CREATING AND USING MENUS IN POWERBUILDER





All windows in an application, except child and response windows should have menus. If a window does not have a menu, a previous displayed menu will stay on screen which may or may not be appropriate for a given window. So, the general strategy should be just to have a menu for the mdi frame and make it appropriate for all windows, or have a specific menu for all windows.





Following diagram shows the structure of a menu:
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By convention, ellipsis points (…) following a menu item indicate that clicking the item will display a dialog box and the user will have to provide further responses to continue.





After designing a menu, we can use them in one of two ways:





Associate a menu with a window. In this case the menu will display whenever the corresponding window is displayed. Or,


Write a script to execute the popup menu function.





Clicking the empty space to the right of the last defined menu object will allow us to add a new menu bar item.





By pressing TAB to go the first empty box for a menu bar item will allow you add a dropdown menu item for a menu bar object.





Clicking the Next Level button or Selecting Edit ( Next Level from the menu bar will allows to add a cascading menu item.





When you add a menu item powerbuilder gives a default name for that menu item.  This name is used when you refer to this menu object in a script.





You can set many properties of a menu item.  Some of these properties are described below:





An accelerator key, also called the pneumonic access key, allows user to select the item from the keyboard by pressing the ALT+KEY, when the menu is displayed. 





Short cut keys are combinations of keys that a user can press to select a menu object anytime, whether the menu is displayed or not.





In general, all menu items should have accelerator keys and commonly used menu items should have shortcut keys.





To create a separation line in a list of menu items, simply type a single dash (-) as the menu object text.





In an MDI application, we can associate a menu object with a toolbar button and associate the toolbar button with a picture.





There are only two events associated with menus: clicked and selected.





You can inherit a menu from another menu instead of creating it from scratch.  When creating such descendent menu, we can insert menu objects in the middle of drop down or cascading menu or in the middle of the menu bar. To do this, in the parent menu, select Shift Over/Down for all of the following menu objects. Menu objects in the menu bar need to be shifted right and menu objects in the dropdown or cascading menu need to be shifted down.





You can reference a menu object in writing scripts for windows and controls as shown in the following example:





m_main.m_maintenance.enabled





You can also display a popup menu as shown in the following example:





m_test.m_help.Popmenu(pointerX(), PointerY())





If a menu is not already associated with a window,  you must create an instance of the menu befor
