Use Controls

Use Controls

Controls are displayed in Toolbox panel from where they can be dropped into scenes which will
result in control nodes.
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A "Show Controls as Big lcons/List" button is available in the upper right corner. If this button is
used, a different presentation mode - as icons instead of a text list of items - will be made available
(see the image below).
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The Scene Tree panel of a scene lists a control node as a single entity with all the anchors defined
as children.
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New content (other nodes) can be added from the Import or Toolbox panels to anchors by dropping
a new node over an anchor and editing it in the Properties panel as usual.

Control Properties

By using the context menu the "Configure Public Control Properties" panel will get opened. This can
be done by selecting the "Control Properties..." operation from the context menu.

The "Configure Public Control Properties" panel can be opened just when a control
scene is selected - as can be seen in the image below.
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In this way, a new dialog "Configure Public Control Properties" opens where the user can choose
which properties of the widget should be available (i.e. public) in the control.

All the properties of those control nodes (i.e. instances of controls) which are present
within a control scene - in conjunction with behaviors and widgets - are displayed in
the "Configure Public Control Properties" dialog

If necessary, the user can use the fields available under the "Name" and "Tooltip" sections to
introduce any useful piece of information. The values filled by the user in the "Configure Public
Control Properties" dialog will be visible in the "Properties" panel.
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All the name of the properties have to be distinct/different. If not, a "Property name must be
unique." warning message will be displayed.
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If all the names are different, the properties which were selected as "public" will be displayed as

public properties in the Properties panel. It is possible to remove any of these properties by using
the "X" button.
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If the control with public properties is used in a scene, those properties will be visible in the
Properties panel, too.
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When the control is used in a scene, any of the public properties can be set or modified but none of
the properties can be removed.

The display order of public properties in the property panel can be set in the [ Public Control
Property Configuration ] dialog. You can change the display order by clicking the button to the left
of each property name displayed in the Public properties, or by dragging and dropping each
property.
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Control Updates

When a control is being edited, the changes are reflected in all the scenes using that control.
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