general
information about the application.

Other application messages report information from remote sources:

» A B_ARGV_RECEIVED message is delivered either on-launch or after-launch when
the application receives strings of characters the user typed on the command line, or
when the application is launched by another application and is passed a similar array
of character strings.

e A B_REFS_RECEIVED message passes the application one or more references to
database records. Typically, this means the user has chosen some files from the file
panel, double-clicked a document icon in the Browser, or dragged the icon and
dropped in on the application icon.
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* A B_PANEL_CLOSED message is sent by the file panel when the panel is removed
from the screen.

The system is the source of one repeated message:

» PeriodicB_PULSE messages are posted at regularly spaced intervals. They can be
used to arrange repeated actions when precise timing is not critical.

All application messages are received by the BApplication object in the main thread. The
BApplication object dispatches them all to itself; it doesn’t delegate them to any other
handler. The following chart lists the hook functions that are called to initiate the
application’s response to system messages and the base class where each function is

declared:

Message type Virtual function Class
B_ACTIVATE Activate() BApplication
B_READY_TO_RUN ReadyToRun() BApplication
B_APP_ACTIVATED AppActivated() BApplication
B_QUIT_REQUESTED QuitRequested() BLooper
B_ABOUT_REQUESTED AboutRequested() BApplication
B_ARGV_RECEIVED ArgvReceived() BApplication
B_REFS_RECEIVED RefsReceived() BApplication
B_PANEL_CLOSED FilePanelClosed() BApplication
B_PULSE Pulse() BApplication

QuitRequested() is first declared in the BLooper class. BApplication reinterprets it—and
reimplements it—to mean a request to quit the whole application, not just one of its
threads.

Only four application message®-APP_ACTIVATED, B_ARGV_RECEIVED,
B_REFS_RECEIVED, andB_PANEL_CLOSED—contain any data; the rest are empty. See
“Application Messages” in thi¥lessage Protocolappendix for details on the content of
these messages.

Setting Up an Application

There are just a couple of things that an application must do if it's to take its place as a
well-known and cooperative resident on the BeBox:

» Internally, it needs a BApplication object, and
» Externally, it needs to publicize information about itself.
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The BApplication object is essential; every application must have one to handle messages
from other applications, particularly the Browser. However, it's not sufficient by itself. In
addition, the application must provide:

» Icons that represent the application, and represent documents and other files
associated with the application.

* An identifying signature for the application.

» Information about the application’s behavior, including a strategy for how it can be
launched.

The icons, signature, and behavioral information are all stored in the same resources file as
the executable binary. By locating them in resources, they become available even when
the application isn't running.

Although these bits of information don't strictly belong to the Application Kit, they’'re
relevant to how parts of the Kit work and, possibly, to how you design your application.
They're therefore discussed here.

Use the Icon World application to set up application resources, as descrithedBe
User’s Guide published separately.

Icons

Every application needs an icon to represent it (in a Browser window, for example). It
should provide a large (32 pixel32 pixel) version of the icon and a smaller

(16 pixelx 16 pixel) version. This can be done by creating the icons in Ilcon World or by
importing icons created elsewhere. Either way, Icon World will construct highlighted
versions of both the small and large icons and install them all in resources of type ‘ICON’
(for the large version) and ‘MICN’ (for the “mini-icon”).

If an application opens documents or has other associated files, it should provide large and
small icons for them as well.

Application Information

An application-information resource (hamed “app info” and typed ‘APPI’) holds other
information that needs to be available—especially to the Browser—whether or not the
application is running. This resource advertises the application’s signature and its launch
behavior, and possibly other behavioral idiosyncrasies as well. You can create it in Icon
World’s App Info menu.

Signatures

A signature is simply ng integer that identifies an application. No two applications
should have the same signature.
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To make sure that the signature for your application is unique, you should register it
with—or obtain it from—Be’s Developer Support servicgssupport@be.conor, in a
pinch, 1 (415) 462-4103). We'll try to make sure that no one else adopts the same
signature.

Use Icon World’s App Info menu to install the signature in the resource.

Launch Information

There are three possible launch behaviors that you can choose for your application. Each
possibility is represented by a constant:

B_MULTIPLE_LAUNCH Several instances of the application can be running at
once. It can be launched any number of times from the
same executable file.

This is the normal behavior for most utilities, such as
the compilertar, or Heap Watch. It's also appropriate
for an application that can deal with only one document
at a time, and therefore must be launched anew each
time it's asked to handle another file.

B_SINGLE_LAUNCH Normally, only one instance of the application can be
running. However, if the user copies the executable file
for the application, it can be launched once from each

copy.

This is the normal behavior for most applications,
including applications that can deal with more than one
document at a time.

B_EXCLUSIVE_LAUNCH  When the application is running, no other instance of
the same application can be launched from any source.

This is appropriate for applications that require
exclusive ownership of a system resource, like the
telephone line.

In other wordsB_EXCLUSIVE_LAUNCH applications are restricted by signature—only one
instance of an application with that particular signature can be running at any given time.
B_SINGLE_LAUNCH applications are restricted by executable file—there can be only one
instance of an application launched from that particular executablULTIPLE_LAUNCH
applications are unrestricted.

These categories affect how the Browser launches applications and communicates with
them. In the Browser, a user can launch an application by picking the application itself or
by picking one of its documents. Double-clicking an application icon picks the
application, and double-clicking a document icon picks the document. Dragging a
document icon and dropping it on the application icon picks both.
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Whenever the user pick8aMULTIPLE_LAUNCH application or picks one of its documents,
the Browser always launches it anew. It doesn’t matter whether another instance of the
application is already running or not.

However, when the user pick®a&INGLE_LAUNCH application, the Browser launches it

only if an application launched from the same executable file isn't already running.
Otherwise, it activates the running application. Similarly, when the user picks a document
for aB_SINGLE_LAUNCH application, the Browser matches the document to an executable
file and launches it only if a running application hasn't been launched from the same file.
If one has been launched from the file, the Browser merely activates it and sends it a
message identifying the document.

B_EXCLUSIVE_LAUNCH is even more restrictive th&@1SINGLE_LAUNCH. When the user
picks aB_EXCLUSIVE_LAUNCH application, or the document foB&EXCLUSIVE_LAUNCH
application, the Browser launches it only if an application with the same signature isn’t
already running.

Most applications don’t need the extreme restrictiveneBsE®ICLUSIVE_LAUNCH and

should choose betwe@nSINGLE_LAUNCH andB_MULTIPLE_LAUNCH. The choice should

be informed by whether the application can have more than one file open at a time,
whether multiple instances of the same application would make sense to the user, whether
windows belonging to one instance might be confused for windows belonging to another
instance, and similar considerations.

The best place to choose a launch behavior for your application is in lconWorld’s App Info
menu. If a choice isn't made, IconWorld pickSINGLE_LAUNCH by default. If an
application doesn’t have an application information resource, it's treated as being
B_MULTIPLE_LAUNCH by default.

Other Information

Resources can also publicize two other behaviors, similarly designated by constants:

B_ARGV_ONLY The application doesn't participate in the messaging
system. Therefore, the only information it can receive
are command-line argumengsgc andargy, passed to
themain() function.

B_ARGV_ONLY is assumed if the application doesn't
have a BApplication object.

B_BACKGROUND_APP  The application doesn’t have a user interface and
therefore shouldn’t appear in the Browser’s application
list.
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Derived from: public BLooper
Declared in: <app/Application.h>
Overview

The BApplication class defines an object that represents and serves the entire application.
Every Be application must have one (and only one) BApplication object. It's usually the
first object the application constructs and the last one it deletes.

The BApplication object has these primary responsibilities:

It makes a connection to the Application Seryaty application that puts a window
on-screen or relies on other system services needs this connection. It's made
automatically when the BApplication object is constructed.

It runs the application’s main message lodghe BApplication object is a kind of
BLooper, but instead of spawning an independent thread, it runs a message loop in
the application’s main thread (the thread thattlhén() function executes in). This

loop receives and processes messages that affect the entire application, including the
initial messages received from remote applications. It gets several messages from
the Browser (such as reports of what documents to open). Any application that's
known to the Browser or that cooperates with other applications needs a main
message loop.

It's the home for application-wide elements of the user interf&oe example, it

sets up the application’s main menu and runs the file panel, which permits users to
navigate the file system and pick files to open. It also lets you set, hide, and show
the application’s cursor. The ability to define the look of the cursor is provided by
BApplication’sSetCursor() function.

The user interface mainly centers on windows and is defined in the Interface Kit.
The BApplication object merely contains the elements that are common to all
windows and specific to the application.

Derived Classes

BApplication typically serves as the base class for a derived class that specializes it and
extends it in ways that are appropriate for a particular application. It declares (and inherits
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declarations for) a number of hook functions that you can implement in a derived class to
augment and fine-tune what it does.

For example, your application might implememegsReceived() function to open a
document and display it in a window, oR&adyToRun() function to finish initializing the
application after it has been launched and has started to receive messages. These two
functions, like a handful of others, are called in response to system messages that have
application-wide import. Hook functions for application messages were discussed in the
introduction on page 17.

If you expect your application to get messages from remote sources, or its main thread to
get messages from other threads in the application, you should also implement a
MessageReceived() function to sort through them as they arrive.

A derived class is also a good place to record the global properties of your application and
to define functions that give other objects access to those properties.

Constructing the Object and Running the Message Loop

The BApplication object must be constructed before the application can begin running or
put a user interface on-screen. Other objects in other kits depend on the BApplication
object and its connection to the Application Server. In particular, you can’t construct
BWindow objects in the Interface Kit until the BApplication object is in place.

Simply constructing the BApplication object forms the connection to the Server. The
connection is severed when you quit the application and delete the object.

be_app

The BApplication constructor assigns the new object to a global vatablgp. This
assignment is made automatically—you don’t have to create the variable or set its value
yourself. be_app is declared impp/Application.h and can be used throughout the

code you write (or, more accurately, all code that directly or indirectly includes
Application.h).

Thebe_app variable is typed as a pointer to an instance of the BApplication class. If you
use a derived class instead—as most applications do—you have to testihe
variable when you call a function that’s implemented by the derived class.

((MyApplication *)be_app)->DoSomethingSpecial();

Casting isn’t required to call functions defined in the BApplication class (or in the
BHandler and BLooper classes it inherits from), nor is it required for virtual functions
defined in a derived class but declared by BApplication (or by the classes it inherits from).
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main()

Because of its pivotal role, the BApplication object is one of the first objects, if not the
very first object, the application creates. It's typically created imthie() function.

The job ofmain() is to set up the application and turn over its operation to the various
message loops run by particular objects, including the main message loop run by the
BApplication object.

After constructing the BApplication object (and the other objects that your application
initially needs), you tell it to begin running the message loop by callirgritg function.

Like theRun() function defined in the BLooper class, BApplications () initiates a

message loop and begins processing messages. However, unlike the BLooper function, it
doesn’t spawn a thread; rather, it takes over the main application thread. Because it runs
the loop in the same thread in which it was cakee() doesn’t return until the

application is told to quit.

At its simplest, thenain() function of a Be application would look something like this:
#include <app/Application.h>

main()

{
new BApplication(‘abcd");

be_app->Run();
delete be_app;
}

The number passed to the constructor (‘abcd’) sets the application’s signature. This is just
a precautionary measure. It's more common (and much better) to set the signature at
compile time in a resource. If there is a resource, that signature is used and the one passed
to the constructor is ignored.

Themain() function shown above doesn't allow for the usual command-line arguments,
argc andargv. It would be possible to haveain() parse thargv array, but these
arguments are also packaged By ARGV_RECEIVED message that the application gets
immediately afterun() is called. Instead of handling them withiain(), applications
generally implement amrgvReceived() function to do the job. This function can also
handle command-line arguments that are passed to the application after it has been
launched; it can be called at any time while the application is running.

Configuration Messages Received on Launch

When an application is launched, it may be passed messages that affect how it
configures itself. These are the first messages that the BApplication object receives after
Run() is called.

For example, when the user double-clicks a document icon to launch an application, the
Browser passes the applicatioB & FS_RECEIVED message with information about the
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document. When launched from the command line, the application gets a
B_ARGV_RECEIVED message listing the command-line arguments. When launched by the
BRoster object, it might receive an arbitrary set of configuration messages.

After all the messages passed on-launch have been received and responded to, the
application gets B READY_TO_RUN message and ikeadyToRun() hook function is

called. This is the appropriate place to finish initializing the application before it begins
running in earnest. It's the application’s last chance to present the user with its initial user
interface. For example, if a document has not already been opened in response to an on-
launchB_REFS_RECEIVED messageleadyToRun() could be implemented to place a

window with an empty document on-screen.

ReadyToRun() is always called to mark the transition from the initial period when the
application is being launched to the period when it's up and running—even if it's launched
without any configuration messages. Tdhaunching() function can let you know which
period the application is in.

Quitting

The main message loop terminates Rundl) returns whermuit() is called. Because
Run() doesn’'t spawn a threaguit() merely breaks the loop; it doesn't kill the thread or
destroy the object (unlike BLooper’s version of the function).

Quit() is usually called indirectly, as a byproduct @& @UuIT_REQUESTED message posted
to the BApplication object. The application is notified of the message through a
QuitRequested() function call; it callsQuit() if QuitRequested() returnsTRUE.

WhenRun() returns, the application is well down the path of terminating itsediin()
simply deletebe_app, cleans up anything else that might need attention, and exits.

Aborted Run

Applications with restricted launch behaviergXCLUSIVE_LAUNCH and
B_SINGLE_LAUNCH) may be launched anyway in violation of those restrictions. When
this happens, theun() function returns abruptly without processing any messages and
the application quits as it normally does wiren() returns. Messages that carried on-
launch information for the aborted application are redirected to the instance of the
application that's already running.

Applications should be prepared for theisin() functions to be executed in this abortive
manner and guard against any undesired consequences.
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Locking

You sometimes have to coordinate access to the BApplication object, since a single object
serves the entire application and different parts of the application (windows, in particular)
will be running in other threads. Locking ensures that one thread won't change the state of
the application while another thread is changing the same aspect (or even just trying to
examine it).

The BApplication object is locked automatically while the main thread is responding to a
message, but it may have to be explicitly locked at other times.

This class inherits the locking mechanism—ibek(), Unlock(), andLockOwner()
functions—from BLooper. See that class for details.

Hook Functions

AboutRequested() Can be implemented to present the user with a window
containing information about the application.

Activate() Activates the application by making one of its windows the
active window; can be reimplemented to activate the
application in some other way.

AppActivated() Can be implemented to do whatever is necessary when the
application becomes the active application, or when it loses
that status.

ArgvReceived() Can be implemented to parse the array of command-line
arguments (or a similar array of argument strings).

FilePanelClosed() Can be implemented to take note when the file panel is
closed.
MenusWillShow() Can be implemented to update the menus in the

application’s main menu hierarchy, just before they're
shown on-screen.

Pulse() Can be implemented to do something over and over again.
Pulse() is called repeatedly at roughly regular intervals in
the absence of any other activity in the main thread.

ReadyToRun() Can be implemented to set up the application’s running
environment. This function is called after all messages the
application receives on-launch have been responded to.

RefsReceived() Can be implemented to respond to a message that contains
references to database records. Typically, the records are
for documents that the application is being asked to open.
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VolumeMounted() Can be implemented to take note when a new volume (a
floppy disk, for example) is mounted.

VolumeUnmounted() Can be implemented to take whatever action is necessary
just before a volume is unmounted.

Constructor and Destructor

BApplication()
BApplication(ulongsignature
Establishes a connection to the Application Server, assignatureas the application

identifier if one hasn’t already been set, and initializes the application-wide variable
be_app to point to the new object.

Thesignaturethat's passed becomes the application identifier only if a signature hasn't
been set in a resource file. It's preferable to assign the signature in a resource at compile
time, since that enables the system to associate the signature with the application even
when it's not running.

Every application must have one and only one BApplication object, typically an instance
of a derived class. It's usually the first object that the application creates.

~BApplication()
virtual ~BApplication(void)

Closes the application’s windows, if it has any, without giving them a chance to disagree,
kills the window threads, frees the BWindow objects and the BViews they contain, and
severs the application’s connection to the Application Server.

You can delete the BApplication object only aften() has exited the main message loop.
In the normal course of events, all the application’s windows will already have been
closed and freed by then.

See also: the BWindow class in the Interface KiiuitRequested()
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Member Functions

AboutRequested()
virtual void AboutRequested(void)

Implemented by derived classes to put a window on-screen that provides the user with
information about the application. The window typically displays copyright data, the
version number, license restrictions, the names of the application’s authors, a simple
description of what the application is for, and similar information.

This function is called when the user operates the “About . . .” item in the main menu and
aB_ABOUT REQUESTED message is posted to the application as a result.

To set up the menu item, assign it a model messaga wiHDUT REQUESTED as the
command constant and the BApplication object as the target, as illustrated in the
SetMainMenu() description on page 38. The default main menu includes such an item.

See also: SetMainMenu(), the BMenu class in the Interface Kit

Activate()

virtual void Activate(void)

Makes the application the active application by arbitrarily picking one of its windows and
making it the active window. If the application doesn’t have any windows, or if the
chosen window happens to be hidden, the attempted activation will fail. <A surer method
of activation will be provided in a future release. >

This function is called when the main thread receiveA&TIVATE message, which any
application can send to any other application. The Browser uses this method to activate a
running application when, for example, the user double-clicks its icon or selects it from
the application menu.

However, Activate() is not called when the application is first launched or when the user
makes one of its windows the active window. Therefore don't rely on it as a way of being
notified that the application has become active. RelympRctivated() instead.

See also: activate_app() andBWindow::Activate() in the Interface KitAppActivated()

AppActivated()
virtual void AppActivated(bool isActive

Implemented by derived classes to take note when the application becomes—or ceases to
be—the active application. The application has just attained that statusAdhieeflag

iS TRUE, and just lost it if the flag BALSE. The active application is the one that owns the
current active window and whose main menu is accessible through the icon displayed at
the left top corner of the screen.
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< Currently, this function is called only when the change in active application is a
consequence of a window being activated. It can be called while an application is being
launched, provided that the application puts a window on-screen. However, it's always
called afteReadyToRun(), not before. >

See also: BWindow::WindowActivated() in the Interface Kit, B_APP_ACTIVATED” on
page 5 in théMessage Protocolappendix

ArgvReceived()
virtual void ArgvReceived(int argc, char **argv)

Implemented by derived classes to respondtodaGV_RECEIVED message that passes

the application an array of argument strings, typically arguments typed on the command
line. argvis a pointer to the strings aadycis the number of strings in the array. These
parameters are identical to those traditionally associated with&ting) function.

When an application is launched from the command line, the command-line arguments are
both passed tmain() and packaged inea ARGV_RECEIVED message that's sent to the
application on-launch (beforeadyToRun() is called). When BRosternsunch()

function is passedrgc andargv parameters, they're similarly bundled in an on-launch
message.

An application might also g&t ARGV_RECEIVED messages after it's launched. For
example, imagine a graphics program called “Splotch” that can handle multiple
documents and is therefore restricted so that it can’t be launched more than once (it's a
B_SINGLE_LAUNCH or aB_EXCLUSIVE_LAUNCH application). If the user types

Splotch myArtwork

in a shell, it launches the application and passes it an on-lausnrzV_RECEIVED
message with the strings “Splotch” and “myArtwork”. Then, if the user types

Splotch yourArtwork

the running application is again informed witR_aRGV_RECEIVED message. In both
cases, the BApplication object dispatches the message by calling this function.

To open either of the artwork files, the Splotch application will need to translate the
document pathname into a database reference. It can do this most easily by calling
get_ref_for_path(), defined in the Storage Kit.

See also: RefsReceived(), “B_ARGV_RECEIVED” on page 5 in thdlessage Protocols
appendix

CloseFilePanel() see RunFilePanel()
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CountWindows()
long Countwindows(void) const
Returns the number of windows belonging to the application. The count includes only

windows that the application explicitly created. It omits, for example, the private
windows used by BBitmap objects.

See also: the BWindow class in the Interface Kit

DispatchMessage()
virtual void DispatchMessage(BMessage messageBHandler targel)

Augments the BLooper function to dispatch system messages by calling a specific hook
function. The set of system messages that the BApplication object receives and the hook
functions that it calls to respond to them are listed under “Application Messages” on

page 16 of the chapter introduction.

Other messages—those defined by the application rather than the Application Kit—are
forwarded to theéargetBHandler'sMessageReceived() function. Note that thergetis
ignored for most system messages.

DispatchMessage() locks the BApplication object and keeps it locked until the main
thread has finished responding to the message.

You can override this function to dispatch your own messages differently.

See also: BLooper::DispatchMessage(), BHandler::MessageReceived()

FilePanelClosed()
virtual voidFilePanelClosed(BMessage message

Implemented by derived classes to take note when the file panel is closedesHage
argument contains information about how the panel was closed and its state at the time. It
hasB_PANEL_CLOSED as itswhat data member and may include entries under the names
“frame” (the last frame rectangle of the panel), “directory” (the last directory it displayed),
“marked” (the item that was marked in its list of filters), and “canceled” (whether the user
closed the panel). Some of this information can be retained to configure the panel the next
time it runs.

See also: “B_PANEL_CLOSED” on page 5 in thélessage Protocolappendix,
RunFilePanel()
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GetApplnfo()
long GetApplinfo(app_info thelnfg const

Writes information about the application into Hygp_info structure referred to lielnfa
The structure contains the application signature, the identifier for its main thread, a
reference to its executable file in the database, and other information.

This function is the equivalent to the identically-named BRoster function—or, more
accurately, to BRostersetRunningAppinfo()—except that it only provides information
about the current application. The following code

app_info info;
if ( be_app->GetApplnfo(&info) == B_NO_ERROR )

is simply a shorthand for:

app_info info;
if ( be_roster->GetRunningApplinfo(be_app->Team(),
&info) == B_NO_ERROR))

GetApplnfo() returnss_NO_ERROR if successful, and an error code if not.

See the BRoster function for the error codes and for a description of the information
contained in ampp_info structure.

See also: BRoster::GetApplnfo()

HandlersRequested()
virtual voidHandlersRequested(BMessage messagge

Responds to B. HANDLERS_REQUESTED messag®y sending & HANDLERS_INFO reply.

The reply supplies a BMessenger object for each requested BHandler that's associated
with the BApplication object. The BMessengers are placed in the reply message under the
name “handlers”.

This version oHandlersRequested() interprets the request for handlers as a request for
BLoopers belonging to the application. If the requesssagéas an entry named “class”
containing the string “BWindow", it limits the search for BLoopers to BWindow objects
belonging to the application. If the BWindow class isn't specified, the search
encompasses all BLoopers belonging to the BApplication, including BWindow obijects.

If the messagdas an entry named “index”, this function supplies a BMessenger for the
BLooper at that index in the list of the application’s BLoopers (or the BWindow at that
index in the application’s window list). If there’s no “index” entry, but there is one labeled
“name”, it supplies a BMessenger for the BLooper (or BWindow) with the specified name.
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If it can’t find a BLooper (or BWindow) at the specified “index” or with the requested
“name”, this function doesn’t supply any BMessengers, but rather pugsBie_INDEX
or B_NAME_NOT_FOUND error constant in the reply message in an entry named “error”.

If neither an “index” nor a “name” is specified, it places BMessengers for all the
application’s BLoopers (or BWindows) in the “handlers” array. Failing that, it places
B_ERROR in an “error” entry.

You can override this function to use a different protocol for requesting handlers, or to
prevent the BApplication object from revealing information about any or all of its
BLoopers.

See also: BLooper::HandlersRequested()

HideCursor(), ShowCursor(), ObscureCursor()
void HideCursor(void)
void ShowCursor(void)

void ObscureCursor(void)

HideCursor() removes the cursor from the screshowCursor() restores it.
ObscureCursor() hides it temporarily, until the user moves the mouse.

See also: SetCursor(), IsCursorHidden()

IsCursorHidden()
boolIsCursorHidden(void) const

ReturnstRUE if the cursor is hidden (but not obscured), BMdE if not.

See also: HideCursor()

IsFilePanelRunning() see RunFilePanel()
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IsLaunching()
boolIsLaunching(void) const

ReturnsiRUE if the application is in the process of launching—of getting itself ready to
run—andrALSE once thekeadyToRun() function has been called.

IsL,aunching() can be called while responding to a message to find out whether the
message was received on-launch (to help the application configure itself) or after-launch
as an ordinary message.

See also: ReadyToRun()

MainMenu() see SetMainMenu()

MenusWillShow()
virtual void MenusWwillShow(void) const

Implemented by derived classes to make any necessary changes to the menus in the
hierarchy controlled by the application’s main menu before any of them is shown to the
user. MenusWillshow() is called each time the main menu is placed on-screen, just before
it's made visible.

See also: BWindow::MenusWillShow() in the Interface KitSetMainMenu()

ObscureCursor() see HideCursor()

Pulse()
virtual void Pulse(void)

Implemented by derived classes to do something at regular intepusls() is called

regularly as the result 8f PULSE messages, as long as no other messages are pending. By
default, pulsing is disabled—the pulse rate is set to 0.0—but you can enable it by calling
the SetPulseRate() function to set an actual rate.

You can implemeriulse() to do whatever you want. However, pulse events aren't
accurate enough for actions that require precise timing.

The default version of this function is empty.

See also: BWindow::Pulse() in the Interface KitSetPulseRate()
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Quit()

virtual void Quit(void)

Kills the application by terminating the message loop and carsigyto return. You
rarely call this function directly; it's called for you when the application receives a
B_QUIT_REQUESTED message anQuitRequested() returnsiRUE to allow the application to
shut down.

BApplication’sQuit() differs from the BLooper function it overrides in four important
respects:

» It doesn't kill the thread. It merely causes the message loop to exit after it finishes
with the current message.

It therefore always returns, even when called from within the main thread.
* It returns immediately. It doesn’t wait for the message loop to exit.

» It doesn’'t delete the object. It's up to you to delete it &fieg) returns. (However,
for some reasomuit() doesdelete the BApplication object if it's called when no
message loop is running.)

Before shutting down, the BApplication object responds to every message it received prior
to theQuit() call.

See also: BLooper::Quit(), QuitRequested()

QuitRequested()
virtual boolQuitRequested(void)

Overrides the BLooper function to decide whether the application should really quit when
requested to do so.

BApplication’s implementation of this function tries to get the permission of the
application’s windows before agreeing to quit. It works its way through the list of
BWindow objects that belong to the application and forwardgttteequested() call to
each one. If a BWindow agrees to quit (istRequested() function returnsrUE), the
BWindow version oRQuit() is called to destroy the window. If the window refuses to quit
(its QuitRequested() function returngALSE), the attempt to destroy the window fails and
no other windows are asked to quit.

If it's successful in terminating all the application’s windows (or if the application didn’t
have any windows to begin with), this function retume to indicate that the application
may quit; if not, it returnALSE.

An application can replace this window-by-window test of whether the application should
quit, or augment it by adding a more global test. It might, for example, put a modal
window on-screen that gives the user the opportunity to save documents, terminate on-
going operations, or cancel the quit request.
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This hook function is called for you when the main thread receiBeQ@T_REQUESTED
message; you never call it yourself. However, gohave to post the QUIT_REQUESTED
message. Typically, the application’s main menu has an item labeled “Quit.” When the
user invokes the item, it should po®t ®UIT_REQUESTED message directly to the
BApplication object.

See also: BLooper::QuitRequested(), Quit(), SetMainMenu()

ReadyToRun()
virtual void ReadyToRun(void)

Implemented by derived classes to complete the initialization of the application. This is a
hook function that's called after all messages that the application receives on-launch have
been handled. It's called in response BDREADY_TO_RUN message that’s posted
immediately after the last on-launch message. If the application isn't launched with any
message®_READY_TO_RUN is the first message it receives.

This function is the application’s last opportunity to put its initial user interface on-screen.
If the application hasn't yet displayed a window to the user (for example, if it hasn't
opened a document in response to an on-laBIrefS_RECEIVED or B_ARGV_RECEIVED
message), it should do soRa@adyToRun().

The default version afeadyToRun() is empty.

See also: Run(), IsLaunching()

RefsReceived()
virtual void RefsReceived(BMessage message

Implemented by derived classes to do something with one or more database records that
have been referred to the application message The message hasREFS_RECEIVED as

its what data member and a single data entry named “refs” that contains one or more
record_ref (B_REF_TYPE) items.

Typically, the records are for documents that the application is requested to open. For
example, unless an alternative message is specified, the user’s selections in the file panel
are reported to the application iB.&EFS_RECEIVED message. Similarly, when the user
double-clicks a document icon in a Browser window, the Browser sends a
B_REFS_RECEIVED message to the application that owns the document. In each case, the
BApplication object dispatches the message by passing it to this function.
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You can use the Storage Kitlwes_ref_conform() function to discover what kind of
record each item in the “refs” entry refers to. For example:

void MyApplication::RefsReceived(BMessage *message)

ulong type;
long count;

message->GetInfo('refs", &type, &count);
for (longi = --count; i >=0;i--) {
record_ref item = message->FindRef("refs", i);
if (item.database >= 0 && item.record >=0) {
if (does_ref_conform(item, "File") ) {
BFile file;
file.SetRef(item);
if (file.Open() == B_NO_ERROR)

}

else {
BRecord *record = new BRecord(item);

}

REFS_RECEIVED messages can be received both on-launch (while the application is
configuring itself) or after-launch (as ordinary messages received while the application is
running).

See also: does_ref_conform() in the Storage KitArgvReceived(), ReadyToRun(),
IsL,aunching(), “B_REFS_RECEIVED” on page 6 in thiMessage Protocolappendix

Run()
virtual thread_icRun(void)

Runs a message loop in the application’s main thread. This function must be called from
main() to start the application running. The loop is terminateckang returns when

Quit() is called, or (potentially) when@UIT_REQUESTED message is received. It returns

the identifier for the main thread (not that it's of much use once the application has stopped
running).

This function overrides BLooperfan() function. Unlike that function, it doesn't spawn
a thread for the message loop or return immediately.

See also: the “Overview” to this class abov@,ooper::Run(), ReadyToRun(),
QuitRequested()
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RunFilePanel(), CloseFilePanel(), IsFilePanelRunning()

long RunFilePanel(const char windowTitle= NULL,
const char bpenButtonLabet NULL,
const char tancelButtonLabet NULL,
bool directoriesOnly= FALSE,
BMessage message NULL)

void CloseFilePanel(void)

boolIsFilePanelRunning(void)

RunFilePanel() requests the Browser to display a window that lets the user navigate the file
system to find desired files and directories. Its arguments are all optional and are used to
configure the panel:

« If anotherwindowTitleis not specified, the title of the window will be “Open”
preceded by the name of the application. For example:

WishMaker : Open

This title reflects the fact that the panel is typically used to find files the application
should open and display to the user.

» If anopenButtonLabdkn'’t provided, the principal button in the panel (the default
button) will be labeled “Open”.

» If a cancelButtonLabebkn’t provided, the other button in the panel will be labeled
“Cancel”.

« If thedirectoriesOnlyflag iSTRUE, the user will be able to select only directories, not
files. If the flag iFALSE, as it is by default, the user won't be able to select
directories. Instead, their contents will be displayed in the panel as the user
navigates the file system.

» If amessagés passed, it can contain entries that further configure the panel. It also
serves as a model for the message the file panel will send to the application to report
which files and directories the user selected. niieasagésn’t provided, this
information will be reported in a standacREFS_RECEIVED message.

If the messagéas any of the following entries, they will be used to help set up the panel:

Data name Type code Description
“directory” B_REF_TYPE Therecord_ref for the directory that the

panel should display when it first comes
on-screen. If this entry is absent, the panel
will initially display the current directory

of the current volume.

“frame” B_RECT_TYPE A BRect that sets the size and position of
the panel in screen coordinates. If this
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entry is absent, the Browser will choose an
appropriate frame rectangle for the panel.

“filter” B_STRING_TYPE An array of labels for items that should be
displayed in a Filters pop-up menu. The
items will be listed in the menu in the same
order that they're added to the array. If
this item is absent, the file panel won't
display a Filters list.

“marked” B_STRING_TYPE The label that should be marked in the
Filters menu. If this item is absent, the first
item in the list will be marked.

If the panel is to have a Filters menu, thessagshould have one additional entry for
each label in the “filter” array. This entry should list the file types associated with the label
and have the label as its name. For example:

BMessage *model = new BMessage(OPEN_THESE);

model->AddString(“*filter", "All files");
model->AddString(“filter", "Picture files only");
model->AddString(“filter", "Text files only");
model->AddString(“filter", "Picture & text files");

model->AddLong("All files", 0);

model->AddLong("Picture files only", MY_IMAGE_A_FILE_TYPE);
model->AddLong("Picture files only", MY_IMAGE_B_FILE_TYPE);

model->AddLong("Text files only", MY_TEXT_FILE_TYPE);

model->AddLong("Picture & text files", MY_IMAGE_A_FILE_TYPE);
model->AddLong("Picture & text files", MY_IMAGE_B_FILE_TYPE);
model->AddLong("Picture & text files", MY_TEXT_FILE_TYPE);

be_app->RunFilePanel(NULL, NULL, FALSE, model);

When the user selects a particular filter item, the file panel eliminates files of other types
from the display. It shows only files with types associated with the selected item (and
directories).

If an item is associated with a file type of 0—as is “All files” in the example above—it
won't restrict the display. When the item is selected, the file panel shows every file in the
directory. Generally, “All files” should be the first item in the menu and the one that’s
initially marked.

When the user operates the “Open”dpenButtonLabeglbutton, the file panel sends a
message to the BApplication object. If a customimedsagés provided, it’s used as the
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model for the message that'’s sent. hessagésn’t provided, a standard
B_REFS_RECEIVED message is sent instead. It has one data entry:

Data name Type code Description
“refs” B_REF_TYPE References to the database records for the

files or directories selected by the user.

If the user selects more than one file or directory, there will be more thascong ref
item in the “refs” array.

A customizednessag&vorks much like the model messages assigned to BControl objects
and BMenultems in the Interface Kit. The file panel makes a copy of the model, adds a
“refs” entry (as described above) to the copy, and delivers the copy to the BApplication
object. All other entries, including those used to configure the panel, remain unchanged.
The message can have any command constant you choose, inB|@E#SgRECEIVED.

The file panel automatically disappears when the user operates the “Open” (or
openButtonLabglbutton—provided that the message Ba%£FS_RECEIVED as the

command constant. If it has a customized constant, it remains on-screen until
CloseFilePanel() is called (or until the application quits). You can choose to close the
panel if the user makes a valid selection, or you can leave it on-screen so the user can
continue making selectionssFilePanelRunning() will report whether the file panel is
currently displayed on-screen.

The user can close the file panel by operating the “CancealatmelButtonLabélbutton.
Whenever the panel is closed, by the user or the applicaBoPAREL_CLOSED message
is sent to the application and tfiePanelClosed() hook function is called.

RunFilePanel() returnsB_NO_ERROR if it succeeds in getting the Browser to put the file

panel on-screen. If the Browser isn’t running or the file panel is already on-screen, it
returnss_ERROR. If the Browser is running but the application can’t communicate with it,

it returns an error code that indicates what went wrong; these codes are the same as those
documented for BMessengekisor() function.

See also: RefsReceived(), FilePanelClosed()

SetMainMenu(), MainMenu()

void SetMainMenu(BPopUpMenu meny

BPopUpMenu #MainMenu(void)
These functions set and return the application’s main menu, the menu that's accessible
through the icon that the Browser displays at the left top corner of the screen while the
application is the current active application. Because it isn't under the control of a

BMenuBar, this menu must be a kind of BPopUpMenu (but one that doesn't operate in
radio mode or mark the selected item).

The main menu contains items that affect the application as a whole, rather than ones that
affect operations within a particular window. The first item in the menu should be labeled
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“About” plus the name of the application and the three dots of an ellipsis. The last item
should be “Quit”. A default main menu with just these two items is provided for every
application. You can set up your own menu in the following manner:

BMenultem *item;
BPopUpMenu *menu = new BPopUpMenu(™, FALSE, FALSE);

item = new BMenultem("About <application name> 2
new BMessage(B_ABOUT_REQUESTED));

item->SetTarget(be_app);

menu->AddItem(item);

item = new BMenultem("Preferences",

new BMessage(SET_PREFERENCEYS));
item->SetTarget(be_app);
menu->Additem(item);

item = new BMenultem("Open", new BMessage(SHOW_FILE_PANEL));
item->SetTarget(be_app);
menu->Addltem(item);

item = new BMenultem("Quit", new BMessage(B_QUIT_REQUESTED));
item->SetTarget(be_app);
menu->AddItem(item);

be_app->SetMainMenu(menu);

B_ABOUT_REQUESTED andB_QUIT_REQUESTED are system messages that are dispatched by
calling theAboutRequested() andQuitRequested() hook functions. The other messages
in this example would be dispatched by callimgssageReceived().

See also: AboutRequested(), QuitRequested()

SetCursor()
void SetCursor(const void tursor)

Sets the cursor image to the bitmap specifiediisor. Each application has control over

its own cursor, and can set and reset it as often as necessary. The cursor on-screen will
have the shape specifiedcinrsoras long as the application remains the active

application. If it loses that status and then regains it again, its current cursor is
automatically restored.

The first four bytes ofursordata is a preamble that gives information about the image, as
follows:

» The first byte sets the size of the cursor image. The cursor bitmap is a square and
this byte states the number of pixels on one side. Currently, only 16-pixel-by-16-
pixel images are acceptable.

* The second byte specifies the depth of the cursor image, in bits per pixel. Currently,
only monochrome one-bit-per-pixel images are acceptable.
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» The third and fourth bytes set thet spof the pixel within the cursor image that's
used to report the cursor’s location. For example, if the cursor is located over a
button on-screen so that the hot spot is within the button rectangle, the cursor is said
to point to the button. However, if the hot spot lies outside the button rectangle,
even if most of the cursor image is within the rectangle, the cursor doesn't point to
the button.

To locate the hot spot, assume that the pixel in the upper left corner of the cursor
image is at (0, 0). Identify the verticatoordinate first, then the horizontal

x coordinate. For example, a hot spot 5 pixels to the right of the upper left corner
and 8 pixels down—at (5, 8)—would be specified as “8, 5.”

Image data follows these four bytes. Pixel values are specified from left to right in rows
starting at the top of the image and working downward. First comes data specifying the
color value of each pixel in the image. In a one-bit-per-pixel image, 1 means black and 0
means white.

Following the color data is a mask that indicates which pixels in the image square are
transparent and which are opaque. Transparent pixels are marked 0; they let whatever is
underneath that part of the cursor bitmap show through. Opaque pixels are marked 1.

The Application Kit defines two standard cursor images. Each is represented by a
constant that you can passstaCursor():

B_HAND_CURSOR The hand image that’s seen when the computer is first
turned on. This is the default cursor.

B_| BEAM_CURSOR The standard I-beam image for selecting text.

See also: HideCursor()

SetPulseRate()
void SetPulseRate(doublemicroseconds

Sets how ofteRulse() is called (how ofteB_PULSE messages are posted). The interval set
should be a multiple of 100,000.0 microseconds (0.1 second); differences less than
100,000.0 microseconds will not be noticeable. A finer granularity can’t be guaranteed.

The default pulse rate is 0.0, which disables the pulsing mechanism. Setting a different
rate enables it.

See also: Pulse()

ShowCursor() see HideCursor()
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VolumeMounted(), VolumeUnmounted()
virtual void VolumeMounted(long volume
virtual void VolumeUnmounted(long volume
Implemented by derived classes to take action wheruane(typically a floppy disk) is

mounted or unmounted. The volume is mounted just betdoveneMounted() is called
and unmounted just aftgblumeUnmounted() returns.

Thevolumeidentifier can be passed to the BVolume constructor to get an object
corresponding to the volume.

Currently, there’s no way to prevent a volume from being mounted or unmounted.

See also: the BVolume class in the Storage Kit

WindowAt()
BWindow *windowAt(longinde® const

Returns the BWindow object recorded in the list of the application’s windowdes§ or

NULL if indexis out-of-range. Indices begin at 0, and there are no gaps in the list.
Windows aren't listed in any particular order (such as the order they appear on-screen), so
the value ofndexhas no ulterior meaning. The window list excludes the private windows
used by BBitmaps and other objects, but it doesn't distinguish main windows that display
documents from palettes, panels, and other supporting windows.

This function can be used to iterate through the window list:

BWindow *window;
longi=0;

while (window = be_app->WindowAt(i++) ) {
if ( window->Lock() ) {

window->Unlock();
}
}

This works as long as windows aren't being created or deleted while thedigis being
incremented. Locking the BApplication object doesn't lock the window list.

It's best for an application to maintain its own window list, one that arranges windows in a
logical order, keeps track of any contingencies among them, and can be locked while it's
being read.

See also: CountWindows()
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Derived from: none
Declared in: <app/Clipboard.h>
Overview

The clipboard is a single, system-wide, temporary repository of data. In its normal use,
the clipboard is a vehicle for transferring data between applications, or between different
parts of the same application. An application adds some amount of data to the clipboard,
then some other application (or the same application) retrieves (or “finds”) that data. This
mechanism permits, most notably, the ability to cut, copy, and paste data items. For
example, the BTextView object, in the Interface Kit, uses the clipboard to perform just
such operations on text.

The BClipboard class represents the clipboard. As there is but a single clipboard per
system, the BClipboard class allows only one BClipboard object. You don't create this
object directly in your application; it's created automatically when you boot the machine
(so there’s no public constructor or destructor for the class). Each application knows this
object ade_clipboard. Thebe_clipboard variable in your application points

(ultimately) to the same object as does every dibetlipboard in all other applications.

Using the Clipboard
The central BClipboard functions are these:

* AddData() lets you add a new item of data to the clipboard. The data that’s added is
copied from an argument passed to the function. Each clipboard item is identified
(primarily) by its data type (which is represented by one of the standard type
constants, such &ASCII_TYPE or B_REF_TYPE, that are defined iapp/AppDefs.h.

» FindData() retrieves data from the clipboard by providing the caller with a pointer to
a specific item. This pointer points to data that resides on the clipboard—the
function doesn’t copy the data.

You mustbracket calls taé\ddData() andFindData() with calls toLock() andUnlock().

This prevents other applications from accessing the clipboard while your application is
using it. Conversely, if some other application (or if another thread in your application)
holds the lock to the clipboard when you caltk(), your application (or thread) will hang
until the current lock holder callslock()—in other wordsl.ock() will always succeed,

even if it has to wait forever to do so. Currently, unfortunately, there’s no way to tell if the
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clipboard is already locked, nor can you specify a time limit beyond which you won't wait
for the lock.

AddData() calls should also be bracketed by call€kear() andCommit() (see the

example below for the calling sequence). Clearing the clipboard removes all data that it
currently holds. This may seem harsh, but somebody has to keep the clipboard tidy. The
commit() function tells the clipboard that you're serious about the item-additions that you
requested in the previowsldData() calls. If you don’'t commit your additions, they’ll be

lost.

ThelLock()/Unlock() andClear()/Commit() calls can bracket groups afidData() and
FindData() calls. The following code fragments demonstrate the expected sequences of
function calls with regard to adding and retrieving clipboard data (the arguments to
FindData() andAddData() aren't fully shown in the examples; see the function
descriptions, below, for argument details).

Example 1: Adding Data to the Clipboard

/* Lock the clipboard. */
be_clipboard->Lock();

* Clear the clipboard. */
be_clipboard->Clear();

/* Add some items. */
be_clipboard->AddData(B_DOUBLE_TYPE, . . .);
be_clipboard->AddData(B_FLOAT_TYPE, .. .);

/* Commit the additions and unlock the clipboard. */
be_clipboard->Commit();
be_clipboard->Unlock();

Example 2: Retrieving Data from the Clipboard

/* Lock the clipboard. */
be_clipboard->Lock();

/* Find a bool. */
bool *bp = (bool *)be_clipboard->FindData(B_BOOL_TYPE, .. .);

[* Copy the bool value (for reasons that are explained in the
* FindData() description).

*/

bool yesOrNo = *bp;

/* Unlock the clipboard */
be_clipboard->Unlock();

It's possible to mixaddData() andrindData() calls within the same “session,” but such a
pursuit doesn't correspond to traditional manipulations on selected data.
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Member Functions

AddData(), AddText()
void AddData(ulongtype const void tlata longnumBytep
void AddText(const char &tring)

These functions add a buffer of data to the clipboard. AHu®ata() function copies
numBytedytes of data starting data The clipboard thinks this data is of the type given
by thetypeargument (one of the data type constar@sBeOL_TYPE, B_DOUBLE_TYPE,
B_FLOAT TYPE, and so on—declared AppDefs.h).

AddText() is a convenience function that adds a costririg to the clipboard. Text items
are declared to k& ASCII_TYPE.

You mustcall Lock() before callingaAddData() or AddText(). If you don't, your

application will visit the debugger. Furthermore, you mustuwatick() after you've

added your items. Multiple invocationsadidData() or AddText() (or both) can be
performed within the sameck()/Unlock() pair. You can add any number of items of the
same or different types while you have the clipboard locked.

By convention, you should catllear() immediately before callingddData() or
AddText() (but after callingock()). This will remove all items that the clipboard is
currently holding.

After you've added your items to the clipboard (but before yowealck()), you must
commit the additions by callingommit(). If you don’'t commit before you unlock, your
additions won't be recorded.

TheFindData() andFindText() functions retrieve data that's been added through
AddbData() andAddText() calls.

Clear()

void Clear(void)
Erases all items that are currently on the clipboard. Normally, yotleall() just before
you add new data to the clipboard (through invocatiomsidbata() andAddText()).

You must callLock() before callingClear(); if you don't, the debugger will tap you on the
shoulder.
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Commit()

void Commit(void)
Forces the clipboard to notice the items you added. All calls (or sequence of calls) to
AddData() or AddText() must be followed by a call @ommit(), or you'll lose the
additions. The call tcommit() must precede the call thlock() that balances the call to

Lock() that preceded the call ear() that worried the cat that killed the rat that ate the
malt . ..

CountEntries()
long CountEntries(ulongtype
Returns the number of items on the clipboard that are of the specified typgypdhe

argument must be one of the data type constants defiapg/ippDefs.h If typeis
B_ANY_TYPE, the function returns the total number of current clipboard items.

You must calLock() before invoking this function; if you don't, it returNgLL.

DataOwner()
BMessengebataOwner(void)

Returns a BMessenger object for the application that last committed data to the clipboard.
The BMessenger targets that application’s BApplication object.

FindData(), FindText()

void *FindData(ulongtypg long *numBytep
void *FindData(ulongtype longindex long *numBytes

const char FindText(long *numBytek
These functions return a pointer to a particular item on the clipboard.

FindData() returns an item of the requestggde which can be any of the data type
constants defined iAppDefs.hor an application-defined type code. Ifiadexis

provided, it returns the item at that index; indices begin at 0 and count only items of the
specified type. If an index isn't suppligthdData() finds the first item on the clipboard
matching the requested type.

FindText() always searches for the first item of typpaSCII_TYPE.

If the item is found, a pointer to it is returned directly by the function, and the number of
bytes of data that comprise the item is returned by referemeeriBytes Keep in mind

that this pointer points to data that lies on the clipboard; if you want a permanent copy of
the data, you must copy the data that the pointer points to before you unlock the clipboard
(as shown in the example in the section “Using the Clipboard” on page 43).

46 — The Application Kit



BClipboard Member Functions

An individual call or sequence of callsRiadData() andrindText() must be bracketed by
invocations of.ock() andunlock().

If the function can't find the specified item—for example, if the clipboard doesn’t have
data of the requestagpeor theindexpassed téindData() is out-of-range—it returns a
NULL pointer and, perhaps more telling, seimBytedo 0. If you don't lock the clipboard
before invoking eithefindData() or FindText(), you'll find the debugger.

Lock(), Unlock()

boolLock(void)

void Unlock(void)
These functions lock and unlock the clipboard. Locking the clipboard gives your
application exclusive permission to invoke the other BClipboard functions. (More
accurately, the permission extends only to the very thread in wigl) is called.) If
some other thread already has the clipboard locked when your threadd&afjsyour

thread will wait until the lock-holding thread callslock(). Your thread should also
invoke Unlock() when you're done manipulating the clipboard.

Lock() should invariably be successful and retiRUE.

See also: BLooper::Lock()
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BHandler

Derived from: public BObject
Declared in: <app/Handler.h>
Overview

BHandlers are the objects that respond to messages received in message loops. The class
declares a hook functionMessageReceived()—that derived classes must implement to
handle expected messages. BLoopeissatchMessage() function calls

MessageReceived() to pass incoming messages from the BLooper to the BHandler.

All messages are passed to BHandler objects—even system messages, which are passed
by calling a message-specific function, MessageReceived(). These specific functions

are declared in classes derived from BHandler—especially BWindow and BView in the
Interface Kit and BLooper and BApplication in this Kit. For example, the BApplication
class declaresreadyToRun() function to respond t® READY_TO_RUN messages, and the
BView class declareskeeyDown() function to respond tB KEY_DOWN messages.

(BHandler itself declares the function that responads #&NDLERS_REQUESTED System
messagesjandlersRequested().)

All messages that aren’t matched to a specific hook function—messages defined by
applications rather than the kits—are dispatched by callssgageReceived().

BHandlers can be chained together in a linked list. The default behavior for
MessageReceived() is simply to pass the message to the next handler in the chain.
However, system messages are not passed from handler to handler.

To be eligible to get messages from a BLooper, a BHandler must be in the BLooper’s
circle of handlers. At any given time, a BHandler can belong to only one BLooper.

A target BHandler can be designated for a message when calling BLooper’s

PostMessage() function to post it. Messages that a BMessenger object sends are targeted
to the BHandler that was named when constructing the BMessenger. Messages that a user
drags and drops are targeted to the object (a BView) that controls the part of the window
where the message was dropped. The messaging mechanism eventually passes the target
BHandler toDispatchMessage(), SO that the message can be delivered to its designated
destination.
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Hook Functions

HandlersRequested() Can be implemented to supply BMessengers for other
BHandler objects associated with this BHandler.

MessageReceived() Implemented to handle received messages.

Constructor and Destructor

BHandler()
BHandler(const char hame= NULL)

Initializes the BHandler by assigning inameand registering it with the messaging
system.

~BHandler()
virtual ~BHandler(void)

Removes the BHandler’s registration and frees the memory allocated for its name.

Member Functions
AddFilter() see SetFilterList()

FilterList() see SetFilterList()

HandlersRequested()
virtual void HandlersRequested(BMessage message

Implemented by derived classes to seBdHANDLERS_INFO message in reply to the
receivedB_HANDLERS_REQUESTED messag@assed as an argument. The request is for
BMessenger objects corresponding to BHandler objects in the application; the
BMessengers will permit the requester to direct messages to those BHandlers. This
function should place the BMessengers in a “handlers” entry in the reply message—or,
failing that, to place an error code in an entry named “error”.

Since, by default, BHandlers are not associated with other BHandlers, this base version of
the function doesn’t supply any BMessengers; it simply put8 #RROR constant in an
“error” entry and sends the reply.
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For more information on the protocols that the kits currently use FXNDLERS_INFO
andB_HANDLERS_REQUESTED messages, see the versions of this function defined in
derived classes.

See also: BLooper::HandlersRequested(), BApplication::HandlersRequested(),
BWindow::HandlersRequested(), BView::HandlersRequested(),
“B_HANDLERS_REQUESTED” on page 4 in thiMessage Protocolappendix

Looper()
virtual BLooper 1ooper(void) const

Returns the BLooper object that the BHandler is associated witlyLbif it's not

associated with any BLooper. A BHandler must be associated with a BLooper before the
BLooper can call upon it to handle any messages it dispatches. (However, strictly
speaking, this restriction is imposed when the message is posted or when the BMessenger
that will send it is constructed, rather than when it's dispatched.)

BLooper objects are automatically associated with themselves; they can act as handlers
only for messages that they receive in their own message loops. All other BHandlers must
be explicitly tied to a particular BLooper by calling that BLoopgaBsiHandler()

function. A BHandler can be associated with only one BLooper at a time.

In the Interface Kit, when a BView is added to a window’s view hierarchy, it's also added
as a BHandler to the BWindow object.

See also: BLooper:AddHandler(), BLooper::PostMessage(), the BMessenger constructor

MessageReceived()
virtual void MessageReceived(BMessage message

Implemented by derived classes to respond to messages that are dispatched to the
BHandler. The default (BHandler) implementation of this function doesn'’t respond to any
messages; it simply calls the next handler’s versiomestageReceived() to pass it the
message

You must implementiessageReceived() to handle the variety of messages that might be
dispatched to the BHandler. It can distinguish between messages by the value recorded in
thewhat data member of the BMessage object. For example:

void MyHandler::MessageReceived(BMessage *message)

{

switch ( message->what ) {
case COMMAND_ONE:

break;
case COMMAND_TWO:

break;

The Application Kit -51



Member Functions BHandler

case COMMAND_THREE:
break;
default:

inherited::MessageReceived(message);
break;

}

When defining a version tdessageReceived(), it's always a good idea to incorporate

the inherited version as well, as shown in the example above. This ensures, first, that any
messages handled by base versions of the function are not overlooked and, second, that the
message is passed to the BHandler’s next handler if even the inherited functions don't
recognize it.

If the message comes to the end of the line—if it's not recognized and there is no next
handler—the BHandler version of this function senBsSMESSAGE_NOT_UNDERSTOOD
reply to notify the message source.

See also: SetNextHandler(), BLooper::PostMessage(), BLooper::DispatchMessage()
NextHandler() see SetNextHandler()

SetFilterList(), FilterList(), AddFilter(), RemoverFilter()
virtual void SetFilterList(BList *list)
BList *FilterList(void) const
virtual void AddFilter(BMessageFilter fflter)
virtual boolRemoverFilter(BMessageFilter filter)

These functions manage a list of BMessageFilter objects associated with the BHandler.

SeftFilterList() assigns the BHandler a ndigt, replacing any list previously assigned. The
list must contain pointers to instances of the BMessageFilter class or, more usefully, to
instances of classes that derive from BMessageFiltéist 1§ NULL, the current list is
removed.FilterList() returns the current list of filters.

AddFilter() adds dilter to the end of the BHandler’s list of filters. It creates the BList
object if it doesn’t already exist. By default, BHandlers don’t maintain a BList of filters
until one is assigned or the first BMessageFilter is adReahoveFilter() removes dilter

from the list. It return3RUE if successful, andaaLsk if it can’t find the specified filter in

the list (or the list doesn't exist). It leaves the BList in place even after removing the last
filter.
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For SeftFilterList(), AddFilter(), andRemovefFilter() to work, the BHandler must be assigned
to a BLooper object and the BLooper must be locked.

See also: BLooper::SetCommonFilterList(), BLooper::Lock(), the BMessageFilter class

SetName(), Name()

void SetName(const char &tring)

const char Kame(void) const
These functions set and return the name that identifies the BHandler. The name is
originally set by the constructosetName() assigns the BHandler a new name, and

Name() returns the current name. The string returnedage() belongs to the BHandler
object; it shouldn’t be altered or freed.

See also: the BHandler constructasyiew::FindView() in the Interface Kit

SetNextHandler(), NextHandler()
void SetNextHandler(BHandler Hhandlep
BHandler NextHandler(void) const

These functions set and return the BHandler object that's linked to this BHandler. By
default, themessageReceived() function passes any messages that a BHandler can't
understand to its next handler.

When a BHandler object is added to a BLooper, the BLooper becomes its next handler by
default. The default next handler for a BLooper is the BApplication object; the next
handler for the BApplication objectiJLL. The handler chain for an ordinary BHandler
object is therefore BHandler to BLooper to BApplication object.

However, when a BView object is added to a window, the Interface Kit assigns the
BView’s parent as its next handler (unless the parent is the window’s top view, in which
case the BWindow object is assigned as the next handler). The handler chain for BViews
is therefore BView to BView, up the view hierarchy, to the BWindow to the BApplication
object.

SetNextHandler() can alter any of these default assignments. For it to work, the BHandler
must be assigned to a BLooper object and the BLooper must be locked.

See also: MessageReceived()
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BLooper

Derived from: public BHandler
Declared in: <app/Looper.h>
Overview

A BLooper object runs a message loop in a thread that it spawns for that purpose. It offers
applications a simple way of creating a thread with a message interface.

Various classes in the Be software kits derive from BLooper in order to associate threads
with significant entities in the application and to set up message loops with special
handling for system messages. In the Application Kit, the BApplication object runs a
message loop in the application’s main thread. (Unlike other BLoopers, the BApplication
object doesn’t spawn a separate thread, but takes over the thread in which the application
was launched.) In the Interface Kit, each BWindow object runs a loop to handle messages
that report activity in the user interface.

Running the Loop

Constructing a BLooper object gets it ready to work, but doesn'’t actually begin the
message loop. lmun() function must be called to spawn the thread and initiate the loop.
Some derived classes may choose toRreal{) within the class constructor,

MyLooper::MyLooper(const char *name, long priority)
: BLooper(name, priority)
{
Run();
}
so that simply constructing the object yields a fully functioning message loop. Other
classes may need to keep object initialization separate from loop initiation. (The

BWindow class in the Interface Kit is an example of the former approach, BApplication of
the latter.)

Receiving and Dispatching Messages

Messages are posted to the BLooper's thread by callingsitgessage() function. This
simply puts the message in a queue. Messages can also be delivered to the BLooper’s

The Application Kit -55



Overview

BLooper

gueue—somewhat more indirectly—by a BMessenger object or Isgtkeeply()
function of a BMessage object.

No matter how they get there, the thread takes messages from the queue one at a time, in
the order that they arrive, and cdispatchMessage() for each oneDispatchMessage()

hands the message to a BHandler object; the BHandler kicks off the thread’s specific
response to the message.

Posting or sending a message to a thread initiates activity within that thread, beginning
with theDispatchMessage() function. Sinc@ispatchMessage() immediately transfers
responsibility for incoming messages to BHandler objects, BHandlers determine what
happens in the BLooper’s thread. Everything that the thread does, it does through
BHandlers responding to messages. The BLooper merely runs the posting and
dispatching mechanism.

The BLooper object is locked wheispatchMessage() is called; it stays locked until the
thread has finished responding to the message.

Acting as the Handler

When a message is posted to a thread, a target BHandler can be named for it. Messages
that aren’t posted to a specific target are handled by the BLooper itself—in other words,
the BLooper acts as the default handler. (The BLooper class derives from BHandler for
just this reason.)

Thus, a BLooper object can play both roles—the BLooper role of running the message
loop and the BHandler role of responding to messages. For itto act as a handler, you must
derive a class from BLooper and defindessageReceived() function that can respond

to the messages dispatched to it.

However, the BLooper class can also be used without change, as it's defined in the Kit—as
long as all messages are targeted to a another handler.

Eligible Handlers

A BLooper keeps a list of the BHandler objects that are eligible for the messages it
dispatches AddHandler() places a BHandler in the list, aRéimoveHandler() removes

it. A BHandler can be associated with only one BLooper at a time. (The BLooper is an
automatic member of the list; it cannot be removed and associated with another BLooper.)

A BHandler’sLooper() function will reveal which BLooper it currently belongs to. The
BLooper itself doesn’t reveal the membership of its list.

A BHandler can't get messages dispatched by any BLooper except the one it's associated
with. However, this eligibility constraint is imposed notiipatchMessage(), but by
the BMessenger constructor when a target BHandler is proposed for the messages it will
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Hook Functions

send and byostMessage() when a BHandler is named as the target of a message posted

to the BLooper.

Hook Functions

DispatchMessage() Passes incoming messages to a BHandler; can be
overridden to change the way certain messages or classes
of messages are dispatched.

QuitRequested() Can be implemented to decide whether a request to
terminate the message loop and destroy the BLooper
should be honored or not.

Constructor and Destructor

BLooper()

BLooper(const char hame= NULL, longpriority = B_NORMAL_PRIORITY)

Assigns the BLooper objectrmmeand sets up its message queue, but doesn'’t spawn a
thread or begin the message loop. @al() to spawn the thread that the BLooper will
oversee.Run() creates the thread at the specifiedrity level and initiates its message

loop.

Thepriority determines how much attention the thread will receive from the scheduler,
and consequently how much CPU time it will get relative to other threads. You must
choose one of the discrete priority levels definekeimel/OS.h; intermediate priorities

are not possible. The defined priorities, from lowest to highest, are:

B_LOW._PRIORITY

B_NORMAL_PRIORITY

B_DISPLAY_PRIORITY

B_URGENT_DISPLAY_PRIORITY

B_REAL_TIME_DISPLAY_PRIORITY

For threads running in the background that
shouldn’t interrupt other threads.

For all ordinary threads, including the main
thread.

For threads associated with objects in the
user interface, including window threads.

For interface threads that deserve more
attention than ordinary windows.

For threads that animate the on-screen
display.
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B_URGENT_PRIORITY For threads performing time-critical
computations.
B_REAL_TIME_PRIORITY For threads that control real-time processes

that need unfettered access to the CPUs.

Some derived classes may want to rat() in the constructor, so that the object is set in
motion at the time it's created. This is what the BWindow class in the Interface Kit does.
Other derived classes might want to keep a separation between constructing the object and
running it. The BApplication class maintains this distinction.

BLooper objects should always be dynamically allocated (wtt), never statically
allocated on the stack.

See also: Run(), BHandler::SetName()

~BLooper()
virtual ~BLooper(void)

Frees the message queue and all pending messages, stops the message loop, and destroys
the thread in which it ran. BHandlers that have been added to the BLooper are not deleted.

With the exception of the BApplication object, BLoopers should be destroyed by calling
the Quit() function (orQuitRequested()), not by using thelelete operator.

See also: Quit()

Member Functions

AddCommonfFilter() see SetCommonpFilterList()

AddHandler(), RemoveHandler()
virtual void AddHandler(BHandler *handlei
virtual boolRemoveHandler(BHandler *handlej

AddHandler() addshandlerto the BLooper’s list of BHandler objects, and

RemoveHandler() removes it. Only BHandlers that have been added to the list are
eligible to respond to the messages the BLooper dispatches. (However, this constraint is
imposed not bypispatchMessage(), but byPostMessage() and the BMessenger

constructor.) A BHandler can belong to no more than one BLooper, but can change its
affiliation from time to time.
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AddHandler() also calls théaandlers SetNextHandler() function to assign it the BLooper
as its default next handleRemoveHandler() calls the same function to set thendlers
next handler toJULL.

AddHandler() fails if thehandleralready belongs to a BLoop&emoveHandler()
returnstRUE if it succeeds in removing the BHandler from the BLooperFanst if not or

if the handlerdoesn’t belong to the BLooper in the first place. For either function to work,
the BLooper must be locked.

See also: BHandler::Looper(), BHandler::SetNextHandler(), PostMessage(), the
BMessenger class

CommonfFilterList() see SetCommonFilterList()

CurrentMessage(), DetachCurrentMessage()
BMessage EurrentMessage(void) const
BMessage BetachCurrentMessage(void)

Both these functions return a pointer to the message that the BLooper’s thread is currently
processing, oKULL if it's currently between messages. That's all thatentMessage()

does. DetachCurrentMessage() also detaches the message from the message loop, so
that:

It will no longer be the current message. The current message wilLbantil the
thread gets another message from the queue.

» The thread won't automatically delete the message when the message cycle ends
and it's ready to get the next message. It becomes the caller’s responsibility to
delete the message later (or to post it once more so that it will again be subject to
automatic deletion).

Since the message won't be deleted automatically, you have time to reply to it later.
However, if the thread that initiated the message is waiting for a reply, you should send
one (or get rid of the BMessage) without much delay. If a reply hasn't already been sent
by the time the message is deleted, the BMessage destructor sends back a default
B_NO_REPLY message to indicate that a real reply won't be forthcoming. But if the
message isn't deleted and a reply isn't sent, the initiating thread will continue to wait.
(BMessage’ssSourceWaiting() function will let you know whether the message source is
waiting for a reply.)

Detaching a message is useful only when you want to stretch out the response to it beyond
the end of the message cycle, perhaps passing responsibility for it to another thread while
the BLooper’s thread continues to get and respond to other messages.
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Since the current message is passed as an argument to BLo@jpatshMessage() and
BHandler'smessageReceived() hook functions, you may never need to call
CurrentMessage() to get hold of it.

However, classes derived from BLooper (BApplication and BWindow, in particular)
dispatch system messages by calling a message-specific function, not
MessageReceived(). Typically, these functions are passed only part of the information
contained in the BMessage. In such a case, you will have oualhtMessage() to get
complete information about the instruction or event the BMessage object reports.

For example, in the Interface KitkayDown() function might check whether the Control
key was pressed at the time of the key-down event as follows:

void MyView::KeyDown(ulong key)
{

BMessage *message = Window()->CurrentMessage();
if ( message->FindLong("modifiers”) & B_CONTROL_KEY ) {

\
}

See also: BHandler::MessageReceived(), BMessage::WasSent()

DispatchMessage()
virtual void DispatchMessage(BMessage messageBHandler targel)

Dispatches messages as they’re received by the BLooper’s thread. Precisely how they’re
dispatched depends on tmessagand the designatedrgetBHandler. The BWindow

and BApplication classes that derive from BLooper implement their own versions of this
function to provide for special dispatching for system messages. Each class defines its
own set of such messages.

Thetargetmay be the BHandler object that was named whem#ssagevas posted, the
BHandler that was passed when the BMessenger was constructed, the handler that was
designated as the target for a reply message, or (for a BWindow) the BView where the
messagevas dropped. Or it might be the BLooper itself, acting in its capacity as the
default handler. For system messages it mayube if so, the dispatcher must figure out

a target for the message based on the contents of the BMessage object.

DispatchMessage() is the first stop in the message-handling mechanism. The BLooper’s
thread calls it automatically as it reads messages from the queue—you never call it
yourself.

BLooper’s version obispatchMessage() dispatche8_QUIT_REQUESTED messages that
are targeted to the BLooper itself by calling its agantRequested() function. It
dispatche®_HANDLERS_REQUESTED messages by calling thargets
HandlersRequested() function. All other messages are forwarded tadngets
MessageReceived() function.
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You can override this function to dispatch the messages that your own application defines
or recognizes. Of course, you can also just wait for these messages to fall through to
MessageReceived()—the choice is yours. If you do overridgpatchMessage(), you

should:

» Call the base class version of the funcafter you've handled your own messages,
» Exclude all messages that you've handled yourself from the base version call, and
» Lock the BLooper while the message is being handled.

For example:

void MyLooper::DispatchMessage(BMessage *msg, BHandler *target)
{

switch ( msg->what ) {
case MY_MESSAGEL1:

break;
case MY_MESSAGE2:
break;
default:
inherited::DispatchMessage(msg, target);
break;

}
}

Don't delete the messages you handle when you're through with them; they’re deleted for
you.

The system locks the BLooper before callvgpatchMessage() and keeps it locked for
the duration of the thread’s response to the message{igptitchMessage() returns).

See also: the BMessage clasg;iandler::MessageReceived(), QuitRequested()

HandlersRequested()
virtual voidHandlersRequested(BMessage message

Responds to B HANDLERS_REQUESTED messagédy sending 8 HANDLERS_INFO
message in reply. The request is for BMessenger objects that can deliver messages
targeted to BHandlers that have been added to the BLooper.

The incomingnessagenay ask for a particular BHandler associated with the BLooper, or
it may ask for all of them. If it has an entry named “index”, the BLooper looks for the
BHandler at that index in its list of eligible handlers. Otherwise, if the message has an
entry labeled “name”, the BLooper looks for the associated BHandler with that name. Ifit
finds a BHandler object at the requested index or with the requested name, it places a
BMessenger for that object in tReHANDLERS_INFO reply under the name “handlers”.
However, if it can’t find the requested object, it addsBtiBaD_INDEX or

B_NAME_NOT_FOUND error constant to the reply message under the name “error”.
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If the incomingB_HANDLERS_REQUESTED message doesn’t request a particular BHandler

by index or name, the BLooper adds BMessengers for all eligible BHandlers to the
“handlers” array of the reply. The array should contain at least one BMessenger, the one
corresponding to the BLooper itself.

See also: BHandler::HandlersRequested()

IsLocked() see LockOwner()

Lock(), Unlock()
boolLock(void)
void Unlock(void)

These functions provide a mechanism for locking data associated with the BLooper, so
that one thread can't alter the data while another thread is in the middle of doing
something that depends on it. Only one thread can have the BLooper locked at any given
time. Lock() waits until it can lock the object, then returReE. It returnsFALSE only if

the BLooper can't be locked at all—for example, if it was destroyed by another thread.

Calls toLock() andunlock() can be nested. Ibck() is called more than once from the
same thread, it will take an equal numbeumbck() calls from that thread to unlock the
BLooper. (IfLock() is called from another thread, it waits until the thread that owns the
lock unlocks the BLooper. It then obtains the lock and retiRuis)

Locking is the basic mechanism for operating safely in a multithreaded environment. It's
especially important for the kit classes derived from BLooper—BApplication and

BWindow.

However, it's generally not necessary to lock a BLooper when calling functions defined in
the class itself or in a derived class. For example, BApplication and BWindow functions
are implemented to calbck() andunlock() when necessary. Moreover, the BLooper is
locked for you whenever it dispatches a message. It remains locked until the response to
the message is complete.

Functions you define in classes derived from BLooper (or from BApplication and
BWindow) should also callbck() andunlock(). In addition, you should employ the

locking mechanism when calling functions of a class that's closely associated with a
BLooper—for example, when calling functions of a BView that’s attached to a BWindow.

Although locking is important and useful, you shouldn't be too blithe about it. While
you hold a BLooper’s lock, no other thread can acquire it. If another thread calls a
function that tries to lock, the thread will hang until you unlock. Each thread should
hold the lock as briefly as possible.

See also: LockOwner()
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LockOwner(), IsLocked()
inline thread_idockOwner(void) const
inline boolisLocked(void) const

LockOwner() returns the thread that currently has the BLooper locked, or —1 if the
BLooper isn’t locked.

IsL,ocked() returnstRUE if the calling thread has the BLooper locked (if it's the lock
owner) andrALSE if not (if some other thread is the owner or the BLooper isn't locked).

See also: Lock()

Looper()
virtual BLooper fLooper(void) const
Overrides the BHandler version of this function to return the BLooper object itself. This

prevents the BLooper from acting as a handler for messages posted to any other thread. A
BLooper can take on the role of BHandler only for messages delivered to its own thread.

See also: BHandler::Looper(), PostMessage()

MessageQueue()
BMessageQueueMessageQueue(void) const

Returns the queue that holds messages posted or sent to the BLooper’s thread. You rarely
need to examine the message queue directly; it's made available so you can cheat fate by
looking ahead.

See also: the BMessageQueue class

PostMessage()

long PostMessage(BMessage messageBHandler target= NULL)
long PostMessage(ulongcommangdBHandler target= NULL)

Places anessagén the BLooper’s message queue and arranges for it to be dispatched to
thetargetBHandler. If @argetisn’t mentioned, the message will be dispatched to the
BLooper. The BLooper acts as the default handler for all messages not specifically
targeted to another object.

However, if the namethrgetis associated with a different BLooper (if tlaegets

Looper() function return&NULL or some other BLooper object), the posting fails and the
messagés deleted. (A BHandler must be associated with a particular BLooper before it
can be the target for messages posted to that object. It can't get messages from any other

The Application Kit -63



Member Functions BLooper

BLooper except the one it belongs to. For example, BViews in the Interface Kit are
restricted to receiving messages posted to the BWindows to which they’re attached.)

Once posted, the BMessage object belongs to the BLooper’s thread, so you should not
modify it, post it again, assign it to some other object, or delete it. It will be deleted
automatically after it has been received and responded to.

If acommands passed rather than a messagatMessage() creates a BMessage object,
initializes itswhat data member toommangand posts it. This simply saves you the step
of constructing a BMessage when it won't contain any data. For example, this code

myWindow->PostMessage(command, target);
is equivalent to:
myWindow->PostMessage(new BMessage(command), target);

To post the message, tbemmandrersion of this function calls the version that takes a
full BMessage argument. Thus, if you override jushtiessageersion, you'll affect how
both operate.

This function return8_NO_ERROR if successfuld_MISMATCHED_VALUES if the posting
fails because the proposed handler is invalid,BaBrRROR if it fails because the BLooper
itself is invalid.

See also: BHandler::Looper(), DispatchMessage()

PreferredHandler()
virtual BHandler PreferredHandler(void) const

Implemented by derived classes to return a preferred BHandler for messages posted to the
BLooper. This function simply informs those who are about to post messages to the
BLooper who they might name as the message handler. For example:

myLooper->PostMessage(msg, myLooper->PreferredHandler());

The BLooper class itself doesn't do anything with the preferred handler; it's not a default
value for any BLooper operation.

In the Interface Kit, BWindow objects name the current focus view as the preferred
handler. This makes it possible for other objects—such as BMenultems and BButtons—to
target messages to the BView that's currently in focus, whatever view that may happen to
be at the time. For example, by posting its messages to the window’s preferred handler, a
“Cut” menu item can make sure that it always acts on whatever view contains the current
selection. See the chapter on the Interface Kit for information on windows, views, and the
role of the focus view.

The BLooper version of this function simply retunigL, to indicate that generic
BLoopers don't have a preferred handler. Note, however, that wken handler is
passed t@ostMessage(), that function designates the BLooper itself as the target. For

64 — The Application Kit



BLooper Member Functions

example, ifPreferredHandler() returnedNULL in the line of code shown above, the
message would be dispatchedrtglLooperby default. Thus, in effect, a generic BLooper
is its own preferred handler, even thourgdferredHandler() returnsNULL.

See also: BControl::SetTarget() andBMenultem::SetTarget() in the Interface Kit,
PostMessage()

Quit()

virtual void Quit(void)

Exits the message loop, frees the message queue, kills the thread, and deletes the BLooper
object.

When called from the BLooper’s thread, all this happens immediately. Any pending
messages are ignored and destroyed. Because the threaidiedpesn’t return.

However, when called from another threQdit() waits until all previously posted

messages (all messages already in the queue) work their way through the message loop
and are handled. It then destroys the BLooper and returns only after the loop, queue,
thread, and object no longer exist.

Quit() therefore terminates the BLooper synchronously; when it returns, you know that
everything has been destroyed. To quit the BLooper asynchronously, you can post a
B_QUIT_REQUESTED message to the thread (that is, a BMessageBwdihiT_REQUESTED as

its what data member)PostMessage() places the message in the queue and returns
immediately.

When it gets & QUIT_REQUESTED message, the BLooper calls thétRequested() virtual
function. IfQuitRequested() returnsiRUE, as it does by default, it then cafisit().

See also: QuitRequested()

QuitRequested()
virtual boolQuitRequested(void)

Implemented by derived classes to determine whether the BLooper should quit when
requested to do so. The BLooper calls this function to resp@dtoT REQUESTED
messages. If it returnBUE, the BLooper call®uit() to exit the message loop, Kill the
thread, and delete itself. If it returf/sLSE, the request is denied and no further action is
taken.

BLooper's default implementation QuitRequested() always returnIRUE.

A request to quit that’s delivered to the BApplication object is, in fact, a request to quit the
entire application, not just one thread. BApplication therefore oveQidies=quested()
to pass the request on to each window thread before shutting down.
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For BWindow objects in the Interface Kit, a request to quit might come from the user
clicking the window’s close button (a quit-requested event for the window), from the
user’s decision to quit the application (a quit-requested event for the application), from a
“Close” menu item, or from some other occurrence that forces the window to close.

Classes derived from BWindow typically implementitRequested() to give the user a
chance to save documents before the window is destroyed, or to cancel the request.

If an application can be launched more than oBg@dLTIPLE_LAUNCH) and its entire
interface is essentially contained in one window, quitting the window might be tantamount
to quitting the application. In this case, the windo@tstRequested() function should

pass the request along to the BApplication object. For example:

bool MyWindow::QuitRequested()
{

be_app->PostMessage(B_QUIT_REQUESTED);
return TRUE;
}

After asking the application to qu@uitRequested() returnsTRUE to immediately dispose
of the window. If it returnsALSE, BApplication’s version of the function will again
request the window to quit.

If you call QuitRequested() from your own code, be sure to also provide the code that
callsQuit():

if ( myLooper->QuitRequested() )
myLooper->Quit();

See also: BApplication::QuitRequested(), Quit()
RemoveCommonFilter() see SetCommonFilterList()

Run()
virtual thread_icRun(void)

Spawns a thread at the priority level that was specified when the BLooper was constructed
and begins running a message loop in that thread. If successful, this function returns the
thread identifier. If unsuccessful, it retum1$lO_MORE_THREADS or B_NO_MEMORY to

indicate why.

A BLooper can be run only once. If called a second tRme() returnsB_ERROR, but
doesn't disrupt the message loop already running. < Currently, it drops into the debugger
S0 you can correct the error. >

66 — The Application Kit



BLooper Member Functions

The message loop is terminated wiggit() is called, or (potentially) when a
B_QUIT_REQUESTED message is received. This also kills the thread and deletes the
BLooper object.

See also: the BLooper constructor, the BApplication clagsit()

SetCommonFilterList(), CommonfFilterList(), AddCommonFilter(),
RemoveCommonFilter()

virtual void SetCommonfFilterList(BList *list)

BList *CommonFilterList(void) const

virtual void AddCommonfFilter(BMessageFilter fflter)
virtual void RemoveCommonFilter(BMessageFilter filter)

These functions manage a list of filters that can apply to any message the BLooper
receives, regardless of its target BHandler. They complement a similar set of functions
defined in the BHandler class. When a filter is associated with a BHandler, it applies only
to messages targeted to that BHandler. When it's associated with a BLooper as a common
filter, it applies to all messages that the BLooper dispatches, regardless of the target.

In addition to the list of common filters, a BLooper can maintain a filter list in its role as a
BHandler. As for other BHandlers, these filters apply only if the BLooper is the target of
the message.

SetCommonFilterList() assigns the BLooper a ndist of common filters, replacing any list
previously assigned. The list must contain pointers to instances of the BMessageFilter
class or, more usefully, instances of classes that derive from BMessageHilstis If

NULL, the current list is removed without a replacem&ummonFilterList() returns the
current list of common filters.

AddCommonfFilter() adds dilter to the end of the list of common filters. It creates the
BList object if it doesn’t already exist. By default, BLoopers don’t keep a BList of
common filters until one is assignedaatdCommonFilter() is called for the first time.
RemoveCommonfFilter() removes dilter from the list. It returnsRUE if successful, and
FALSE if it can’t find the specified filter in the list (or the list doesn't exist). It leaves the
BList in place even after removing the last filter.

For setCommonFilterList(), AddCommonfFilter(), andRemoveCommonfFilter() to work,
the BLooper must be locked.

See also: BHandler::SetFilterList(), Lock(), the BMessageFilter class
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Thread(), Team()
thread_idrhread(void) const
team_idream(void) const

These functions identify the thread that runs the message loop and the team to which it
belongs.Thread() returnsB_ERROR if Run() hasn't yet been called to spawn the thread and
begin the loop.Team() should always return the applicatioréam_id.

Unlock() see Lock()
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Derived from: public BObject
Declared in: <app/Message.h>
Overview

A BMessage bundles information so that it can be conveyed from one application to
another, one thread of execution to another, or even one object to another. Servers use
BMessage objects to notify applications about events. An application can use them to
communicate with other applications or to initiate activity in a different thread of the same
application. In the Interface Kit, BMessages package information that the user can drag
from one location on-screen and drop on another. They also hold data that’s copied to the
clipboard. Behind the scenes in the Storage Kit, they convey queries and hand back
requested information.

A BMessage is simply a container. The class defines functions that let you put
information into a message, determine what kinds of information are present in a message
that's been delivered to you, and get the information out. It also has a function that let’s
you reply to a message once it’s received. But it doesn’'t have functions that can make the
initial delivery. For that it depends on the help of other classes in the Application Kit,
particularly BLooper and BMessenger. See “Messaging” on page 6 of the chapter
introduction for an overview of the messaging mechanism and how BMessage objects
work with these other classes.

Message Contents

When information is added to a BMessage, it's copied into dynamically allocated memory
and stored under a name. If more than one piece of information is added under the same
name, the BMessage sets up an array of data for that name. The name (along with an
optional index into the array) is then used to retrieve the data.

For example, this code adds a floating-point number to a BMessage under the name “pi”,

BMessage *msg = new BMessage;
msg->AddFloat("pi", 3.1416);

and this code locates it:

float pi = msg->FindFloat("pi");
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Names can be arbitrarily assigned. There’s no limit on the number of named entries a
message can contain or on the size of an entry. However, since the search is linear,
combing through a very long list of names to find a particular piece of data may be
inefficient. Also, because of the amount of data that must be moved, an extremely large
message (over 100,000 bytes, say) can slow the delivery mechanism. It's sometimes
better to put some of the information in a file and just refer to the file in the message.

Message Constants

In addition to named data, a BMessage carries a coded constant that indicates what kind of
message it is. The constant is stored in the object’s one public data membewtcalled

For example, a message that notifies an application that the user pressed a key on the
keyboard has_KEY_DOWN as thewhat data member (and information about the event

stored under names like “key”, “char”, and “modifiers”). An application-defined message
that delivers a command to do something might have a constant @R a%MS,
CORRECT_SPELLING, 0r SCROLL_TO_BOTTOM in thewhat field. Simple messages can

consist of just a constant and no data. A constanki&elPT ACKNOWLEDGED or

CANCEL may be enough to convey a complete message.

By convention, the constant alone is sufficient to identify a message. It's assumed that all
messages with the same constant are used for the same purpose and contain the same kinds
of data.

Thewhat constant must be defined in a protocol known to both sender and receiver. The
constants for system messages are definapdfppDefs.h Each constant names a

kind of event—such a& KEY DOWN, B_REFS RECEIVED, B_PULSE, B_QUIT_REQUESTED,
andB_VALUE_CHANGED—or it carries an instruction to do something (sucB 260M
andB_ACTIVATE).

It's important that the constants you define for your own messages not be confused with
the constants that identify system messages. For this reason, we've adopted a strict
convention for assigning values to all Be-defined message constants. The value assigned
will always be formed by combining four characters into a multicharacter constant; the
characters are limited to uppercase letters and the underbar. For earRBYeHOWN
andB_VALUE_CHANGED are defined as follows:

enum {

B_KEY_DOWN ='_KYD',
B_VALUE_CHANGED ='_VCH',

};...

Use a different convention to define your own message constants (or you'll risk having
your message misinterpreted as a report of, say, a mouse-moved event). Include some
lowercase letters, numerals, or symbols (other than the underbar) in your multicharacter
constants, or assign numeric values that can't be confused with the value of four
concatenated characters.
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Type Codes

Data added to a BMessage is associated with a name and stored with two relevant pieces
of information:

* The number of bytes in the data, and
» A type code indicating what kind of data it is.

Type codes are definedapp/AppDefs.hfor the common data types listed below:

B_CHAR_TYPE
B_SHORT_TYPE
B_LONG_TYPE
B_UCHAR_TYPE
B_USHORT_TYPE
B_ULONG_TYPE
B_BOOL_TYPE
B_FLOAT TYPE
B_DOUBLE_TYPE
B_POINTER_TYPE
B_OBJECT_TYPE
B_MESSENGER_TYPE
B_POINT_TYPE
B_RECT TYPE
B_RGB_COLOR_TYPE
B_PATTERN_TYPE
B_ASCII_TYPE
B_RTF_TYPE
B_STRING_TYPE
B_MONOCHROME_1_BIT TYPE
B_GRAYSCALE_8 BIT_TYPE
B_COLOR_8 BIT TYPE
B_RGB_24 BIT_TYPE
B_TIFF_TYPE
B_REF_TYPE
B_RECORD_TYPE
B_TIME_TYPE
B_MONEY_TYPE
B_RAW_TYPE

A single character

A short integer

A long integer

An unsigned char (theuchar defined type)

An unsigned short (theushort defined type)

An unsigned long (theulong defined type)

A boolean value (thbool defined type)

A float

A double

A pointer of some type (includingpid *)

An object pointer (such as BMessage *)

A BMessenger object

A BPoint object

A BRect object

An rgb_color structure

A pattern structure

Text in ASCII format

Text in Rich Text Format

A null-terminated character string

Raw data for a monochrome bitmap (1 bit/pixel)
Raw data for a grayscale bitmap (8 bits per pixel)
Raw bitmap data in thee COLOR_8_BIT color space
Raw bitmap data in the RGB_32_BIT color space
Bitmap data in the Tag Image File Format

A record_ref

A record_id

A representation of a date

A monetary amount

Raw, untyped data—a stream of bytes

You can add data to a message even if its type isn't on this list. A BMessage will accept
any kind of data; you must simply invent your own codes for unlisted types.

To prevent confusion, the values you assign to the type codes you invent shouldn’t match
any values assigned to the standard type codes listed above—nor should they match any
codes that might be added to the list in the future. The value assigned to all Be-defined

type codes is a multicharacter constant, with the characters restricted to uppercase letters
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and the underbar. For examm@eDOUBLE_TYPE andB_POINTER_TYPE are defined as
follows:

enum {

B_DOUBLE_TYPE ='DBLE/,
B_POINTER_TYPE ='PNTR’,

};...

This is the same convention used for message constants. Be reserves all such
combinations of uppercase letters and underbars for its own use.

Assign values to your constants that can’t be mistaken for values that might be assigned in
system software. If you assign multicharacter values, make sure at least one of the
characters is a lowercase letter, a numeral, or some kind of symbol (other than an
underbar). If you assign numeric values, make sure they don't fall in the range
0x41414141 through 0x5f5f5f5f. For example, you might safely define constants like
these:

#define PRIVATE_TYPE 0x1f3d
#define OWN_TYPE 'Rerd!

Publishing Message Protocols

The messaging system is most interesting—and most useful—when data types are shared
by a variety of applications. Shared types open avenues for applications to cooperate with
each other. You are therefore encouraged to publish the data types that your application
defines and can accept in a BMessage, along with their assigned type codes.

Contact Bedevsupport@be.conmto register any types you intend to publish, so that you
can be sure to choose a code that hasn’t already been adopted by another developer, and
we’ll endeavor to make sure that no one else usurps the code you've chosen.

If your application can respond to certain kinds of remote messages, you should publish
the message protocol—the constant that should initializetthedata member of the
BMessage, the names of expected data entries, the types of data they contain, the number
of data items allowed in each entry, and so on. If your application sends replies to these
messages, you should publish the reply protocols as well.

By making the specifications for your messages public, you encourage other applications
to make use of the services your application offers, and you contribute to an integrated set
of applications on the BeBox.
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Error Reporting

BMessage functions that add, find, replace, or get information about message data set a
descriptive error code for the object, which gher() function returns. The code is set to
B_NO_ERROR if all is well; otherwise it indicates what went wrong during the last function
call. Some functions also return the error code directly, but some do not.

Before proceeding with the next operation, it's a good idea t@readl) to be sure there
was no error on the last one.

Data Members

ulongwhat A coded constant that captures what the message is about.
For example, a message that's delivered as the result of a
mouse-down event will haxB2 MOUSE_DOWN as itswhat
data member. An application that requests information
from another application might pufRANSMIT_DATA or
SEND_INFO command in thevhat field. A message that’s
posted as the result of the user clicking a Cancel button
might simply havecANCEL as thewhat data member and
include no other information.

Constructor and Destructor

BMessage()

BMessage(ulongcommaniyl
BMessage(BMessage message
BMessage(void)

Assignscommandas the BMessageighat data member, and ensures that the object
otherwise starts out empty. Given the definition of a message constant such as,

#define RECEIPT_ACKNOWLEDGED 0x80
a complete message can be created as simply as this:
BMessage *msg = new BMessage(RECEIPT_ACKNOWLEDGED);

As a public data membethat can also be set explicitly. The following two lines of code
are equivalent to the one above:

BMessage *msg = new BMessage;
msg->what = RECEIPT_ACKNOWLEDGED;
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Other information can be added to the message by calidpata() or a kindred
function.

A BMessage can also be constructed as a copy of amo#issage It's necessary to copy

any messages you receive that you want to keep, since the thread that receives the message
automatically deletes it before getting the next message. (More typically, you'd copy any
data you want to save from the message, but not the BMessage itself.)

As an alternative to copying a received message, you can sometimes detach it from the
message loop so that it won't be deleted (smachCurrentMessage() in the BLooper
class).

Messages should be dynamically allocated wittmtive operator, as shown in the
examples above, rather than statically allocated on the stack (since they must live on after
the functions that send them return).

See also: BLooper::DetachCurrentMessage()

~BMessage()
virtual ~BMessage(void)
Frees all memory allocated to hold message data. If the message sender is expecting a

reply but hasn’t received one, a default reply (BitkO_REPLY as thevhat data member)
is sent before the message is destroyed.

Don’t delete the messages that you post to a thread, send to another application, or assign
to another object. Like letters or parcels sent through the mail, BMessage objects become
the property of the receiver. Each message loop routinely deletes the BMessages it
receives after the application is finished responding to them.

Member Functions

AddData(), AddBool(), AddLong(), AddFloat(), AddDouble(),
AddRef(), AddMessenger(), AddPoint(), AddRect(), AddObject(),
AddString()

long AddData(const char hame ulongtype const void Hata longnumBytes
long AddBool(const char hame boolaBoo)

long AddLong(const char hame longalLong

long AddFloat(const char hame floataFloat)

long AddDouble(const char hame doubleaDouble
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long AddRef(const char hame record_refiRej
long AddMessenger(const char hame BMessengeaRej
long AddPoint(const char hame BPointaPoin)
long Addrect(const char hame BRectaRec)
long AddObject(const char hame BObject ‘anObjec)
long Addstring(const char hame const char &String
These functions put data in the BMessagéddData() copiesnumByteof datainto the

object, and assigns the datasaneand aypecode. Theaypemust be a specific data type;
it should not bé8_ANY_TYPE.

AddData() copies whatever thgatapointer points to. For example, if you want to add a
string of characters to the messatgtashould be the string pointerHar *). If you want

to add only the string pointer, not the characters themseaesshould be a pointer to
the pointer ¢har **).

The other functions-AddBool(), AddLong(), AddFloat(), and so on—are simplified
versions ofaddData(). They each add a particular type of data to the message and
register it under the appropriate type code, as shown below:

Function Adds type Assigns type code
AddBool() abool B_BOOL_TYPE
AddLong() along orulong B_LONG_TYPE
AddFloat() afloat B_FLOAT_TYPE
AddDouble() adouble B_DOUBLE_TYPE
AddRef() arecord_ref B REF TYPE
AddMessenger() a BMessenger object B_MESSENGER_TYPE
AddPoint() a BPoint object B_POINT_TYPE
AddRect() a BRect object B_RECT_TYPE
AddObject() a pointer to an object B_OBJECT TYPE
AddSstring() a character string B_STRING_TYPE

Each of these ten type-specific functions calculates the number of bytes in the data they
add. Addstring(), like AddData(), takes a pointer to the data it adds. The string must be
null-terminated; the null character is counted and copied into the message. The other
functions are simply passed the data directly. For examptitong() takes dong and
AddRef() arecord_ref, wherearddData() would be passed a pointer tioag and a

pointer to aecord_ref. AddObject() adds the object pointer it's passed to the message,
not the object data structumsgdData() would take a pointer to the pointer.

If more than one item of data is added under the same name, the BMessage creates an
array of data for that name. Each successive call appends another data element to the end
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of the array. For example, the following code creates an array named “primes” with 37
stored at index 0, 223 stored at index 1, and 1,049 stored at index 2.

BMessage *msg = new BMessage(NUMBERS);
long x = 37;

long y = 223;

long z = 1049;

msg->AddLong("primes", x);
msg->AddFloat("pi", 3.1416);
msg->AddLong("primes", y);
msg->AddData("'primes"”, B_LONG_TYPE, &z, sizeof(long));

Note that entering other data between some of the elements of an array—in this case,
“pi"—doesn’t increment the array index.

All elements in a named array must be of the same type; it's an error to try to mix types
under the same name.

These functions retum ERROR if the data is too massive to be added to the message,
B_BAD_TYPE if the data can't be added to an existing array because it's the wrong type, or
B_NO_ERROR if the operation was successful.

See also: FindData(), GetInfo()

CountNames()
long CountNames(ulongtype

Returns the number of named entries in the BMessage that store data of the sgeeified
An array of information held under a single name counts as one entry; each name is
counted only once, no matter how many data items are stored under that name.

If typeis B_ANY_TYPE, this function counts all named entriestylfeis a specific type, it
counts only entries that store data registered as that type.

See also: GetlInfo()
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Error()
long Error(void)

Returns an error code that specifies what went wrong with the last BMessage operation, or
B_NO_ERROR if there wasn't an error. It's important to check for an error before

continuing with any code that depends on the result of a BMessage function. For
example:

float pi = msg->FindFloat("pi");
if (msg->Error() == B_NO_ERROR) {
float circumference = pi * diameter;

\

The error code is reset each time a BMessage function is called that adds, finds, alters, or
provides information about message data. It's also reBeNtd ERROR wheneveError()

itself is called. Cache the return value if you write code that needs to check the current
error code more than once.

Possible error returns include the following:

Error code Is set when

B_NAME_NOT_FOUND  Trying to find, or get information about, data stored
under an invalid name

B_BAD_INDEX Trying to find, or get information about, data stored at
an index that's out-of-range

B_BAD_TYPE Attempting to add data of the wrong type to an existing
array, or asking about named data of a given type when
the name and type don't match

B_BAD_REPLY Trying to send a reply to a message that hasn't itself
been sent.
B_DUPLICATE_REPLY Trying to send a reply when one has already been sent

and received

< B_MESSAGE_TO_SELF  Attempting to send a reply when the source and
destination threads are the same >

B_BAD_THREAD_ID Attempting to send a reply to a thread that no longer
exists
B_ERROR Attempting to add too much data to a message

See also: AddData(), FindData(), HasData(), GetInfo()
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FindData(), FindBool(), FindLong(), FindFloat(), FindDouble(),
FindRef(), FindMessenger(), FindPoint(), FindRect(), FindObject(),
FindString()

void *FindData(const char hame ulongtype long *numBytep
void *FindData(const char hame ulongtype longindex long *numBytep

bool FindBool(const char hame longindex= 0
long FindLong(const char hame longindex= 0)
floatFindFloat(const char hame longindex= 0)
doubleFindDouble(const char hame longindex= 0)
record_refindRef(const char name longindex= 0)
BMessengeFindMessengerconst char hame longindex= 0)
BPointFindPoint(const char hame longindex= 0)
BRectFindrRect(const char hame longindex= 0
BObject *FrindObject(const char hame longindex= 0)
const char Findstring(const char hiame longindex= Q)
These functions retrieve data from the BMessage. Each looks for data stored under the
specifiedname If more than one data item has the same naniagdarcan be provided

to tell the function which item in theamearray it should find. Indices begin at 0. If an
index isn't provided, the function will find the first, or only, item in the array.

FindData() returns a pointer to the requested data item and records the size of the item (the
number of bytes it takes up) in the variable referred tousyBytes It asks for data of a
specifiedtype If thetypeis B_ANY_TYPE, it returns a pointer to the data no matter what

type it actually is. But ifypeis a specific data type, it returns the data only ihtrae

entry holds data of that particular type.

It's important to keep in mind thaindData() always returns a pointer to the data, never
the data itself. If the dataa pointer—for example, a pointer to an object—it returns a
pointer to the pointer. The variable that’s assigned the returned pointer must be doubly
indirect. For example:

MyClass **object;
long numBytes;
object = (MyClass **)message->FindData("name",
B_OBJECT_TYPE, &numBytes);
if ( message->Error() == B_NO_ERROR ) {
(*object)->GetSomelnformation();
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The other functions similarly return the requested item—but do so as a specifically
declared data type. They match the corresponaiitag..() functions and search for
named data of the declared type, as described below:

Function Finds data Registered as type
FindBool() abool B_BOOL_TYPE
FindLong() along orulong B_LONG_TYPE
FindFloat() afloat B_FLOAT_TYPE
FindDouble) adouble B_DOUBLE_TYPE
FindRef() arecord_ref B_REF_TYPE
FindMessenger() a BMessenger object B_MESSENGER_TYPE
FindPoint() a BPoint object B_POINT_TYPE
FindRect() a BRect object B_RECT_TYPE
FindObject() a pointer to an object B_OBJECT TYPE
FindString() a character string B_STRING_TYPE

FindString() returns a pointer to a null-terminated string of characters (as would
FindData()); it expects the null-terminator to have been copied into the message. The rest
of the functions return the data directly, not through a pointer. For exainpleng()

returns dong, whereagindData() would return a pointer tolang. FindObject() returns

a pointer to an object, whereaisdData(), as illustrated above, would return a pointer to

the pointer to the object.

If you want to keep the data returnedrimdData() andrindString(), you must copy it; it
will be destroyed when the BMessage is deleted.

If these functions can't find any data associated mathe or if they can't find data in the
namearray atndex or if they can't finchamedata of the requestdégbe(or the type the
function returns), they register an error. You can rely on the values they return only if
Error() reportsB_NO_ERROR and the data was correctly recorded when it was added to the
message.

When they failFindData(), FindString(), andrindObject() returnNULL pointers.

FindRect() returns an invalid rectangle arddRef() returns an invalidecord_ref with

both data members set to —1. The other functions return values set to 0, which may be
indistinguishable from valid values.

Finding a data item doesn’t remove it from the BMessage.

See also: Getinfo(), AddData()

Flatten(), Unflatten()
void Flatten(char **stream long *numByteps
void Unflatten(const char &tream)

These functions write the data stored in a BMessage to a “flat” (untyped) stream of bytes,
and reconstruct a BMessage object from such a stream.
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Flatten() allocates enough memory to hold all the information stored in the BMessage
object, then copies the information to that memory. It places a pointer to the allocated
memory in the variable referred to by 8teeamargument, and writes the number of bytes
that were allocated to the variable referred toloynBytes It's the responsibility of the
caller to free the memory theatten() allocates when it's no longer needed. (Since the
stream is allocated hyalloc(), callfree() to get rid of it.)

Unflatten() empties the BMessage of any information it may happen to contain, then
initializes the object from information storedstteam The pointer passed tmflatten()
must be to the start ofstreamthatFlatten() allocated and initialized. Neither function
frees the stream.

GetlInfo()

bool Getinfo(const char hame ulong *typeFoundg long *countFound= NULL)
bool Getinfo(ulongtype longindex

char *nameFound

ulong *typeFound

long *countFound= NULL)

Provides information about the data entries stored in the BMessage.

When passedm@amethat matches a name within the BMessagetinfo() places the type
code for data stored under that name in the variable referredytpdioundand writes
the number of data items with that name into the variable referredctwuby=ound It

then returnsRUE. If it can’t find anameentry within the BMessage, it registers an error,
sets theountFoundvariable to 0, and returmaLSE (without modifying theypeFound
variable).

When passedigpeand arindex Getinfo() looks only at entries that store data of the
requested type and provides information about the entry at the requested index. Indices
begin at 0 and are type specific. For example, if the requgpted B_LONG_TYPE and

the BMessage contains a total of three named entries thalosigidata, the first entry

would be aindex0, the second at 1, and the third at 2—no matter what other types of data
actually separate them in the BMessage, and no matter how many data items each entry
contains. (Note that the index in this case ranges over entries, each with a different name,
not over the data items within a particular named entry.) If the requested type is
B_ANY_TYPE, this function looks at all entries and gets information about the ameeat
whatever its type.

If successful in finding data of titygperequested ahdex Getinfo() returnsirRUE. It
provides information about the entry through the last three arguments:

* It places a pointer to the name of the data entry in the variable referred to by
nameFound

It puts the code for the type of data the entry contains in the variable referred to by
typeFound This will be the same as thgerequested, unless the requested type is
B_ANY_TYPE, in which casg¢ypeFoundwill be the actual type stored under the name.
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It records the number of data items stored within the entry in the variable referred to
by countFound

If Getinfo() can’t find data of the requestsgbeatindex it registers an error, sets the
countFoundvariable to 0, and returmsLSE.

This version ofGetinfo() can be used to iterate through all the BMessage’s data. For
example:

char *name;
ulong type;
long count;

for (longi=0;
msg->Getinfo(B_ANY_TYPE, i, &name, &type, &count);
i++) {

}

If the index is incremented from 0 in this way, all data of the requested type will have been
read wherGetinfo() returnsFALSE. If the requested type BSANY_TYPE, as shown above,
it will reveal the name and type of every entry in the BMessage.

See also: HasData(), AddData(), FindData()

HasData(), HasBool(), HasLong(), HasFloat(), HasDouble(), HasRef(),
HasMessenger(), HasPoint(), HasRect(), HasObject(), HasString()

bool HasData(const char hame ulongtype longindex= 0)
bool HasBool(const char hame longindex= 0)

bool HasLong(const char hame longindex= 0)

bool HasFloat(const char hame longindex= 0)

bool HasDouble(const char hame longindex= 0)
bool HasRef(const char hame longindex= Q)

bool HasMessengerconst char name longindex= 0)
bool HasPoint(const char hame longindex= 0)

bool HasRect(const char hfame longindex= 0)

bool HasObject(const char hfame longindex= 0)
bool HasString(const char hame longindex= 0)

These functions test whether the BMessage contains data of a given name and type.

If typeis B_ANY_TYPE and noindexis providedHasData() returnsiRUE if the BMessage
stores any data at all under the specifigche regardless of its type, apalLsE if the name
passed doesn’t match any within the object.
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If typeis a particular type codeasData() returnsiRUE only if the BMessage hasname
entry that stores data of that type. If thhigeandnamedon’t match, it returnBaLSE.

If anindexis suppliedHasData() returnsiRUE only if the BMessage hasyameentry that
stores a data item of the specifigpeat that particulaindex If the index is out of range,
it returnsFALSE.

The other functions-HasBool(), HasFloat(), HasPoint(), and so on—are specialized
versions oHasData(). They test for a particular type of data stored under the specified
name

An error code is set (whichror() will return) whenever any of these functions returns
FALSE.

See also: GetlInfo()

IsEmpty() see MakeEmpty()
IsReply() see WasSent()
IsSourceRemote() see WasSent()

IsSourceWaiting() see WasSent()

IsSystem()
bool IsSystem(void)

ReturnsiRUE if the what data member of the BMessage object identifies it as a system-
defined message, apral SE if not.

Unlike theGetinfo() andHasData() functions, a return ¢fALSE does not indicate an error.
IsSystem() resets the error code thatbor() returns ta8_NO_ERROR whether the BMessage
is a system message or not.

MakeEmpty(), ISEmpty()
long MakeEmpty(void)
bool IsEmpty(void)

MakeEmpty() removes and frees all data that has been added to the BMessage, without
altering thewhat constant. It returng NO_ERROR.

IsEmpty() returnsiRUE if the BMessage has no data (whether or not it was emptied by
MakeEmpty()), andFALSE if it has some.
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Both functions reset the error codeBtéNO_ERROR in all cases.

See also: RemoveName()

Previous() see WasSent()

PrintToStream()
void PrintToStream(void) const

Prints information about the BMessage to the standard output sttelam)( Each entry
of named data is reported in the following format,

#entry  name, type = type , count = count

wherenameis the name that the data is registered umygeeis the constant that indicates
what type of data it is, armmbuntis the number of data items in the named array.

RemoveName()

boolRemoveName(const char hiamé

Removes all data entered in the BMessage umater frees the memory that was
allocated to hold the data, and returRise. If there is no data entered undame this
function registers an erroB_(NAME_NOT_FOUND) and return§ALSE.

See also: MakeEmpty()

ReplaceData(), ReplaceBool(), ReplacelLong(), ReplaceFloat(),
ReplaceDouble(), ReplaceRef(), ReplaceMessenger(),
ReplacePoint(), ReplaceRect(), ReplaceObject(), ReplaceString()

long ReplaceData(const char hame ulongtype
const void tata longnumBytep
long ReplaceData(const char hame ulongtype longindex
const void tlata longnumBytep

long ReplaceBool(const char hame boolaBoo)
long ReplaceBool(const char hame longindex boolaBoo)

long ReplacelLong(const char hame longalLong
long ReplacelLong(const char hame longindex longal.ong

long ReplaceFloat(const char hame floataFloat)
long ReplaceFloat(const char hame longindex floataFloat)

long ReplaceDouble(const char hfame doubleaDoublg
long ReplaceDouble(const char fiame longindex doubleaDouble
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long ReplaceRef(const char hame record_retRej
long ReplaceRef(const char hame longindex record_refiRej

long ReplaceMessenger(const char hame BMessengeaMessenger
longReplaceMessenger(const char hame longindex BMessengeaMessenger

long ReplacePoint(const char hame BPointaPoin
long ReplacePoint(const char hame longindex BPointaPoiny

long ReplaceRect(const char hame BRectaRec)
long ReplaceRect(const char hame longindex BRectaRec)

long ReplaceObject(const char hlame BObject *anObjec}
long ReplaceObject(const char hame longindex BObject ‘anObjec}

long ReplacesString(const char hame const char aString
long Replacestring(const char hame longindex const char &String

These functions replace a data item inrtameentry with another item passed as an
argument. If amndexis provided, they replace the item in ti@mearray at that index; if
anindexisn’'t mentioned, they replace the first (or only) item stored umalee If an
indexis provided but it's out-of-range, the replacement fails.

ReplaceData() replaces an item in thameentry withnumBytef data, but only if the
typecode that's specified for the data matches the type of data that's already stored in the
entry. Thetypemust be specific; it can’t B2 ANY_TYPE.

The other functions are simplified version®eplaceData(). They each handle the
specific type of data declared for their last arguments. They succeed if this type matches
the type of data already in thameentry, and fail if it does not.

If successful, all these functions ret@mNO_ERROR. If unsuccessful, they register and
return an error codeB-BAD_INDEX if theindexis out-of-rangeB_NAME_NOT_FOUND if
thenameentry doesn’t exist, @& BAD_TYPE if the entry doesn’t contain data of the
specified type.

See also: AddData()

ReturnAddress() see WasSent()
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SendReply()

long sendReply(BMessage messageBMessage *reply)

long sendReply(ulongcommandBMessage *reply)

long Sendreply(BMessage tessageBHandler replyTarget= NULL)
long SendReply(ulongcommangdBHandler ¥eplyTarget= NULL)

Sends a replyjnessagéack to the sender of the BMessage (in the case of a synchronous
reply) or to a target BHandler (in the case of an asynchronous reply). Whether the reply is
synchronous or asynchronous depends on how the message it replies to was sent:

» Thereply is delivered synchronously if the message sender is waiting for it to arrive.
The function that sent the BMessage doesn'’t return until it receives the reply. If an
expected reply has not been sent by the time the BMessage object is deleted, a
defaultB_NO_REPLY message is returned to the sender.

» The reply is delivered asynchronously if the message sender isn't waiting for a
reply. In this case, the sending function designates a target BHandler (and, through
the BHandler, a target BLooper) for any replies that might be sent, then returns
immediately after putting the BMessage in the pipeline. The default target for a
reply is the sender’s BApplication object.

SendReply() works only for BMessage objects that have been processed through a
message loop and delivered to you. However, it doesn't work for messages that were
posted to the loop, only for those that were sent or dragged. If it's called when a reply isn’t
allowed, themessagés deleted and an error is recorded.

Themessagé¢hat's passed teendReply() should not be modified, passed to another
messaging function, used as a model message, or deleted. It becomes the responsibility of
the messaging service and the eventual receiver.

If acommands passed rather thameessagesendReply() constructs the reply
BMessage, initializes itshat data member with theommandconstant, and sends it just
like any other reply.

If you want to delay sending a reply and keep the BMessage object beyond the time it's
scheduled to be deleted, you may be able to detach it from the message loop. See
DetachCurrentMessage() in the BLooper class.

SendReply() sends a message—a reply message, to be sure, but a message nonetheless. It
therefore is just another message-sending function. It behaves exactly like the other
message-sending function, BMessengssisdMessage():

» By passing it @aeply argument, you can ask for a synchronous reply to the reply
message it sends. It won't return until it receives the reply.

» By supplying @argetHandlerargument, you can arrange for an expected
asynchronous reply. If a specific target isn’t specified, the BApplication object will
handle the reply if one is sent.
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This function return8_NO_ERROR if the reply is successfully sent. If not, it returns one of
the error codes explained under ther() function.

See also: BMessenger::SendMessage(), BLooper::DetachCurrentMessage(), WasSent(),
Error()

Unflatten() see Flatten()

WasDropped(), DropPoint()
bool WasDropped(void)
BPointDropPoint(BPoint *offset= NULL)
WasDropped() returnsirRUE if the user delivered the BMessage by dragging and dropping

it, andrALSE if the message was posted or sent in application code or if it hasn't yet been
delivered at all.

DropPoint() reports the point where the cursor was located when the message was dropped
(when the user released the mouse button). It directly returns the point in the screen
coordinate system and, if affsetargument is provided, returns it by reference in
coordinates based on the image or rectangle the user draggeaffs€tessumes a

coordinate system with (0.0, 0.0) at the left top corner of the dragged rectangle or image.

Since any value can be a valid coordinatepPoint() produces reliable results only if
WasDropped() returnsiRUE.

See also: BView::DragMessage()

WasSent(), IsSourceRemote(), IsSourceWaiting(), IsReply(),
Previous(), ReturnAddress()

bool wasSent(void)

bool IsSourceRemote(void)
boolIsSourceWaiting(void)
boolisrReply(void)

BMessage Previous(void)
BMessengeReturnAddress(Void)

These functions can help if you're engaged in an exchange of messages or managing an
ongoing communication.

wasSent() indicates whether it's possible to send a reply to a message. It matuarier
a BMessage that was sent or dropped,Fanst for a message that was posted or has not
yet been delivered by any means. (When, in a future release, it's possible to reply to a
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posted message, this function would be more clearly narasiklivered().) Regardless
of the return valueyassent() sets the current error codeBtoNO_ERROR.

IsSourceRemote() returnstRUE if the message had its source in another application, and
FALSE if the source is local or the message hasn't been delivered yet. It resets the error
code toB_NO_ERROR in both cases.

IsSourceWaiting() returnstrRUE if the message sender is waiting for a synchronous reply,
andrALSE if not. The sender can request and wait for a reply when calling either
BMessenger'sendMessage() or BMessage’sendReply() function.

IsReply() returnsTRUE if the BMessage is a reply to a previous message (if it was sent by
thesSendReply() function), andrALSE if not. It resets the error codeBRANO_ERROR in
either case.

Previous() returns the previous messageNotL if the BMessage isn't a reply.

ReturnAddress() returns a BMessenger that can be used to reply to the BMessage. Calling
the BMessenger'sendMessage() function is equivalent to callingendReply(), except

that the return message won't be marked as a reply. If a reply isn't allowed (if the
BMessage wasn'’t sent or dropped, BAD_VALUE error is registered to indicate that the
returned BMessenger is invalid. Cator() to check. If the BMessenger is valigor()

will returnB_NO_ERROR.

If you want to use theeturnAddress() BMessenger to send a synchronous reply, you must
do so before the BMessage is deleted and default reply is sent.

See also: BMessenger::SendMessage(), SendReply()

Operators

new

void *operator new(size_tnumBytep

Allocates memory for a BMessage object, or takes the memory from a previously
allocated cache. The caching mechanism is an efficient way of managing memory for
objects that are created frequently and used for short periods of time, as BMessages
typically are.

delete
void operator delete(void *memorysize_tnumBytep

Frees memory allocated by the BMessage versioewfwhich may mean restoring the
memory to the cache.
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Derived from: public BObject
Declared in: <app/MessageFilter.h>
Overview

A BMessagekFilter is an object that holds a hook functitiag(), that can look at

incoming messages before they're dispatched to their designated handlers. The object
also keeps the conditions that must be met for the function to be called. Applications
implement theilter() function in classes derived from BMessageFilter.

A BMessageFilter can be attached to a message loop in one of two ways:

« If assigned to a BHandler object, the filter will be applied only to messages targeted
to the BHandler.

» If assigned to a BLooper object as a common filter, it can be applied to any message
regardless of the designated target. (A BLooper can also be assigned specific filters
in its role as a BHandler.)

All applicable filters in both categories are applied to a message before it's dispatched to
the target BHandler. Common filters are applied before handler-specific filters.

The same BMessageFilter object can be assigned to more than one BHandler or BLooper
object; it will not be destroyed when the BHandler or BLooper is deleted.

See also: BHandler::SetFilterList(), BLooper::SetCommonfFilterList()

Hook Functions

Filter() Implemented by derived classes to respond to a incoming
message before the message is dispatched to a target
BHandler.
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Constructor and Destructor

BMessagefFilter()

BMessagefFilter(message_deliveryelivery message_sourseurce
BMessagefFilter(message_deliveryelivery message soursgurce
ulongcommanyl

Initializes the BMessageFilter object so thariter() function will be called for every
incoming message that meets the spectfadivery source andcommancriteria. The
first argumentdelivery is a constant that specifies how the message must arrive:

B_DROPPED_DELIVERY Only messages that were dragged and dropped
should be filtered.

B_PROGRAMMED_DELIVERY Only messages that were posted or sent in
application code (by callingostMessage() or
asend...() function) should be filtered.

B_ANY_DELIVERY All messages, no matter how they were
delivered, should be filtered.
The second argumersipurce specifies where the message must originate:
B_LOCAL_SOURCE Only messages that originate locally, from
within the application, should be filtered.

B_REMOTE_SOURCE Only messages that are delivered from a
remote source should be filtered.

B_ANY_SOURCE All messages, no matter what their source,
should be filtered.

Filtering can also be limited to a particular type of messagecdifremandconstant is
specified, only messages that havat data members matching the constant will be
filtered. If acommandsn’t specified, the command constant won't be a criterion in
selecting which messages to filter; any message that meets the other criteria will be
filtered, no matter what itshat data member may be.

The filtering criteria are conjunctive; an arriving message must meet all the criteria
specified forFilter() to be called.

See also: Filter()

~BMessageFilter()
virtual ~BMessagefFilter(void)

Does nothing.
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Member Functions

Command(), FiltersAnyCommand()

inline ulongCommand(void)

inline boolFiltersAnyCommand(void)
Command() returns the command constawhét data member) that an arriving message
must match for the filter to applyiltersAnyCommand() returnsTRUE if the filter applies

to messages regardless of thetint data members, amdLSE if it's limited to a certain
type of message.

Because all command constants are valid, including negative numbersCanehiand()
returns a reliable result onlyAfitersAnyCommand() returnsrALSE.

See also: the BMessageFilter constructor, the BMessage class

Filter()
virtual filter_resulfFilter(BMessage messageBHandler *targe)
Implemented by derived classes to examine an arriving message just before it's

dispatched. Thmessagés passed as the first argument; the second argument indirectly
points to thaargetBHandler object that's slated to respond to the message.

You can implement this function to do anything you please witmgssageincluding
replace the designatéargetwith another BHandler object. For example:

filter_result MyFilter::Filter(BMessage *msg, BHandler **target)
{

if ( *target->IsIndisposed() )
*target = *target->FindReplacement();

return B_DISPATCH_MESSAGE;
}

The replacement target must be associated with the same BLooper as the original target. If
the new target has filters that apply to tiessagethose filtering functions will be called
before the message is dispatched.

This function should return a constant that instructs the BLooper whether or not to
dispatch the message as planned:
B_DISPATCH_MESSAGE Dispatch the message.

B_SKIP_MESSAGE Don't dispatch the message and don't filter it
any further; this function took care of handling
it.
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The default (BMessageFilter) version of this function does nothing but return
B_DISPATCH_MESSAGE.

See also: the BMessageFilter constructor

FiltersAnyCommand() see Command()

MessageDelivery()
inline message_deliveiessageDelivery(void)

Returns the constant, set when the BMessageFilter object was constructed, that describes
the category of messages that can be filtered, based on how they were delivered.

See also: the BMessageFilter constructor

MessageSource()
inline message_sourtéessageSource(void)

Returns the constant, set when the BMessageFilter object was constructed, that describes
the category of messages that can be filtered, based on the source of the message.

See also: the BMessageFilter constructor
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Derived from: public BObject

Declared in: <app/MessageQueue.h>

Class Description

A BMessageQueue maintains a queue where messages (BMessage objects) are
temporarily stored as they wait to be received in a message loop. Every BLooper object
uses a BMessageQueue to manage the flow of incoming messages; all messages delivered
to the BLooper’s thread are placed in the queue. The BLooper removes the oldest
message from the queue, passes it to a BHandler, waits for the thread to finish its response,
deletes the message, then returns to the queue to get the next message.

For the most part, applications can ignore the queue—that is, they can treat it as an
implementation detail. Messages are posted to a thread (placed in the queue) by calling
BLooper'sPostMessage() function. Or they can be sent to the main thread of another
application by constructing a BMessenger object and caléingMessage().

A BLooper calls upon a BHandlergessageReceived() function—and other, message-
specific hook functions—to handle the messages it takes from the queue. Applications
can simply implement the functions that are called to respond to received messages and
not bother about the mechanics of the message loop and queue.

However, if necessary, you can manipulate the queue directly, or perhaps just look ahead
to see what messages are coming. The BLooperMassageQueue() function that
returns its BMessageQueue object.

See also: the BMessage clasg,ooper::MessageQueue()

Constructor and Destructor

BMessageQueue()
BMessageQueue(void)

Ensures that the queue starts out empty. Messages are placed in the queue by calling
AddMessage() and are removed by calling:xtMessage().
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BMessageQueues are constructed by BLooper objects.

See also: AddMessage(), NextMessage()

~BMessageQueue()
virtual ~BMessageQueue(void)

Deletes all the objects in the queue and all the data structures used to manage the queue.

Member Functions

AddMessage()
void AddMessage(BMessage message

Addsmessagéeo the queue.

See also: NextMessage()

CountMessages()
long CountMessages(void) const

Returns the number of messages currently in the queue.

FindMessage()

BMessage FindMessage(ulongwhat, longindex= 0) const
BMessage FindMessage(longinde® const

Returns a pointer to the BMessage that’s positioned in the quiewgeatwhere indices
begin at 0 and count only those messages thatwaedata members matching tivbat
value passed as an argument. Wheatargument is omitted, indices count all messages in
the queue. If amdexis omitted, the first message that matchesvtiet constant is

found. The lower the index, the longer the message has been in the queue.

If no message matches the specifiddit andindexcriteria, this function returnsuLL.
The returned message is not removed from the queue.

See also: NextMessage()
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ISEmpty()
bool IsEmpty(void) const

ReturnsiRUE if the BMessageQueue contains no messagesAasalif it has at least one.

See also: CountMessages()

Lock(), Unlock()
boolLock(void)
void Unlock(void)

These functions lock and unlock the BMessageQueue, so that another thread won't alter
the contents of the queue while it's being relagkbk() doesn't return until it has the queue
locked; it always returm®RUE. Unlock() releases the lock so that someone else can lock
it. Calls to these functions can be nested.

See also: BLooper::Lock()

NextMessage()
BMessage KextMessage(void)

Returns the next message—the message that has been in the queue the longest—and
removes it from the queue. If the queue is empty, this function retutns

RemoveMessage()
void RemoveMessage(BMessage message

Removes a particulamessagérom the queue and deletes it.

See also: FindMessage()

Unlock() see Lock()
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Derived from: public BObject
Declared in: <app/Messenger.h>
Overview

A BMessenger object is an agent for sending messages to a particular destination. Each
BMessenger knows about a BLooper object and a specific BHandler for that BLooper.
The messages it sends are delivered to the BLooper and—provided they’re not system
messages—dispatched by the BLooper to the BHandler. The destination objects can
belong to the same application as the message sender, but typically are in a remote
application. It's more efficient to post a message within the same application than to ask a
BMessenger to send it.

BMessenger objects can be transported across application boundaries. You can create one
for a particular BLooper/BHandler combination in your application, then pass it by value

to a remote application. That application can then use the BMessenger to target the
BHandler in your application. This is, in fact, the only way for an application to get a
BMessenger that can target a remote object other than a BApplication object.

Constructor and Destructor

BMessenger()

BMessenger(ulongsignature team_ideam= —1)
BMessenger(const BHandler target
BMessenger(const BMessenger@essenger
BMessenger(void)

Initializes the BMessenger so that it can send messages to an application identified by its
signatureor by itsteam The application must be running when the BMessenger is
constructed.

If the signaturepassed isliULL, the application is identified by its team only. If tham
specified is —1, as it is by default, the application is identified by its signature only. If both
a realsignatureand a valideamidentifier are passed, they must match—té&a@nmust be

for the application that theignatureidentifies. If more than one instance of signature
application happens to be running, teampicks out a particular instance as the
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BMessenger’s target. Without a vale@amargument, the constructor arbitrarily picks
one of the instances.

BMessengers constructed in this way send messages to the main thread of the remote
application, where they're received and handled by that application’s BApplication object.
This type of messenger is needed to initiate communication with another application.

A BMessenger can also be an agent fiargetBHandler object. It sends messages to the
BLooper associated with the BHandler, and the BLooper dispatches them to the BHandler.

ThetargetBHandler object must be able to tell the BMessenger (througboiter()

function) which BLooper object it's associated with. The BMessenger asks for this
information at the time of construction. Therefore,tdrgetmust either be a BLooper

itself or have been added to a BLooper’s list of eligible handlers. < For the BMessenger to
remain valid, theéargetBHandler must retain its affiliation with the same BLooper. >

The purpose of constructing a BMessenger for a local target is to give a remote application
access to that object. You can add the BMessenger to a message and send the message to
the remote application. That application can then use the BMessenger to target the
BHandler in your application.

A BMessenger can also be constructed as a copy of another BMessenger,
BMessenger newOne(anotherMessenger);

or be assigned from another object:
BMessenger newOne = anotherMessenger;

If the constructor can't make a connection todigmatureapplication—possibly because
no such application is running—it registers 8AD_VALUE error, which therror()

function will return. If passed an invalidamidentifier, it registers B BAD_TEAM_ID
error. If theteamand thesignaturedon’t match, it registersm MISMATCHED_VALUES
error. If it can’t discover a BLooper from thergetBHandler, it registers a
B_BAD_HANDLER error.

It's a good idea to check for an error before asking the new BMessenger to send a
message. For example:

BMessenger *outlet = new BMessenger(some_signature);
if (outlet->Error() == B_NO_ERROR) {
BMessage *msg = new BMessage(CHANGE_NAME);
msg->AddString("old", formerName);
msg->AddString("new", currentName);
outlet->SendMessage(msg);
if ( outlet->Error() == B_NO_ERROR )

}

A BMessenger can send messages to only one destination. Once constructed, you can
cache it and reuse it repeatedly to communicate with that object. It should be freed after
it's no longer needed (or if there’s a long delay between messages and it's possible that the
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user might have quit the destination application and restarted it again, or that the
application may have destroyed the target BHandler).

The BRoster object can provide signature and team information about possible
destinations.

See also: the BRoster and BMessage clasgasy()

~BMessenger()
~BMessenger(void)

Frees all memory allocated by the BMessenger, if any was allocated at all.

Member Functions

Error()
long Error(void)

Returns an error code that describes what went wrong with the attempt to construct the
BMessenger or to have it send a message,NiD_ERROR if nothing went wrong.
Possible errors include:

B_BAD_VALUE The constructor can’t connect the BMessenger to the
remote application, most likely because an
application with the specified signature isn't running.

B_MISMATCHED_VALUES  The constructor failed because the specified signature
and team arguments designated two different
applications.

B_BAD_TEAM _ID The constructor can't establish a connection to the
specified team, most likely because there is no such
team.

B_BAD_HANDLER The BHandler passed to the constructor was not
associated with a BLooper.

B _BAD PORT_ID SendMessage() can't deliver the message, most
likely because the destination application has been
killed.

Calling this function resets the error cod® tNO_ERROR, SO you must cache the value
returned if you need to check the current error more than once.
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FindHandler(), FindAllIHandlers()

BMessengeFindHandler(BMessage message
BMessengeFfindHandler(long index const char &lass= NULL)
BMessengeFindHandler(const char hame const char &lass= NULL)

BMessage FindAllHandlers(const char tlass= NULL)

These functions sendBaHANDLERS_REQUESTED message and wait for a
B_HANDLERS_INFO reply.

Themessagés passed teindHandler() should hav®_HANDLERS_REQUESTED as thewhat

data member and should ask for a BMessenger for just one BHandleindeanor a

nameis passed instead oh@essagerindHandler() creates the message and adds that
information in an entry named “index” or “name”. If the index or name is restricted to a
class it adds the class name in an entry labeled “class”.

When it gets the replgindHandler() returns the requested BMessenger. It may register a
B_ERROR, B_NAMED_NOT_FOUND, or B_BAD_INDEX error taken from the reply, or a
B_BAD_PORT_ID error if there’s a problem sending the message. In the case of any error,
the BMessenger is not to be trusted.

FindAllHandlers() requests BMessengers for a group of BHandlers, which may be
restricted to a particulatass It returns th& HANDLERS_INFO reply, orNULL if there’s an
error in sending a message.

See the variousandlersRequested() functions for information on the protocols that the
software kits currently expect tBeHANDLERS_REQUESTED andB_HANDLERS_INFO
messages to follow.

See also: BHandler::HandlersRequested()

IsvValid()
bool Isvalid(void)

ReturnsiRUE if the destination BLooper object to which the BMessenger sends messages
remains valid, andaLSE if not (if, for example, it has been deleted).

This function doesn’t check whether the target BHandler is still valid; it reports only on
the status of the destination BLooper.
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SendMessage()

long SsendMessage(BMessage messageBMessage *teply)

long SendMessage(ulongcommangdBMessage *teply)

long SendMessage(BMessage messageBHandler teplyTarget= NULL)
long SsendMessage(ulongcommangBHandler replyTarget= NULL)

Sends anessage The BMessage object becomes the responsibility of the BMessenger.
You shouldn't try to modify it, post it, send it again, use it as a model message, or free it; it
will be freed automatically when it's no longer needed.

If acommands passed instead of a fallessagethis function constructs a BMessage
object withcommandas itswhat data member and sends it just like any other message.
This is simply a convenience for sending messages that contain no data. The following
two lines of code are roughly equivalent:

myMessenger->SendMessage(NEVERMORE);
myMessenger->SendMessage(new BMessage(NEVERMORE));

This function can ask for a synchronous reply to the message or designate a BHandler for
an asynchronous reply:

» Supplying aeply argument requests a message back from the destination. Before
returning,SendMessage() waits for the reply and places a pointer to the BMessage
it receives in the variable thegply refers to.

The caller is responsible for deleting teply message. If the destination doesn't
send a reply, the system sends one witfO_REPLY as thewhat data member.
Check the reply message before proceeding. If there's an error in sending the
message, the variable thaply refers to is set t8ULL.

» If areplyisn’t requestedsendMessage() returns immediately; any reply to the
messagevill be received asynchronously. IfeplyTargetis specified, the reply
will be directed to that BHandler object. If one isn't specified, it will be directed to
the BApplication object.

ThereplyTargetis subject to the same restriction as a target BHandler passed to the
BMessenger constructor: It must be associated with a BLooper object (or be a
BLooper itself) < and it must retain that association until the reply arrives >.

If all goes well SendMessage() returnsB_NO_ERROR. If not, it returns an error code,
typically B_BAD_PORT_ID. The return value is also registered withaier() function; see
that function for more information.

(Is an error for a thread to send a message to itself and expect a synchronous reply. The
thread can’t respond to the message and wait for a reply at the same time.)

See also: BMessage::SendReply()
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Team()
inline team_idream(void)

Returns the identifier for the team that receives the messages the BMessenger sends.

Operators
= (assignment)
BMessenger &perator =(const BMessenger&essengeér

Assigns one BMessenger to another. After the assignment the two objects are identical
and independent copies of each other, with no shared data.

new
void *operator new(size_tnumBytep

Prevents confusion with a private version ofbe operator used internally by the
Application Kit. This version ofiew is no different from the operator used with other
classes.
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Derived from: none
Declared in: <app/Roster.h>
Overview

The BRoster object keeps a roster of all applications currently running on the BeBox. It
can provide information about any of those applications, add another application to the
roster by launching it, or get information about an application to help you decide whether
to launch it.

There’s just one roster and it's shared by all applications. When an application starts up, a
global variablepe_roster, is initialized to point to the shared object. You always access

the roster through this variable; you never directly instantiate a BRoster in application
code.

The BRoster identifies applications in three ways:
» By record_ref references to the executable files where they reside.

» By their signatures. The signature is a unique identifier for the application assigned
in a resource at compile time or by the BApplication constructor at run time. You
can obtain signatures for the applications you develop by contacting Be's developer
support staff. They can also tell you what the signatures of other applications are.
(See the introduction to this chapter for more on signatures.)

e Atruntime, by theiteam_ids. A team is a group of threads sharing an address
space; every application is a team.

If an application is launched more than once, the roster will include one entry for each
instance of the application that's running. These instances will have the same signature,
but different team identifiers.
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Constructor and Destructor

The BRoster class doesn't have a public constructor or destructor. This is because an
application doesn't need to construct or destroy a BRoster of its own. The system
constructs one BRoster object for all applications and assigns itlie tlaater global
variable. A BRoster is therefore readily available from the time the application is
launched until the time it quits.

Member Functions

GetApplinfo(), GetRunningApplInfo(), GetActiveApplinfo()

long GetApplInfo(ulongsignature app_info “appinfg const
long GetApplnfo(record_refexecutableapp_info *appinfg const

long GetRunningAppinfo(team_idteam app_info “appinfg const
long GetActiveAppinfo(app_info *applnfg const

These functions provide information about the application identified bigitature by a
database reference to @secutabldile, by itsteam or simply by its status as the current
active application. They place the information in the structure referredaopbyfa

GetRunningApplnfo() reports on a particular instance of a running application, the one
that was assigned theamidentifier at launchGetActiveApplinfo() similarly reports on a
running application, the one that happens to be the current active application.

If it can, GetApplnfo() also tries to get information about an application that’s running. If
a running application has tegnatureidentifier or was launched from tegecutabldile,
GetApplinfo() queries it for the information. If more than one instance ofitirature
application is running, or if more than one instance was launched from the same
executabldile, it arbitrarily picks one of the instances to report on.

Even if the application isn’t running—if none of the applications currently in the roster are
identified bysignatureor were launched from thexecutabldile—GetAppinfo() can still
provide some information about it, perhaps enough information for you tagadih() to

get it started.

If they're able to fill in theapp_info structure with meaningful values, these functions
returnB_NO_ERROR. HoweverGetActiveApplinfo() returnss_ERROR if there’s no active
application. GetRunningApplnfo() returns8_BAD_TEAM_ID if teamisn’t, on the face of it,

a valid team identifier for a running applicatiabetAppinfo() returnss_BAD_VALUE if the
signaturedoesn’t correspond to an application on-disk, and sim@E3ROR if the
executablaloesn't refer to a valid record in the database or doesn't refer to a record for an
executable file.
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Theapp_info structure contains the following fields:

ulongsignature The signature of the application. (This will be the
same as thsignaturepassed t@GetApplinfo().)

thread_idhread The identifier for the application’s main thread of
execution, or -1 if the application isn’t running.
(The main thread is the thread in which the
application is launched and in whichiit&in()
function runs.)

team_idteam The identifier for the application’s team, or -1 if
the application isn't running. (This will be the
same as thieampassed t@GetRunningAppinfo().)

port_idport The port where the application’s main thread
receives messages, or —1 if the application isn't
running.

record_refef A reference to the file that was, or could be,

executed to run the application. (This will be the
same as thexecutablgassed t@etApplinfo().)

ulongflags A mask that contains information about the
behavior of the application.

Theflags mask can be tested (with the bitw&eperator) against these two constants:

B_BACKGROUND_APP The application won't appear in the Browser’s
application menu (because it doesn’t have a user
interface).

B_ARGV_ONLY The application can't receive messages.

Information can be passed to it at launch only, in an
array of argument strings (as on the command
line).

Theflags mask also contains a value that explains the application’s launch behavior. This
value must be filtered out tigs by combiningflags with theB_LAUNCH_MASK constant.
For example:

ulong behavior = thelnfo.flags & B_LAUNCH_MASK;

The result will match one of these three constants:

B_EXCLUSIVE_LAUNCH The application can be launched only if an
application with the same signature isn't already
running.

B_SINGLE_LAUNCH The application can be launched only once from

the same executable file. However, an application
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with the same signature might be launched from a
different executable. For example, if the user
copies an executable file to another directory, a
separate instance of the application can be
launched from each copy.

B_MULTIPLE_LAUNCH There are no restrictions. The application can be
launched any number of times from the same
executable file.

These flags affect BRoster'asunch() function. Launch() can always start up a
B_MULTIPLE_LAUNCH application. However, it can't launctBaSINGLE_LAUNCH

application if a running application was already launched from the same executable file. It
can't launch & _EXCLUSIVE_LAUNCH application if an application with the same signature

is already running.

See also: “Launch Information” on page 19 of the chapter introductieanch(),
BApplication::GetApplInfo()

GetApplList()

void GetApplList(BList *team$ const
void GetAppList(ulongsignature BList *team$ const

Fills in theteamsBList with team identifiers for applications in the roster. Each item in
the list will be of typeeam_id. It must be cast to that type when retrieving it from the list,
as follows:

team_id who = (team_id)teams->ItemAt(somelndex);

The list will contain one item for each instance of an application that's running. For
example, if the same application has been launched three times, the list will include the
team_ids for all three running instances of that application.

If a signatureis passed, the list identifies only applications running under that signature. If
asignatureisn't specified, the list identifies all running applications.

See also: TeamFor(), the BMessenger constructor

IsRunning() see TeamFor()
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Launch()

long Launch(ulongsignature BMessage fhessage NULL,
team_id team= NULL)

long Launch(ulongsignature BList *messages
team_id team= NULL)

long Launch(ulongsignature longargc, char **argy,
team_id team= NULL)

long Launch(record_refexecutableBMessage fhessage NULL,
team_id team= NULL)

longLaunch(record_refexecutableBList *messages
team_id team= NULL)

long Launch(record_refexecutablelongargc, char **argy,
team_id team= NULL)

Launches the application identified bystgnatureor by a reference to iexecutabldile
in the database.

If a messageés specified, it will be sent to the application on-launch where it will be
received and responded to before the application is notified that it's ready to run.
Similarly, if a list ofmessages specified, each one will be delivered on-launch. The
BMessage objects (and the container BList) will be deleted for you.

Sending an on-launch message is appropriate only if it helps the launched application
configure itself before it starts getting other messages. To launch an application and send
it an ordinary message, cadunch() to get it running, then set up a BMessenger object

for the application and call BMessenge&mdMessage() function.

Instead of messages, you can launch an application with an array of argument strings that
will be passed to itsain() function. argv contains the array aradtgc counts the number

of strings. If the application accepts messages, this information will also be packaged in a
B_ARGV_RECEIVED message that the application will receive on-launch.

If successfulLaunch() places the identifier for the newly launched application in the
variable referred to byeamand return®_NO_ERROR. If unsuccessful, it sets theam

variable to —1, destroys all the messages it was passed (and the BList that contained them),
and returns one of the following error codes:

B_BAD_VALUE Thesignaturepassed is not valid or it doesn't
designate an available application.

This return value may also signify that an attempt
is being made to send an on-launch message to an
application that doesn’'t accept messages (that is, to
aB_ARGV_ONLY application).

B_ERROR Theexecutabldile can't be found.
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B_ALREADY_RUNNING The application is already running and can't be
launched again (it's B_SINGLE_LAUNCH or
B_EXCLUSIVE_LAUNCH application).

B_LAUNCH_FAILED The attempt to launch the application failed for
some other reason, such as insufficient memory.

See also: the BMessenger classetApplinfo()

RemoveApp()
void RemoveApp(team_idteam)

Removes the application identified tsamfrom the roster of running applications.

TeamFor(), IsRunning()

team_idreamFor(ulongsignaturg const
team_idleamFor(record_refexecutabliconst

bool IsRunning(ulongsignaturg const
boolIsRunning(record_refexecutablgconst

Both these functions query whether the application identified Bigiteture or by a
reference to itexecutabldile in the database, is runninteamFor() returns its team
identifier if it is, andB_ERROR if it's not. IsRunning() returnsiRUE if it is, andFALSE if it's
not.

If the application is running, you probably will want its team identifier (to set up a
BMessenger, for example). Therefore, it's most economical to simpheaaiFor() and
foregolsRunning().

If more than one instance of thiginatureapplication is running, or if more than one
instance was launched from the sawecutabldile, TeamFor() arbitrarily picks one of
the instances and returnstiéam_id.

See also: GetApplList()
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This section lists the global variables, constants, and defined types that are defined by the
Application Kit. There’s just a few defined types, three global variatiesapp,

be_roster, andbe_clipboard—and a handful of constants. Error codes are documented in
the chapter on the Support Kit.

Although the Application Kit defines the constants for all system messages (such as
B_REFS_RECEIVED, B_ACTIVATE, andB_KEY_DOWN), only those that mark system
management and application messages are listed here. Those that designate interface
messages are documented in the chapter on the Interface Kit.

Global Variables

be_app
<app/Application.h>
BApplication *be_app

This variable provides global access to your application’s BApplication object. It's
initialized by the BApplication constructor.

See also: the BApplication class

be clipboard
<app/Clipboard.h>
BClipboard *e_clipboard

This variable gives applications access to the shared repository of data for cut, copy, and
paste operations. It’s initialized at startup; an application has just one BClipboard object.

See also: the BClipboard class
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be roster
<app/Roster.h>
BRoster be_roster

This variable points to the global BRoster object that's shared by all applications. The
BRoster keeps a roster of all running applications and can add applications to the roster by
launching them.

See also: the BRoster class

Constants

Application Flags
<app/Roster.h>

Defined constant

B_BACKGROUND_APP
B_ARGV_ONLY
B_LAUNCH_MASK

These constants are used to get information fromeabefield of anapp_info structure.

See also: BRoster::GetApplinfo(), “Launch Constants” below

Application Messages
<app/AppDefs.h>

Enumerated constant Enumerated constant
B_ACTIVATE B_ARGV_RECEIVED
B_READY_TO_RUN B_REFS_RECEIVED
B_APP_ACTIVATED B_PANEL_CLOSED
B_ABOUT_REQUESTED B_PULSE

B_QUIT_REQUESTED

These constants represent the system messages that are received and recognized by the
BApplication class. Application messages concern the application as a whole, rather than
any particular window thread. See the introduction to this chapter and the BApplication
class for details.

See also: “Application Messages” on page 16 of the chapter introduction, “System
Management Messages” on page 113 below
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Cursor Constants
<app/AppDefs.h>
const unsigned ch@r HAND_CURSOR]]
const unsigned cha&r|_BEAM_CURSOR][]

These constants contain all the data needed to set the cursor to the default hand image or to
the standard I-beam image for text selection.

See also: BApplication::SetCursor()

Data Type Codes
<app/AppDefs.h>

Enumerated constant Enumerated constant

B_BOOL_TYPE B_ASCII_TYPE
B_CHAR_TYPE B_STRING_TYPE

B_UCHAR_TYPE
B_SHORT_TYPE
B_USHORT_TYPE
B_LONG_TYPE
B_ULONG_TYPE
B_FLOAT TYPE
B_DOUBLE_TYPE
B_POINTER_TYPE
B_OBJECT_TYPE

B_RTF_TYPE
B_PATTERN_TYPE
B_RGB_COLOR_TYPE
B_RECORD _TYPE

B_TIME_TYPE

B_MONEY_TYPE

B_RAW TYPE
B_MONOCHROME_1_BIT_TYPE
B_GRAYSCALE_8 BIT_TYPE

B_POINT_TYPE B_COLOR_8_BIT_TYPE
B_RECT TYPE B_RGB_24 BIT_TYPE [sic]
B_MESSENGER_TYPE B_TIFF_TYPE

B_REF_TYPE B_ANY_TYPE

These constants are used in a BMessage object to describe the types of data the message
holds. B_ANY_TYPE refers to all types; the others refer only to a particular type. See the
BMessage class for more information on what they mean.

See also: “Type Codes” on page 71 of the BMessage class overview
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filter_result Constants
<app/MessageFilter.h>

Enumerated constant
B_SKIP_MESSAGE
B_DISPATCH_MESSAGE
These constants list the possible return values of a filter function.

See also: BMessageFilter::Filter()

Launch Constants
<app/Roster.h>

Defined constant

B_MULTIPLE_LAUNCH
B_SINGLE_LAUNCH
B_EXCLUSIVE_LAUNCH

These constants explain whether an application can be launched any number of times,
only once from a particular executable file, or only once for a particular application
signature. This information is part of thegs field of anapp_info structure and can be
extracted using the LAUNCH_MASK constant.

See also: BRoster::GetApplnfo(), “Application Flags” above

Message Constants
<app/AppDefs.h>

Enumerated constant

B_NO_REPLY
B_MESSAGE_NOT _UNDERSTOOD

B_HANDLERS_INFO
B_SIMPLE_DATA

B_CUT
B_COPY
B_PASTE

These constants mark messages that the system sometimes puts together, but that aren’t
dispatched like system messages. See “Standard MessagedViestage Protocols
appendix for details.

See also: BMessage::SendReply(), the BTextView class in the Interface Kit,
BHandler::HandlersRequested()
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message_delivery Constants
<app/MessageFilter.h>

Enumerated constant

B_ANY_DELIVERY
B_DROPPED_DELIVERY
B_PROGRAMMED_DELIVERY

These constants distinguish the delivery criterion for the application of a BMessageFilter.

See also: the BMessageFilter constructor

message_source Constants
<app/MessageFilter.h>

Enumerated constant

B_ANY_SOURCE
B_REMOTE_SOURCE
B_LOCAL_SOURCE

These constants list the possible constraints on the message source for the application of a
BMessagekFilters.

See also: the BMessageFilter constructor

System Management Messages
<app/AppDefs.h>

Enumerated constant

B_QUIT_REQUESTED
B_HANDLERS_REQUESTED

These constants represent system messages that are used to help run the messaging
system. They're received and recognized by generic BLooper objects.

See also: “System Management Messages” on page 15 of the introduction, “Application
Messages” on page 110 above

The Application Kit —113



Defined Types Global Variables, Constants, and Defined Types

Defined Types

app_info
<app/Roster.h>

typedef struct {
ulongsignature;
thread_idhread;
team_idteam;
port_idport;
record_refef;
ulongflags;

} app_info

This structure is used by BRosteGstApplinfo(), GetRunningApplnfo(), and
GetActiveApplinfo() functions to report information about an application. See those
functions for a description of its various fields.

See also: BRoster::GetApplnfo()

filter_result
<app/MessageFilter.nh>
typedef enum { . . . jilter_result

This type distinguishes between theKIP_MESSAGE andB_DISPATCH_MESSAGE return
values for a filter function.

See also: BMessageFilter::Filter()

message_delivery
<app/MessageFilter.n>
typedef enum { . . . jnessage_delivery

This type enumerates the delivery criteria for filtering a message.

See also: the BMessageFilter constructor
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message_source
<app/MessageFilter.h>
typedef enum { . . . jnessage_source

This type enumerates the source criteria for filtering a message.

See also: the BMessageFilter constructor
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