Mid-level Design of the OKweb 2 User Interface
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1 - Introduction

This document constitutes the mid-level software design of the user interface portion of the OKweb 2 client. 

2 - Overview

The client is to be implemented in the Java programming language using the JDK 1.1 from Sun Microsystems, and is to work as an applet with most popular web browsers that include support for Java. In addition it is to be buildable as a standalone Java application. AWT is to be used as the foundation for the GUI. 

As noted in the Architecture document, the OKweb 2 client consists of: 

· Applet Supporting Code; code that is used in the applet case but not in the standalone case. In some cases it will be most efficient to have this code in both products. 

· Standalone Supporting Code; code that is used in the standalone case but not in the applet case. The same comment applies as above. 

· 
· Shared Memory; the client-side implementation of the shared memory manager. This document references the shared memory manager implicitly when it talks about the Data Dictionary, but does not describe it. 

· Communication Manager; the client-side implementation of the communication manager. That is not described here either, but the GUI classes and Game Objects initialize it and use it to send and receive notifications. 

The client classes that we develop may be logically grouped as follows: 

· view - GUI or AWT-specific classes that interact (directly or through Game Objects) with the Communication Manager or Shared Memory, or that are containers or superclasses for such classes. 

· widget - GUI or AWT-specific classes that do not fall into the view category. 

· go - Game Objects (formerly known as Business Objects) 

· comm - The Communication Manager, Shared Memory and the Data Dictionary 

We had considered using these group names as package names, but packages will not be used due to the need to conserve space. Everything that we build will be put into a simple flat namespace. This may change. 

The client is to be implemented in Java 1.1, without Swing nor any other packages that are unlikely to exist on the targeted platforms. 

Dictionary field names as presented in this document are only to clarify the class descriptions. They are not definitive; "dictionary.txt" and derived java file "fields.java" should be referred to for definitive lists of field definition names and values. 

3 - Performance Characteristics

An important and perhaps difficult performance requirement is to give the user meaningful feedback, including a portion of the tables listing, with 15 seconds of the time that the applet first starts to load. 

This assumes (relatively fast) modem speeds and so implies a maximum getting-started download size of about 50 kilobyes of compressed bytecode and images. It appears that about 25K of this will be already taken up by the Shared Memory and Communication Manager components and associated overhead, leaving about 25K for the user interface classes required for the initial display. 

We cannot fit the whole applet into 50K, so multiple JAR files are called for. This article discusses delayed loading of JAR files. That does not seem to work with IE6 (with the Microsoft 1.1.x JVM), however in that case it seems you can have multiple JARs in the ARCHIVE tag with only the first being loaded initially. It's possible that either method will need to be combined with this one; as of this writing we're still experimenting to see what possibilities will work. 

This article suggests that we should eliminate use of packages, and put things into a single class that might otherwise use multiple classes. This applies also to inner classes. Also it may be good to run a small applet on an earlier web page, so that the client's JVM is already loaded when the OKweb applet is invoked. 

We will surely want to use an optimization tool. JoGa is one possibility. Experiments show that it can reduce JAR size by about 35%. Such a tool will also reduce or eliminate the need for short identifiers in code. 

It has been suggested that to improve performance the programmer should use private or inner classes (instead of public) where possible. This may be questionable; it appears that private vs. public does not affect the footprint. 

Looks like we have to code a sorting algorithm for presenting lists of tables, players, etc. in the desired order chosen by the user. Here are some algorithms already programmed in Java. The "Fast Quick Sort" looks pretty good. 

The Shared Memory Manager transmits updates as they occur, even if an update is already obsolete when it is physically transmitted. Therefore the client must be careful to avoid many repeated updates of the same shared data item in rapid succession. 

More performance tips may be found here. 

  

4 - Class Descriptions

4.1 - Categories

OKweb classes are presented here in the following categories: 

· Infrastructure 

· Main Area 

· Chat/Messages Area 

· Information Area 

· Tables 

· Players 

· Convention Cards 

· Hands 

· Help 

· Dialogs 

· Widgets 

4.2 - Infrastructure

Infrastructure classes are those that relate to the OKweb applet or application as a whole. 




· 
· 
· 
· 
· 
· 
· 
·  

OKwebStandalone

This class contains the logic that is specific to the standalone version of the application.  Most of this logic pertains to the launch sequence.  The steps performed on launch are as follows:

1. Process the command line.

2. Initialize the PlatformDetect object.

3. Determine location of program directory, if any.

4. Read settings from initialization file.

5. Check for a software update.

6. Load additional application jar files.

7. Get the user’s login and password.

8. Locate a proxy server to which to connect.
9. Display the message of the day.
10. Instantiate the main program window.

The following command line parameters will be supported:

--proxy IP-address-or-name

Specifies name of proxy to which to connect.

--port  port-number

Specifies port number of proxy.

--user username


Specifies username

--password password

Specifies password

--debug



If present, outputs verbose debug information.

--in



Specifies name of a file from which to read protocol messages.

--out



Specifies file where protocol messages should be written.

--noupdate


Do not attempt to update the application jar files.

--agent agent-string

Specifies a user-agent string.

The location of the program directory is platform-specific.  It is determined as follows:


Windows
\Program Files\OKweb2


Linux/Unix
$HOME/OKweb2
Mac OS X
$HOME/OKweb2

Within this directory, the following subdirectories will be used:


jars

Location of jar files used by the OKweb2 application.


cache

Location where images are cached.

The initialization file is named “rc” and it contains a sequence of “name=value” pairs.  The following values are permitted:


proxy=ip-address-or-name


port=proxy-port-number


user=username


password=password

A special-purpose class loader, called the DeferredClassLoader, is instantiated for downloading and loading the remaining classes that make up the OKweb2 application.  When the DeferredClassLoader is instantiated, it creates a thread for downloading and archiving additional class files in the background.  See the section on the DeferredClassLoader.

After the DeferredClassLoader is instantiated, the next step is to get the user’s login name and password.  This is done through instantiating a LoginDialog window.  

Next, the standalone must locate a proxy with which to communicate, if none was given on the command line nor in the initialization file.  This is determined using the proxy identification protocol, and it is implemented by the ProxyLocator class.  See the Communication Protocol document for details on the protocol.
Next, the standalone downloads and displays a message of the day.  This is performed with the MessageOfTheDay class.

Next, the standalone checks to see whether or not the DeferredClassLoader has finished loading the classes needed to display the initial program frame with the tables listing.  If it has not yet finished, then a dialog is displayed (the LoadingDialog) with a progress meter letting the user know that additional software is being downloaded.  The application then waits for the DeferredClassLoader to finish loading these classes.
Once all of these steps have been completed, the final step in the Standalone initialization process is to launch the main application.  The username, password, proxyname and proxy port are stored as static values in the Launch class.  The Standalone then uses the ArchivalClassLoader to load the OKweb2 class and create a new instance of a OKweb2 object.  This causes control to be transferred to the main program.





· 
· 
· 
· 
OKwebApplet
OKwebApplet is derived from java.applet.Applet. 

The structure of the applet initialization sequence depends partially upon whether or not we decide to provide a signed applet.  The following steps describe the applet initialization sequence in either case.  These are performed by the applet init() method.

1. Process the applet parameters.

2. Initialize the PlatformDetect object.

3. If this is a signed applet, then perform the following steps:

a. Create a LoadingDialog window.

b. Determine location of program directory, if any.

c. Read settings from initialization file.

d. Check for a software update.

e. Load additional application jar files.

4. Instantiate the main program window.

The following applet parameters are supported:


user=username

Specifies username.  Mandatory.


password=password
Specifies password.  Mandatory.


proxy=proxy-ip

Specifies IP address of proxy.  Mandatory (??)


port=proxy-port

Specifies port number on proxy. Mandatory (??)


agent=user-agent-string
Specifies user agent string.  Mandatory (??)

The LoadingDialog is a window containing a TitlePanel that informs the user that additional jar files are being downloaded.  It contains a progress meter that tracks the progress of downloading the initial jar file.  After the initial jar file is loaded, this window dismisses itself.

OKweb2

This class performs further initialization.  The steps it performs are as follows:

1. Opens a connection to the proxy at the specified IP address and port.

2. Transmits the username and password to the proxy.

3. Creates instances of the Protocol Manager, Shared Memory Manager, and related classes.

4. Instantiates the  ProgramFrame.

This class also implements a destroy() method, which performs the following steps:

1. Calls ProgramFrame.dispose().

2. Closes the socket to the proxy and clears all references to major program objects, thereby facilitating garbage collection.

The OKweb2 class contains the following public static member variables:

SharedDictionary instance


ProtocolManager instance


TimestampManager instance

ProgramFrame instance

MainArea instance

InformationArea instance that is displayed in the ProgramFrame





· 



· 
ProgramFrame 

Extends java.awt.Frame and Implements OKweb's main top-level window. It contains three main panels: the Lobby Area (MainArea), The Information Area (InformationArea), and the Chat Area (ChatMessagesArea). 
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This window supports the following functionality: 

1. It uses a custom layout manager. When the main window is resized by dragging a corner or one of the edges, the layout manager recomputes the sizes that are assigned to each of the main panels and causes them to redraw themselves accordingly. 
2. As the window is resized vertically, only the size of the Chat/Messages area is affected. Horizontal resizing causes only the Main Area size to change. 

3. The Main Area's minimum height will be that required to show its tabs; its minimum width is 10 pixels. The Chat/Messages Area's minimum height is that required to show all the controls in the Chat Area; its minimum width is that required to show all controls. The Information Area's minimum height is the same as that of the Main Area; its minimum width is zero. 

4. It responds to collapse/uncollapse requests generated by the "collapse" button in the Information Area. When the window is collapsed, the Information Area panel has its contents replaced by the logo panel, InfoCollapsed, and the overall frame reduces itself in size accordingly. 

5. . 

6. The location of the main frame, its size, and the sizes of its subwindows are made available so that they may be transmitted to the proxy as session settings. ProgramFrame is responsible for keeping track of these items and updating them into the Data Dictionary. To reduce network activity, changes to window position and size while the mouse button is depressed are stored in private variables until the mouse button is released, at which time they are updated to the Data Dictionary. 

7. It has a reset method that resets the window to its default settings. 

Important methods: 

· public void init(State state) - Called from init() in the Applet-derived OKweb class instance, or (perhaps indirectly) via the standalone application's main() method (state's applet reference is null in the standalone case). Loads a layout manager and instantiates MainArea, InformationArea and ChatMessagesArea. Sets listeners for the Collapse button and the frame's close button. Sets a listener to be notified (by the Comm Manager) if the network connection is closed. [I do not understand why a separate init() method is required.  Shouldn’t this be done by the ProgramFrame’s constructor?]
· public void destroy() - Called when termination is requested by the user, or from the applet's destroy() method. Closes the network connection and kills any threads created, probably via some call to the Comm Manager.  Transmits a message to the proxy notifying it of a normal termination.  Calls the ProgramFrame’s dispose() method.
Data Dictionary items referenced: 

· usersettings.winMainFrame.x - int 

· usersettings.winMainFrame.y - int 

· usersettings.winMainFrame.width - int 

· usersettings.winMainFrame.height - int 

· usersettings.winMainArea.width - int 

· usersettings.winMainArea.height - int 

· usersettings.winMainArea.collapsed - boolean 

Notifications received: 

· EX - Exit 

Notifications sent: 

· EX - Exit 

4.3 - Main Area

MainArea [container] 
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Implements the large area in the top left of the main OKweb window. 

Uses CardLayout to show one of three different sub-panels: a TabbedPane, a New Table Setup panel, or a Game Play panel. The TabbedPane in turn shows one of eight different types of views, according to the particular tab and view mode selected. 

Click on any of the items below to see a crude image; the image above is a better representation of the desired look and feel. 

The following is a list of views inside the TabPanel. Note this is not a list of classes - several of these views will be implemented with the same class: 

· Tables Icon View (also displayed above) 

· Tables List View 

· Players Icon View 

· Players List View 

· Tournaments Icon View 

· Tournaments List View 

· Tournament Players Icon View 

· Tournament Players List View 

Views (other than the TabPanel) that occupy the entire Main Area are: 

· New Table Setup 

· Game Play - Server's View (shown with empty seats) 

· Game Play - Player's View 

· Game Play - Watcher's View 

These views will be implemented with some separate classes as described below. Note that to help achieve our performance requirements the classes supporting the Tables views will be in the initially loaded JAR file, and the classes for other views should be in one or more other JARs. 



· 
· 
· 
· 
· 
· 





The tab names and default tab selection are user-selectable defaults whose values are maintained in the Data Dictionary. See the Lobby Settings dialog. 
Subpanels of the MainArea are instantiated using the LazyLoadedComponent class, so as to allow us to keep the size of the initial download small.
Clicking on the OKbridge logo in the upper left corner of the MainArea causes a browser window to be launched and the OKbridge home page to be displayed.
If a Join table notification is received, the MainArea switches to the “GamePlayView”.  If a LeaveTable notification is received, the MainArea switches to the most recent Tables or Players view that was displayed.
Important methods: 

· public MainArea() - Constructor. 

· public void showPanel (String panelName) – Causes the specified panel to be displayed in the MainArea.  Possible values for panelName are as follows.

· “NewTableSetup”

· “GamePlayView”

· “Tables0”

· “Tables1”

· “Players0”

· “Players1”

· “Tournaments”
· 
· public void itemStateChanged(ItemEvent e) – Responds to events from the TabbedPane requesting that different panes be displayed.  Translates these events into calls to showPanel().

· 
· 
· 
· 
· 
· 
· 

· 
·  

Notifications received:

· ?? Join table
· ?? Leave table
TablesView [container] 

[image: image3.jpg]TourMini

T

MR

pswrcH

e
m

ipoot

52 65

nadinem

Intuing

streoty

5

TEANA

TEAHNA

Hie e Zien
& &

rimadevi

Intuing

nuety






 INCLUDEPICTURE "http://sunsetsystems.com/okweb2docs/TablesListView.jpg" \* MERGEFORMATINET [image: image4.jpg]Iable Open Peaple | Level Notes
Brcern To . RC Fi i peciaits wole e
imandel Ves T IMENT H NET ™ Need 2 C pleasel
aricerdn Ro  MP-NC 4 i spectsters welcome
imanriel Ves MG ? NCht  Neard? NG plaasel
aricardo No  MP-NC 1 iy spoctatere woleame
Hriandel Yes  MPNC 2 NCHU  Newui2 NG pluasel
ancerto Ro MPNC 4 2 spectaters welcame
#mandel Ves  M>C 2 NCht  Need2NCpleasel
aricerdo Mo MP-NC 4 Fie spactaters walcame
#mandlel Ves IMONC 2 NCht  Meed2HCpleasel
aricertn No  MP-NC 4 S5 spectatcrs welcame
#mandel Yes MO " NCht  Need 2 KU pleasel
aricerdo Ro  MP-NC ] i spectsters welcome
#mandlal Vas MG 2 NCht  Nesd2NCplsasel
aricerdo Ko MPHC 4 oS spectaters welcame
mandel Yes  IMP-NC 2 NCht  Need2NC pleasel
aricerdo Ro  MP-NC 4 i spectstcrs welcome
imanriel Ves MG ? NCht  Nead? NG plaasel
sricerdo Mo MP-NC 4 i cpactaters walcams






 INCLUDEPICTURE  \d "http://sunsetsystems.com/okweb2docs/TablesIconView.jpg" \* MERGEFORMATINET 

 INCLUDEPICTURE  \d "http://sunsetsystems.com/okweb2docs/TablesListView.jpg" \* MERGEFORMATINET 
Displays an icon or list view of tables, including a scrollbar and a button bar. The scrolling list is an IconList or a MulticolumnTextList, depending on the user's chosen view. The view choice is maintained in the Data Dictionary and is thereby saved between sessions. The button bar at the bottom comprises TextButton widgets. 

TablesView will implement the ItemListener interface and an itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to know about the user's selecting a new table.  When a table is selected, the “Ask to Play” and “Watch” buttons will be active.  Otherwise, they will be inactive and grayed out.
It will also need to implement ActionListener and actionPerformed() (possibly with an inner class) in order to act on selection of the View Icons or View List button.  When a table is double-clicked, an actionEvent is generated.  Double clicking a table is equivalent to selecting the table and clicking the “Watch” button.
The Ask to Play and Watch buttons are disabled and greyed out if no table is selected. 
If a table is selected and the “Ask to Play” button is clicked, a dialog is displayed telling the user that the server of the table has been informed of his request to play.  From this dialog, the user may be taken to the table.  (See the UI spec, section 4.5, p. 27).

If a table is selected and the “Watch” button is clicked, a message is sent to the proxy requesting to join the table.  When the proxy transmits a confirmation that the table has been joined, the MainArea switches to the GamePlayView.
If the “New Table” button is clicked, the MainArea switches to the “NewTableSetup” view.
There are quite a few items from the Data Dictionary that are referenced for filtering, sorting and formatting of the tables display. They are listed below, and may be further understood from the description of the Open/All Tables tab of the Lobby Settings Dialog. Some of these settings are not applicable to the icon view. 
Note that there are two instances of the TablesView instantiated in an OKweb2 session.  One instance corresponds to the “Open Tables” tab in the MainArea, and the other instance corresponds to the “All Tables” tab in the MainArea.  In future updates to OKweb, there may be additional tabs and additional instances of the TablesView.
Important methods: 

· public TablesView(String panelName) - Constructor.  panelName can be either “Tables0” or “Tables1”.  
· public void select() – This method is invoked when this TablesView is selected as a result of clicking on the corresponding tab in the MainArea.  The select() method causes the tablelist.panelName hash to be subscribed from the data dictionary.

· public void deselect() – This method is invoked when this TablesView is deselected as a result of clicking on the corresponding tab in the MainArea.  The deselect() method causes the tablelist.panelName hash to be unsubscribed from the data dictionary.
· public void actionPerformed(ActionEvent e) – This method is invoked in response to double-clicking on tables in the TablesView.  It sends a message to the proxy requesting to join the table.
· public void itemStateChanged(ItemEvent e) – This method is invoked when tables are selected and deselected in the TablesView.  When a table is selected, the “Ask To Play” and “Watch” buttons become active. 
· 
·  

Data Dictionary items referenced: 

· usersettings.tablesView.Open.* - Settings for the Open Tables tab 

· usersettings.tablesView.All.* - Settings for the All Tables tab 

· usersettings.tablesView.*.IsList - boolean, True if the list view was last chosen. 

· usersettings.tablesView.*.Select - 0=all, 1=where I can play, 2 = where I can watch 

· usersettings.tablesView.*.listBy - 0=newest first, 1=alphabetically 

· usersettings.tablesView.*.isNovice - boolean 

· usersettings.tablesView.*.isIntermediate - boolean 

· usersettings.tablesView.*.isAdvanced - boolean 

· usersettings.tablesView.*.isExpert - boolean 

· usersettings.tablesView.*.ratingMin - float 

· usersettings.tablesView.*.ratingMax - float 

· usersettings.tablesView.*.isIMP - boolean 

· usersettings.tablesView.*.isMP - boolean 

· usersettings.tablesView.*.isRubber - boolean 

· usersettings.tablesView.*.isSAYC - boolean 

· usersettings.tablesView.*.is2Over1 - boolean 

· usersettings.tablesView.*.isPrecision - boolean 

· usersettings.tablesView.*.isGoren - boolean 

· usersettings.tablesView.*.isACOL - boolean 

· usersettings.tablesView.*.jerseyShows - 0=level, 1=rating, 2=friends, 3=systems 

· usersettings.tablesView.*.showFriends - int 0=no, else column position 

· usersettings.tablesView.*.showLevel - int 0=no, else column position 

· usersettings.tablesView.*.showNote - int 0=no, else column position 

· usersettings.tablesView.*.showOpen - int 0=no, else column position 

· usersettings.tablesView.*.showPeople - int 0=no, else column position 

· usersettings.tablesView.*.showRating - int 0=no, else column position 

· usersettings.tablesView.*.showScoring - int 0=no, else column position 

· TableList.* - Key is table name. All tables are represented. 

· tablelist.*.friends.* 

· tablelist.*.level 

· tablelist.*.note 

· tablelist.*.open 

· tablelist.*.players 

· tablelist.*.rating 

· tablelist.*.scoring 

· tablelist.*.err 

· tablelist.*.starttime

· tablelist.*.<seatname>.playername

· tablelist.*.<seatname>.playerlevel

· tablelist.*.<seatname>.playerrating

· tablelist.*.<seatname>.systems
PlayersView [container] 
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Displays an icon or list view of players, including a scrollbar and a button bar. The scrolling list is a ScrollingIconPanel or a ScrollingListPanel, depending on the user's chosen view. The view choice is maintained in the Data Dictionary and is thereby saved between sessions. The button bar at the bottom comprises TextButton widgets. 

PlayersView will implement the ItemListener interface and an itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to know about the user's selecting a new player. 

It will also need to implement ActionListener and actionPerformed() (possibly with an inner class) in order to act on selection of the View Icons or View List button. 

The Ask to Play and Watch buttons are disabled and greyed out if no player is selected. 

There are quite a few items from the Data Dictionary that are referenced for filtering, sorting and formatting of the players display. They are listed below, and may be further understood from the description of the Friends and Players tabs of the Lobby Settings Dialog. Some of these settings are not applicable to the icon view. 

Important methods: 

· public PlayersView(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingListView and ScrollingIconView for descriptions of this method. 

· public int compareItems(int item1, int item2, int column) - To implement the ItemComparer interface. See ScrollingListView for a description of this method. 

Data Dictionary items referenced: 

· usersettings.PlayersView.open.* - Settings for the Friends tab 

· usersettings.PlayersView.all.* - Settings for the Players tab 

· usersettings.PlayersView.*.isList - boolean, true if the list view was last chosen. 

· usersettings.playersView.*.isFriend - boolean 

· usersettings.playersView.*.isLobby - boolean 

· usersettings.playersView.*.isSpectator - boolean 

· usersettings.playersView.*.isNovice - boolean 

· usersettings.playersView.*.isIntermediate - boolean 

· usersettings.playersView.*.isAdvanced - boolean 

· usersettings.playersView.*.isExpert - boolean 

· usersettings.playersView.*.ratingMin - float 

· usersettings.playersView.*.ratingMax - float 

· usersettings.playersView.*.isSAYC - boolean 

· usersettings.playersView.*.is2Over1 - boolean 

· usersettings.playersView.*.isPrecision - boolean 

· usersettings.playersView.*.isGoren - boolean 

· usersettings.playersView.*.isACOL - boolean 

· usersettings.playersView.*.showCountry - int 0=no, else column position 

· usersettings.playersView.*.showFriend - int 0=no, else column position 

· usersettings.playersView.*.showLevel - int 0=no, else column position 

· usersettings.playersView.*.showLocation - int 0=no, else column position 

· usersettings.playersView.*.showMemo - int 0=no, else column position 

· usersettings.playersView.*.showName - int 0=no, else column position 

· usersettings.playersView.*.showRating - int 0=no, else column position 

· usersettings.playersView.*.showSystem - int 0=no, else column position 

· playerlist.* 

· playerlist.*.country 

· playerlist.*.friend 

· playerlist.*.level 

· playerlist.*.location 

· playerlist.*.memo 

· playerlist.*.ratingMP 

· playerlist.*.ratingIMP 

· playerlist.*.system 

· playerlist.*.fullname 

· playerlist.*.email 

TourneysView [container] 
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Displays an icon or list view of tournaments, including a scrollbar and a button bar. The scrolling list is a ScrollingIconPanel or a ScrollingListPanel, depending on the user's chosen view. The view choice is maintained in the Data Dictionary and is thereby saved between sessions. The button bar at the bottom comprises TextButton widgets. 

TourneysView will implement the ItemListener interface and an itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to know about the user's selecting a new tournament. 

It will also need to implement ActionListener and actionPerformed() (possibly with an inner class) in order to act on selection of the View Icons or View List button. 

The Go to Tournament, View Schedule and View Results buttons are disabled and greyed out if no tournament is selected. 

Important methods: 

· public TourneysView(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingListView and ScrollingIconView for descriptions of this method. 

· public int compareItems(int item1, int item2, int column) - To implement the ItemComparer interface. See ScrollingListView for a description of this method. 

Data Dictionary items referenced: 

· usersettings.tourneysView.isList - boolean, true if the list view was last chosen. 

· tourneylist.* - The current list of tournaments. Key is tournament name. 

· tourneylist.*.status - Enum: Future, Starting, Under Way, Just Completed. 

· tourneylist.*.day - Day of week (0-6). 

· tourneylist.*.time - Starting time. 

· tourneylist.*.scoring - 0=rubber, 1=dup, 2=imp, 3=butler, 4=mp, 5=vp20, 6=vp30 

· tourneylist.*.length 

· tourneylist.*.note 

TourneyPlayersView [container] 
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Displays an icon or list view of the players in a selected tournament, including a scrollbar and a button bar. The scrolling list is a ScrollingIconPanel or a ScrollingListPanel, depending on the user's chosen view. The view choice is maintained in the Data Dictionary and is thereby saved between sessions. The button bar at the bottom comprises TextButton widgets. 

Columns depicted in the list view image above are not correct. Column titles are fixed, and should be: 

· Player 

· Partner 

Other columns are TBD (LHO and RHO?). The Partner column is to be blank for players who do not yet have a partner for the tournament. 

TourneyPlayersView will implement the ItemListener interface and an itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to know about the user's selecting a new player. 

It will also need to implement ActionListener and actionPerformed() (possibly with an inner class) in order to act on selection of the View Icons or View List button. 

The Request Partner and Kibitz Players buttons are disabled and greyed out if no player is selected. The Request Partner button is disabled and greyed out if the selected player already has a partner. 

Important methods: 

· public TourneyPlayersView(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingListView and ScrollingIconView for descriptions of this method. 

· public int compareItems(int item1, int item2, int column) - To implement the ItemComparer interface. See ScrollingListView for a description of this method. 

Data Dictionary items referenced: 

· usersettings.tourneyPlayersView.isList - boolean, true if the list view was last chosen. 

· tourneyplayer.*.*.friend 

· tourneyplayer.*.*.fullname 

· tourneyplayer.*.*.partner 

· tourneyplayer.*.*.country 

· tourneyplayer.*.*.email 

· tourneyplayer.*.*.location 

· tourneyplayer.*.*.level 

· tourneyplayer.*.*.memo 

· tourneyplayer.*.*.ratingMP 

· tourneyplayer.*.*.ratingIMP 

· tourneyplayer.*.*.systems 

NewTableSetup [container] 
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Appears in the Main Area when a user selects the New Table button in the view of tables. It displays information and controls for serving. 

This panel is very similar to the Server Settings Dialog, and so is also instantiated within that dialog. 

It will implement ActionListener and actionPerformed() (possibly with an inner class) in order to act on selection of the New Table button, at which time it sends a notification request to the proxy to serve a table. 

Table Scoring in the Table Settings section and the Team Game section are all in the same checkbox group, so only one of the five radio buttons can be selected at a time. 

Important methods: 

· public NewTableSetup(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

Notifications sent: 

· SE - Serve Table 

GamePlayPanel [container] 

GamePlayPanel provides the primary working view of a game in progress, and the ability for players to play cards by manipulating card images. It also causes the Bidding Box and claim-related dialogs to appear at the appropriate times. Buttons are provided for other needs. 
[Need to re-insert images.]
Buttons along the bottom of the panel vary according to whether the user is the server, a client (playing but not serving), or a watcher. This image shows the server's view, and also the case where no players are yet seated. 

This image shows the client's view, and also the case where the dealer is about to make her first call. Contrary to the image, clients do not have a Game Settings button. 

This image is the watcher's view of the above. Note that the only difference is in the selection of buttons. Of course there are also differences in behavior, for example a watcher is not allowed to make bids or play cards. Watchers may choose to see only the cards of the player they watch, or to "show all hands" (incidentally this image is wrong, the checkbox should be shown as checked when the watcher sees the cards). 

Note: the buttons shown above should be positioned more consistently than is shown above, so that buttons having the same purpose should be in the same positions. 

The playing area may contain various custom Components: 

· The duplicate board, which also incorporates a directional arrow showing whose turn it is 

· SeatedPlayer name tags for the seated players 

· Individual CardImage playing cards, each a separate Component so that it may be easily moved around the screen 

· BidCardImage bidding cards, as from a bidding box 

GamePlayPanel will provide the following features: 

· Game play look and feel will be substantially like OKwin. Where OKwin behavior is not reasonable, OKweb 1 will be used as a reference. 

· The appearance and behavior of the panel will be driven by the contents of the Table dictionary portion of the Data Dictionary. Its contents are described below. The panel will subscribe to the appropriate data items so that it can respond effectively to game events. 

· When it is the user's turn to make a call, the Bidding Box Dialog will be opened. The chosen call will cause an update to Table.Hand.Bids, and the corresponding bidding card will be placed on the table, in the same way it would be if Table.Hand.Bids were updated by the Proxy. 

· When it is the user's turn to play a card, the user will be allowed to drag-and-drop a legal card onto the center of the table, or otherwise cause that card to be played. A corresponding update will be made to Table.Hand.Plays, and the display will change in the same way as if Table.Hand.Plays were updated for some other player by the Proxy. 

· When the user is allow to undo, as evidenced by Table.Hand.Undoable, the Undo button will be enabled, otherwise it will be disabled and greyed out. Pressing Undo will cause the Comm Manager to send an Undo Request Notification to the Proxy. 

· When the user is allow to claim, as evidenced by Table.Hand.MacroState, the Claim button will be enabled, otherwise it will be disabled and greyed out. Pressing Claim will open the Claim Request Dialog. 

· The Leave Table button will return the user to the lobby. This is accomplished by writing '*lobby*' to Table.Server. 

· The server's Invite button will open the Invite Players Dialog. 

· The server's Seat button will open the Seat Players Dialog. 

· The server's Skip button will abort play of the current deal and start the next deal. Do this by writing True to Table.Hand.SkipRequest. 

· The server's Clear Score button will clear the session's accumulated scores. Do this by writing True to Table.Hand.ClearRequest. This does not apply to rated play. 

· The server's Close Table button will abort the game in progress, close the table and cause everyone at the table to be returned to the lobby. This is accomplished by writing '*lobby*' to Table.Server. 

· The server's Settings button will open the Game Settings Dialog. 

Important methods: 

· public GamePlayPanel(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· table.name 

· table.server 

· table.undos 

· table.restricted 

· table.scoring 

· table.rated 

· table.team 

· table.lockout.* 

· table.hand.* 

· table.seats.* 

· table.ccns.* 

· table.ccew.* 

· table.players.* 

· table.players.*.role 

· table.hand.state 

· table.hand.nextplayer 

· table.hand.contract 

· table.hand.doubled 

· table.hand.redoubled 

· table.hand.declarer 

· table.hand.leader 

· table.hand.boardid 

· table.hand.dealer 

· table.hand.scoringmode 

· table.hand.deal 

· table.hand.bids.*.id 

· table.hand.bids.*.alert 

· table.hand.plays.*.id 

· table.hand.side.*.vul 

· table.hand.side.*.partscore 

· table.hand.side.*.tricks 

· table.hand.side.*.above 

· table.hand.side.*.below 

· table.hand.side.*.score 

· table.hand.side.*.points 

· session.mp - Zero to clear MP scores. 

· session.imp - Zero to clear IMP scores. 

Notifications received: 

· CQ - Claim response required 

Notifications sent: 

· SK - Skip Request 

· UQ - Undo Request 

· SP - Request to enter or leave spectator mode 

4.4 - Chat/Messages Area

ChatMessagesArea [container] 
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This is the panel contained by ProgramFrame representing the chat/messages area at the bottom of the main OKweb window, and it also provides the functionality for the panel displayed in the tear-off Chat Windows. It contains sub-panels as needed for layout purposes, arranges their contents and establishes appropriate listeners for their components. Layout details are left to the programmer. 

The Chat Area is dedicated to the sending of chat messages. It includes the title "Chat Area" at the top, , a Combobox for entering the desired recipient, another Combobox for the message itself, and "+" and "-" buttons for adding and removing messages from the contents of their Combobox. In the ProgramFrame version of the ChatMessagesArea, a tear-off button is displayed in the upper right corner, which when clicked, causes a new ChatMessagesArea window to be displayed.
In the torn-off version of the ChatMessagesArea, there is a “Private Chat” checkbox.  Checking this box causes the recipient to be fixed as the last person to with whom a private chat message was sent or received.  Only chat messages to and from this person are displayed in the messages area.  The recipient’s picture and country of origin are displayed in the Chat Area.  If space permits, a mini-version of the recipient’s player profile is also shown.
The Messages Area is dedicated to incoming messages. It includes a title bar with a row of buttons, the list of messages (MessagesList) and some images to make the borders look nice. Missing from the image here is the Filter button, which when clicked will open the MessageFilterDialog window.   The Messages Area has complex behavior.  See section 5.7 of the UI spec for details (p. 40).
The MessagesArea generates ItemEvents when messages are selected in the MessagesArea, and the ChatMessagesArea listens for and responds to these events.  When a message sent by another player is selected, the following actions occur:

· If this is not a private chat window, the “Chat with:” recipient is set to the sender of the message.

· The sender’s player profile is displayed in the Information area.

· If the sender is playing at a table, the “Watch” button is enabled.

· If the sender is serving a table, the “Ask To Play” button is enabled.
The MessagesArea generates ActionEvents when messages are double-clicked, and the ChatMessagesArea listens for and responds to these events.  When a message sent by another player is double-clicked, the ChatMessagesArea sends a message to the proxy requesting to join the table where the sender is located.
The contents of the “Chat with:” Choice list are determined by the proxy and are stored in the chatwith hash.  Each time an update occurs to this hash, the “Chat with:” Choice list is rebuilt.  The “Chat with:” hash also includes the identities of the most recent five people with whom the user has communicated privately in this session.

The Chat With field is a combination text field/drop-down list. Users can type a name in the text field or select from a name in the list. The combination feature of the widget allows members to type-ahead. That is, if “th” is typed, the drop-down list scrolls to the first item in the list containing the text “th.” The list contains groups and names depending on the user’s friends list and tables they are currently watching or playing. 

Default text, “[Enter name or Select]” is displayed in the field. When members click on this field or tab into the field, the text is removed.
The Message field is a combination text field/drop-down list. Users can type a message in the text field or select from a default, saved message or recent message in the list. The combination feature of the widget allows members to type-ahead. That is, if “th” is typed, the drop-down list scrolls to the first item in the list containing the text “th.” The list contains up to 20 predetermined, saved and recent messages. Predetermined messages are common messages used in courteous OKbridge member communications.
When there is text in the Message field, the “+” sign is enabled.  Clicking on the “+” sign causes the text in the message field to be added to the chatsaved hash.  When a message in the Message drop-down list is chosen, the “-“ sign will be enabled.  Clicking on the “-“ sign causes the corresponding  message to be deleted from the chatsaved hash.  Whenever an update to the chatsaved hash occurs, a listener will cause the Choice list to be rebuilt.  The Choice always contains the most recent five messages sent by the user in this session. Up to 20 messages can be saved in the drop-down list.  When members place the mouse over the buttons, text rollovers are displayed for each button – “Save Message” or “Delete Message.”
The font used for displaying messages may be specified via the usual java.awt.Component.setFont(). 

The client need not be concerned with limiting the number of messages displayed; the Proxy will deal with that. 

Important methods: 

· public ChatMessagesArea(boolean tearOff) - Constructor.  If tearOff is true, then this is a tear-off instance of the ChatArea.  Otherwise, it is the instance that displays in the ProgramFrame.
Data Dictionary items referenced: 

· server.imageBase 

· server.photoBase 

· server.flagBase 

· chat.C* 

· usersettings.commonChat.* - List of common chat messages 

· chatwith.* 

· chatsaved.*

MessagesList [container] 
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This is a custom component. It displays the list of chat and system messages and responds to selection events. It implements many of the details described for ChatMessagesArea, including the need to display different message lines in different colors, and to support listeners. 

MessagesList will implement the ItemListener interface for itself and an itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to know when a line is selected. It also implements its own ItemPainter interface. 

The paintItem() handler will dynamically retrieve message data from the Data Dictionary, formatting as needed and assigning appropriate colors. Therefore there is no need to add messages to MessagesList. 

The object will notice when the mouse is over it (but not over the scrollbar), and will freeze updates during that time. If there is no mouse activity for five seconds or longer, updates will resume.  This is to avoid scrolling when the user is about to click on a line. 

Important methods: 

· public MessagesList() - Constructor. 

· public void addItemListener – The MessagesList generates ItemEvents when chat messages are selected.  The ChatMessagesArea listens to these events and responds to them.  The object returned by the getItem() method of the ItemEvent is the String() name of the hash corresponding to the chat message that was selected or deselected.
· public void addActionListener – The MessagesList generates ActionEvents when chat messages are double-clicked.  The ChatMessagesArea listens to these events and responds to them. The object returned by the getItem() method of the ItemEvent is the String() name of the hash corresponding to the chat message that was selected or deselected.

· public void setPrivateRecipient (String name) – If name is not null, then only messages to and from this person are displayed in this instance of the MessagesList.  If name is null, then all available messages are displayed.
· public void itemStateChanged(ItemEvent e) 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) 

Data Dictionary items referenced: 

· chat.*.to 

· chat.*.name 

· chat.*.from 

· chat.*.location 

· chat.*.message 

· chat.*.done 

4.5 - Information Area

4.5.1 - Information Area - Structure

InformationArea [container] 

[Need to re-insert image]

This implements the information area in the top right of the main OKweb window. It lays itself out in either an expanded or collapsed form, depending on state. In the expanded case it contains a TabPanel which in turn contains various other panels. In the collapsed state the TabPanel is removed, and suitable graphics are drawn in the InformationArea panel. 

From the UI Specification: "The philosophy regarding the OKweb 2.0 Information area is to display all information about Players, tables, games, hands, convention cards, and help in one program area using a consistent and usable format. Program settings or preferences are not displayed in this area." 

The TabbedPane shows one of 5 different categories of views, according to the particular tab selected. With a given tab, other sub-views are selectable. 

Click on any of the items below to see a crude image; the main image here is a better representation of the desired look and feel. 

The following is a list of views inside the TabPanel and its sub-panels. Note this is not a list of classes - in some cases multiple views will be implemented with the same class: 

· Table Tab 

· Lobby Introduction 

· Table Details 

· Serve Table Introduction 

· Server Settings 

· Watch Game Introduction 

· Game Details 

· Tournaments Introduction 

· Selected Tournament Summary 

· Players Tab 

· At Table Sub-tab 

· Friends Sub-tab 

· Stats Sub-tab 

· Personal 

· Scores 

· Systems 

· My Profile Sub-tab 

· Personal 

· Scores 

· Systems 

· Convention Cards Tab 

· Card Library Sub-tab 

· List Cards 

· View Card 

· Edit Card 

· Add Notes 

· Save Card 

· Current Game Sub-tab 

· List Cards 

· View Published Card 

· Save Published Card (like Card Library / Save Card) 

· Hands Tab 

· This Session 

· Diagram 

· Other Tables 

· Help Tab 

· Content TBD 

These views will be implemented with some separate classes as described below. To reduce program size we'll use only one custom class for each of the Table, Hands and Help tabs. We'll also use one class for each of the sub-tabs within the Players tab and Convention Cards tab. This makes 12 component classes, plus widgets, for the Information Area. 
The subpanels of the Information area will not be instantiated with explicit class references.  Instead, LazyLoadComponent will be used to instantiate the subpanels, to facilitate breaking the applet up into independent jar files.
The upper right corner of InformationArea will always contain a "tearoff" button, and so this button will need to be part of the TabbedPane object. 

InformationArea will implement the ItemListener interface and an itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to monitor the selection of TabbedPane tabs. 

Important methods: 

· public InformationArea() - Constructor. 

· public void itemStateChanged(ItemEvent e) – Responds to events from the TabbedPane requesting that different panes be displayed.  Translates these events into calls to showPanel().
· public void showPanel (String panel, String subPanel) – Displays the named panel and subpanel in the InformationArea.  Possible values for panel are “Table”, “Players”, “CC”, “Hands”, “Help”.
Data Dictionary items referenced: 

· None 

4.5.2 - Information Area - Table Tab

InfoTable [container] 

This is a custom panel which contains various views that might appear in the Information Area when the Table tab is selected. The view selected depends on the state of the session, and will be one of the following (click on any link to display its image): 

· Lobby Introduction 

· Table Details 

· Serve Table Introduction 

· Server Settings 

· Watch Game Introduction 

· Game Details 

· Tournaments Introduction 

· Selected Tournament Summary 

The TextFlowArea widget is used to implement Lobby Introduction, Serve Table Introduction, Watch Game Introduction and Tournaments Introduction. The TitlePanel widget is used where appropriate. 

A selectView() method is provided so that this object can be told which view to display. Views arespecified by name. The method takes a second argument which may name the selected table or tournament, as appropriate. Components representing the various sub-views will be referenced using the LazyComponent class, so as to facilitate breaking the applet up into independent jar files.
InfoTable will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on selection of the checkboxes in the Server Settings view. 

Listeners must also be implemented to get updates of game play events, so that the Game Details view may be updated as required. 

Incidentally our vagueness in using the word "view" is intentional. This is to give the programmer some discretion in the methods employed to accomplish the different appearances of this panel. One obvious method would be to use a CardLayout layout manager, with a separate sub-panel and layout manager per view; but other methods might turn out better. 

Important methods: 

· public InfoTable() - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void selectView(int view, String name) 

Data Dictionary items referenced: 

· table.* 

4.5.3 - Information Area - Players Tab

InfoPlayers [container] 

The Players tab itself has four sub-tabs, which it will implement with yet another TabPanel object. The heirarchy looks like this: 

· At Table Sub-tab 

· Friends Sub-tab 

· Stats Sub-tab 

· Personal 

· Scores 

· Systems 

· My Profile Sub-tab 

· Personal 

· Scores 

· Systems 

We seem to have a tradition so far of defining a class for each panel within a TabPanel, so we'll continue that here by creating classes InfoPlayersAtTable, InfoPlayersFriends, InfoPlayersStats and InfoPlayersMyProfile. The last two if these each have three different views, and we'll refrain from defining separate classes for those. These decisions are of course quite arbitrary, but try to strike some sort of balance between consistency, small code size and modularity. 

Important methods: 

· public InfoPlayers(State state) - Constructor. 

InfoPlayersAtTable [container] 
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Displays an icon view of players at the table when the "At Table" sub-tab is selected within the "Players" tab of the Information Area. 

This class uses ScrollingIconPanel to display its view. 

Important methods: 

· public InfoPlayersAtTable(State state) - Constructor. 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingIconView for a description of this method. 

Data Dictionary items referenced: 

· table.players.* 

· playerlist.* 

· profiles.* 

InfoPlayersFriends [container] 
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Displays an icon view of the user's friends when the "Friends" sub-tab is selected within the "Players" tab of the Information Area. 

This class uses ScrollingIconPanel to display its view. 

Important methods: 

· public InfoPlayersFriends(State state) - Constructor. 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingIconView for a description of this method. 

Data Dictionary items referenced: 

· friends.* 

· friends.*.online 

· friends.*.location 

InfoPlayersStats [container] 
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This is a custom panel which contains the three possible views that might appear when the "Stats" sub-tab is selected within the "Players" tab of the Information Area. The view selected depends on the choice within the drop-down list in the panel. 

The views are implemented with a single top panel containing the controls for searching and selecting the view, and a bottom panel that varies according to the selected view. TextFlowArea is used to implement the bottom panel for the second and third view, and to implement the Player Information section of the first view. PlayerPhoto is also used for the first view. 

The user selects a player by typing their login name into the text field and pressing Enter or clicking the Search button. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on selection of the Add as Friend checkbox, pressing Enter in a text field or clicking the Search button. 

The ItemListener interface and an itemStateChanged() method is implemented for the Choice control. 

Listeners must also be implemented to get information from the Profiles dictionary. 

Important methods: 

· public InfoPlayersStats(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

Data Dictionary items referenced: 

· profile.* 

· profile.*.country 

· profile.*.lastlogin 

· profile.*.location 

· profile.*.level 

· profile.*.leveltext 

· profile.*.guest 

· profile.*.fullname 

· profile.*.address 

· profile.*.email 

· profile.*.acblinfo 

· profile.*.info1 

· profile.*.info2 

· profile.*.subscription 

· profile.*.memo 

· profile.*.systems 

· profile.*.favSystems 

· profile.*.favConventions 

· scores.* 

· scores.*.* 

· scores.*.*.Boards 

· scores.*.*.Score 

· scores.*.*.Rank 

· scores.*.*.Rating 

InfoPlayersMyProfile [container] 
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This is a custom panel which contains the three possible views of editable profile information that might appear when the "My Profile" sub-tab is selected within the "Players" tab of the Information Area. The view selected depends on the choice within the drop-down list in the panel. 

The views are implemented with a single top panel containing the control selecting the view, and a bottom panel that varies according to the selected view. 

A Renew Your Subscription button is provided which will bring up the appropriate OKbridge web page in the user's browser. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on user input to various controls. 

The ItemListener interface and an itemStateChanged() method is implemented for the Choice controls. 

Listeners must also be implemented to get information from the Profiles dictionary. 

Important methods: 

· public InfoPlayersMyProfile(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

Data Dictionary items referenced: 

· profile.* - As already listed above. 

Note that the user will be able to modify designated fields in the Profile Dictionary for his/her own account only. 

4.5.4 - Information Area - Convention Cards Tab

InfoCC [container] 
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The CC tab itself has two sub-tabs, which it will implement with yet another TabPanel object. The heirarchy looks like this: 

· Card Library Sub-tab 

· List Cards 

· View Card 

· Edit Card 

· Add Notes 

· Save Card 

· Current Game Sub-tab 

· List Cards 

· View Published Card 

· Save Published Card (like Card Library / Save Card) 

As the sub-tabs have much in common with each other, we will define only one class, InfoCCPanel, which will be instantiated for both of them. 

Important methods: 

· public InfoCC(State state) - Constructor. 

InfoCCPanel [container] 

This is a custom class which implements all possible views that might appear within the "CC" tab of the Information Area. The view displayed depends on the sub-tab selected (Card Library or Current Game), and the buttons clicked within the views. 

The views are implemented with a single top panel containing the control selecting the view, and a bottom panel that varies according to the selected view. 

From the Card Libary tab, List Cards will display a List control showing both a list of standard OKbridge convention cards, and a list of the user's saved cards. Any of these may be selected, which will then enable use of the Open or Print button. 

Clicking Open from the List Cards view brings up the View Card view, showing summary information about the chosen card. This summary is predefined text for each standard OKbridge card, and is rendered in a TextFlowArea. From here the user may click View Full Card, Edit Card, or Cancel. 

Clicking Print from the List Cards view, or View Full Card from the View Card view, opens a browser window containing a PDF of the card suitable for viewing and printing (Note: this paragraph differs from the UI Specification). 

Clicking Edit Card from the View Card view displays the Edit Card view. This includes some controls allowing the user to customize the card, and also buttons to Add Notes, Save and Cancel. 

Clicking Add Notes from the Edit Card view brings up the Add Notes view. This comprises a text area for adding free-form notes, as well as buttons Save, Back and Cancel. 

Clicking Save from the Edit Card or Add Notes view saves the card under the designated name and returns to the List Cards view. 

Clicking Back from any view returns to the previous view. 

Clicking Cancel from any view discards all input and returns to the List Cards view. 

In the Current Game sub-tab, the views behave similarly to the corresponding views in the Card Library sub-tab. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class), and the ItemListener interface and its itemStateChanged() method, to act on user input to various controls. 

Listeners must also be implemented to respond to changes to Shared Data items. 

Important methods: 

· public InfoCCPanel(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

Data Dictionary items referenced: 

Note: These still need to be defined in dictionary.txt. 

· cc.* - Convention cards visible to the user. Key is 0 for the published North-South card, 1 for East-West, otherwise the name of the card for the user's saved cards. Writing a name creates a new card. 

· cc.*.SummaryText - string, Text to display in View Card. 

· cc.*.Flannery - boolean 

· cc.*.Bergen - boolean 

· cc.*.Ogust - boolean 

· cc.*.WJS - boolean 

· cc.*.NSFO - boolean 

· cc.*.Splinters - boolean 

· cc.*.4WT - boolean 

· cc.*.RKC - boolean 

· cc.*.2NI - boolean 

· cc.*.1NTDef - Enum (?) 

· cc.*.Notes - string (multiple lines) 

4.5.5 - Information Area - Hands Tab

InfoHands [container] 
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This is a custom panel which contains the three possible views that might appear when the "Hands" tab is selected in the Information Area. Views are This Session (the default), Diagram, and Other Tables. The view chosen depends on the buttons selected within the views. 

The This Session view uses a ScrollingListPanel widget to list the boards, and takes advantage of the widget's column sorting feature. It includes buttons New Session, Diagram, View Details and Other Tables. 

Clicking the Diagram button shows the Diagram view. Clicking Other Tables shows the Other Tables view. Clicking View Details opens a BoardReviewDialog window. 

The Diagram view includes buttons View Details, Other Tables and Boards. Clicking Boards returns to the This Session view. Other buttons behave as above. 

The Other Tables view also uses a ScrollingListPanel widget and supports sorting by column. Its buttons are Diagram, View Details and Boards, and behave as described above. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to respond to button events. 

Appropriate listener, painting and sorting methods are implemented to support the lists. 

Listeners must also be implemented to get information from the Dictionary. 

Important methods: 

· public InfoHands(State state) - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingListView for a description of this method. 

· public int compareItems(int item1, int item2, int column) - To implement the ItemComparer interface. See ScrollingListView for a description of this method. 

Data Dictionary items referenced: 

· session.* - Add a new key here when a hand has finished being played at the local table. 

· session.*.deal 

· session.mp 

· session.imp 

· playrec.* 

· playrec.*.contract 

· playrec.*.doubled 

· playrec.*.redoubled 

· playrec.*.declarer 

· playrec.*.dealer 

· playrec.*.scoring 

· playrec.*.bids 

· playrec.*.plays 

· playrec.*.side.* 

· playrec.*.side.*.vul 

· playrec.*.side.*.partscore 

· playrec.*.side.*.tricks 

· playrec.*.side.*.above 

· playrec.*.side.*.below 

· playrec.*.side.*.score 

· playrec.*.side.*.points 

4.5.6 - Information Area - Help Tab

InfoHelp [container] 

[Need to re-insert image.]

This is a custom panel which contains the views of help information. Contents of these views are TBD and are rendered with the TextFlowArea widget. A Choice control at the top selects the topic. 

Important methods: 

· public InfoHelp(State state) - Constructor. 

· public void itemStateChanged(ItemEvent e) 

4.6 - Dialogs

Unless stated otherwise, dialogs described in this section are not modal; i.e. the user can interact with other top-level windows while they are onscreen. 

PlayerInfoDialog 
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This displays a complete set of information about a player in a top-level window. This dialog appears when Full View Window is selected in the Stats sub-tab of the Players tab in the Information Area. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on selection of the Add as Friend checkbox, or pressing Enter in the text field. 

Listeners must also be implemented to get information from the Profiles dictionary. 

Important methods: 

· public PlayerInfoDialog( String login) - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· profile.* - See the InfoPlayersStats class description. 

AskToPlayDialog 
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A dialog for asking someone to play. This dialog is opened by MainArea when the user clicks one of its Ask to Play buttons. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on selection of the Go to Table or Go to Lobby button [Note: Why do we have Go to Lobby?]. 

A "JO" notification is sent to go to the requested table or lobby. 

Important methods: 

· public AskToPlayDialog(String login) - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· profile.* - See the InfoPlayersStats class description. 

Notifications sent: 

· PQ - Partnership Request 

· JO - Join Table 

MessageFilterDialog 

[Need to re-insert image.]

A dialog for viewing and changing the filtering strings used to filter chat messages. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on button clicks. 

Important methods: 

· public MessageFilterDialog() - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· chatfilter.* 

BoardReviewDialog 
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This is a dialog for reviewing a play record. It allows you to see all details of the play record, and to step through the card play one card or trick at a time. It appears when the View Details button is clicked in the Diagram view of the Hands tab (InfoHands) of the Information Area. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to respond to button events. 

Listeners must also be implemented to get information from the Dictionary. 

Important methods: 

· public BoardReviewDialog(String boardid, String table) - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· boards.* 

BiddingBoxDialog 
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This is the tool with which the user will enter a call when it's their turn to bid. It is opened by GamePlayPanel when needed. It may not be closed until a legal call is entered. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to respond to button events. 

Listeners must also be implemented to get information from the Dictionary. 

Bids are transmitted to the Proxy by writing a new key/value to to Table.Hand.Bids. 

Important methods: 

· public BiddingBoxDialog() - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· table.hand.* 

MessageDialog 
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This is a simple informational dialog with a TitlePanel widget at the top and an OK button. The lower part of the panel, where the informational text and button are displayed, is implemented using a TextFlow widget.
This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to respond to the button. 

Important methods: 

· public MessageDialog(String text) - Constructor. 

· public void actionPerformed(ActionEvent e) 

ProgramSettingsDialog 
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A dialog for maintaining various persistent settings for the user. The settings are arranged among five tabs. It contains a TabPanel which in turn contains the other five panels. 

The five tabs are: 

· OKbridge - implemented within this (ProgramSettingsDialog) class 

· Open Tables - uses the OpenAllTablesSettings class 

· All Tables - also uses the OpenAllTablesSettings class 

· Friends - uses the PlayersFriendsSettings class 

· Players - also uses the PlayersFriendsSettings class 

This class will implement the ItemListener interface and its itemStateChanged() method (possibly with an inner class) as defined by AWT, in order to monitor the selection of TabPanel tabs and the Choice components. 

It will implement the ActionListener interface and its actionPerformed() method to service other components. 

All three classes will listen to the Save Settings button and save their own settings into the appropriate shared memory items. This class is to be the last listener of that button (so it can close the dialog). 

Important methods: 

· public ProgramSettingsDialog() - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

Data Dictionary items referenced: 

· usersettings.GUI.persist - boolean 

· usersettings.GUI.cardSize - int, 0-2 

· usersettings.GUI.suitOrder - int, 0=shcd, 1=shdc 

· usersettings.GUI.trumpsOnLeft - boolean 

· usersettings.GUI.bgColor - String 

· usersettings.GUI.chatFont - String (face/style/size) 

· usersettings.GUI.listFont - String (face/style/size) 

· usersettings.GUI.soundBid - boolean 

· usersettings.GUI.soundPlay - boolean 

· usersettings.GUI.soundTurn - boolean 

· usersettings.GUI.soundClaim - boolean 

· usersettings.GUI.soundMessage - boolean 

· usersettings.GUI.enableSounds - boolean 

TablesSettings 
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This is the panel to be shown in the Open Tables and All Tables tabs of the ProgramSettingsDialog. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) to service various components. 

It will listen to the Save Settings button to save its own settings into the appropriate shared memory items. 

Important methods: 

· public TablesSettings() - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· usersettings.playersView.* - See class PlayersView for descriptions of these. 

PlayersSettings 
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This is the panel to be shown in the Players and Friends tabs of the ProgramSettingsDialog. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) to service various components. 

It will listen to the Save Settings button to save its own settings into the appropriate shared memory items. 

Important methods: 

· public PlayersSettings() - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· usersettings.playersView.* - See class PlayersView for descriptions of these. 

ClaimDialog 
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This is the tool for making a claim. It is opened by GamePlayPanel when needed. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to respond to button events. 

The claim request is transmitted to the Proxy with a notification. 

Important methods: 

· public ClaimDialog(int [] scores) - Constructor. 

· public void actionPerformed(ActionEvent e) 

The scores array passed to the constructor lists the possible scores that the user can achieve.  The array is indexed as follows:


scores[0]:  Score achieved for down 13


scores[1]:  Score achieved for down 12


scores[2]:  Score achieved for down 11


…


score[12]:  Score achieved for down 1


score[13]:  Score achieved for making 1


score[14]: Score achieved for making 2


…


score[19]: Score achieved for making 7.

An entry in the scores[] array is 0 if the corresponding option is not available.

The ClaimDialog does not explicitly reference the dictionary, nor does it cause any notifications to be sent.


· 

·  

MainAreaDialog 

[image: image37.jpg]
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This is the The "torn off" version of the Main Area. It's implemented by instantiating the GamePlayPanel and InfoTable classes. See those class descriptions for details. 

Important methods: 

· public MainAreaDialog() - Constructor. 

InfoAreaDialog 
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This is the The "torn off" version of the Information Area. It's implemented by instantiating the InformaionArea class. See that class description for details. 

Important methods: 

· public InfoAreaDialog() - Constructor. 

ChatAreaDialog 
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This is the The "torn off" version of the Chat/Messages Area. It's implemented by instantiating the ChatMessagesArea class. See that class description for details. 

Important methods: 

· public ChatAreaDialog() - Constructor. 

PrintScoreSheetDialog 
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A dialog for selecting a scoresheet to be printed. The web browser is invoked to display the selected PDF. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on button clicks. 

Important methods: 

· public PrintScoreSheetDialog() - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· scoresheet.* 

InvitePlayersDialog 
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A dialog for inviting players to a table. 

The table server can invite players by clicking the Invite button in the play area toolbar. This action is only available to the table server. 

When clicked, the Invite Players dialog is displayed. The dialog allows the table server to view a list of appropriate players based on a number of interrelated player settings. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on button clicks, and to monitor the checkboxes to set appropriate filtering for the Available Players list. 

Important methods: 

· public InvitePlayersDialog() - Constructor. 

· public void actionPerformed(ActionEvent e) 

Data Dictionary items referenced: 

· playerlist.* 

SeatPlayersDialog 
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A dialog for the table server to seat, unseat and dispose of players in various ways. It uses ScrollingIconPanel to display the list of players at the table. 

When the Seat button is clicked, the Seat Players dialog is displayed. The dialog allows the table server to view the players currently at the table and seat them in a selected seat. Individual players that are not the table server can only seat themselves. 

When a player is selected, and a seat is clicked, the player is displayed in that seat in the dialog. 

The server may seat one or more players and can perform other actions on a selected seated player, including Unseat, Disconnect, and Lockout. 

This class will implement the ActionListener interface and its actionPerformed() method (possibly with an inner class) in order to act on button clicks, and to monitor the checkboxes to set appropriate filtering for the Available Players list. It implements ItemListener and itemStateChanged() to act on player selections. 

Important methods: 

· public InvitePlayersDialog() - Constructor. 

· public void actionPerformed(ActionEvent e) 

· public void itemStateChanged(ItemEvent e) 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected) - To implement the ItemPainter interface. See ScrollingIconView for a description of this method. 

Data Dictionary items referenced: 

· table.players.* 

Notifications sent: 

· SF - Seat Assignment 

GameSettingsDialog 
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This is for the table server's table and team game settings. It's implemented by instantiating the NewTableSetup class. See that class description for details. It also implements a List control for optionally joining a team. 

Important methods: 

· public GameSettingsDialog() - Constructor. 

LoginDialog

This is a dialog for requesting the user’s username and password.  It has a TitlePanel at the top, a text entry field for the username, and a password entry field for the password.  It has a checkbox with the label, “Remember my password.”  When this dialog is instantiated, a previously stored username and password can be provided to it.  It also has OK and Cancel buttons.  This is a modal dialog.

LoadingDialog
This is a dialog for letting the user know that additional jar files are being downloaded.  It has a TitlePanel at top and a progress meter for displaying the progress of the download.  It also has a cancel button.  If the cancel button is clicked.  This is a modal dialog.

4.7 - Widgets

BiddingCards

The purpose of this widget is to display one or more overlapping bidding cards, for display in the center of the table during the auction.  The bids to be displayed are specified as a String array.  Bids are represented in the form “<level><denomination>[!]”, e.g., “1C”, “1D”, “1H, “1S”, “1NT”, …, “7NT”.

public BiddingCards (String [] bids)
BiddingHistory 

[Need to include image]
This widget displays the bidding history for a specified play record. 

Information passed to the constructor . consist of a String array containing the names of the players and a String array representing the sequence of bids made so far.

It makes use of the BidLabel class for displaying bids in a ScrollablePane using a GridBagLayout.

Important methods: 

· public BiddingHistory(String [] players, String [] bids) - Constructor 

· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected)  [why needed?]
BidLabel

A BidLabel is a label that represents a call in an auction.  The label contains a specified number of tricks, a denomination represented by a pip symbol, and optionally an alert.  The BidLabel constructor takes a String argument representing the call, and converts it to a label representing the bid.  The format of the string is <level><suit>[!], where <level> is 1-7 and suit is “C”, “D”, “H”, “S” or “NT”.

Public BidLabel (String bid)

CardLabel

A CardLabel is a label that represents a card.  The label contains a pip symbol and the rank of the card played.  The CardLabel constructor takes a String argument representing the card, and converts it to a label.  The format of the the string is <suit><rank>, where <suit> is “C”, “D”, “H” or “S”, and <rank> is a character from the string “23456789TJQKA”.

Public CardLabel (String card)

CardPlayHistory 

[Need to insert image]
This widget displays the card play history for a specified play record. 



The constructor creates an initially empty CardPlayHistory.  Repeated calls to addPlay() are used to build up the history.
Important methods: 

· public CardPlayHistory() - Constructor. 

· public addPlay (String player, String card) – Adds a card to the card play History.

· public setWinner (String card, Boolean isWinner) – Designates a card as the winning card for its trick.
· public synchronized void paintItem(Graphics g, int x, int y, int item, boolean selected)  [why needed?]



· 




· 
Combobox 
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This is a combination of a textfield and a drop-down list of items. The user may either type directly into the textfield or select an item from the list. 

Implement this with three AWT controls: 

· A TextField 

· An image button just to the right of the TextField, for invoking the dropdown list 

· A Choice control, normally hidden, directly on top of or just below the TextField. 

Clicking the button causes the Choice control to be made visible, and the button to be hidden. Of course the Choice contains the items in the list, of which one may be selected. When the Choice control is closed, then it is hidden again and the previously hidden button is made visible. 

The Choice control when activated should show as the currently selected item the first one that matches (is equal to) the contents of the TextField, if there is such a match. If the user selects an item, the TextField is set to its value. 

This hybrid widget should support the union of events and listeners that are supported for both a TextField and a Choice. 

DealDisplay

 [Need to insert image]
This widget displays a deal as viewed in the Hands tab of the Information Area. 


Important methods: 

· public DealDisplay(String [] playerNames, String [][] cardsHeld) – Constructor.  Playernames is an array of 4 elements containing the names of thep layers, in the order North, East, South, West.  cardsHeld is an array of 4 elements, representing the cards held by each player, in the order North, East, South, West.  Each hand is itself a String array, whose elements are the individual cards held by that player.
· public setResult (int result) – Sets the result achieved on this hand.

· public setScore (int score) – Sets the score achieved on this hand.

· public setVul (Boolean [2] vul) – Sets the vulnerabilities for this hand.
· public setCardPlayed (String card, Boolean isPlayed) – Sets the status of a card as having been played.  Depending on the interface design, the card may be either grayed out or removed from the player’s hand.

· public playCard (String card) – Causes a card to be shown as being played to the current trick.

· public clearPlayedCards () – Causes currently played cards to be changed to “unplayed” status.

· public setNextPlayer (String playerName) – Specifies the name of the player whose turn is next.
DoubleSlider 
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We'll update the OKweb1 implementation of this so that it makes use of the Java 1.1 event model. 
DuplicateTray

[insert image]

The purpose of this widget is to display the duplicate tray that appears in the center of the table while playing.


public DuplicateTray (int [] vul, int dealer, int north)

Hand

[insert image]

The purpose of this widget is to display a hand for one player.  It can display a hand formatted for either north, south, east or west.  A trump suit may be specified, in which case trumps are placed on the left for North-South, and on top for East-West.  

The hand may be “playable”.  In this case, the user can play a card from the hand.  Clicking on a card once causes it to move slightly out of the hand and to change color (yellow).  Clicking on the card a second time causes the card to be played.

The Hand widget supports up to three different card sizes.

Hyperlink

A hyperlink is a type of text label that supports clicking.  It is typically displayed in blue, and when the mouse is over it, the cursor changes to a hand.  When clicked, an action may be performed, and the link changes color to a “visited” color.  The hyperlink class has already been implemented.

ImageButton 
[insert image]

This widget acts like an AWT Button but displays an image instead of text. 

Images will be retrieved directly from a web server using the ImageCache class; this process does not involve the Communication Manager. 

Image buffering should be used as needed to avoid any "flashing" effect as painting occurs.
. 


Important methods: 

· public ImageButton(String urlBase, String name) - Constructor, specifying the base URL and the name of the image file. 

· public synchronized void addActionListener(ActionListener l) 

· public synchronized void removeActionListener(ActionListener l) 

LastTrick 

[Insert Image]

This widget displays the last trick for a table in play. 


Note that this class will inherit (indirectly) from Component, so methods like setBackground() are available for setting attributes. 

Important methods: 

· public LastTrick(String [] cardsPlayed, int leader, int winner) - Constructor   cardsPlayed is an array of 4 elements, specifying the cards played, in the order North, East, South, West.  Leader is the compass direction of the first card played to the trick, and winner is the compass direction of the player that won the trick.
LazyComponent

This is a proxy for a component whose class definition is not to be loaded into the JVM until the component needs to be displayed on screen.


public LazyLoadedComponent (ClassLoader c, String classname, Object [] initargs)

Actions performed on the LazyComponent and events directed to it are redirected to the associated class on whose behalf the LazyComponent is acting.  If an attempt is made to paint the LazyComponent prior to when its associated class has been loaded and instantiated, the message “Please wait while the software loads” is displayed.
LogoPanel 

[Insert image]

This widget draws an OKbridge logo in one of various styles. The style is one of the following:
· A small logo suitable for display in the MainArea

· A larger logo, with the name “OKbridge”, suitable for display in a TitlePanel

· A very large sideways logo, with the name “OKbridge” and a tag line, suitable for display in the collapsed version of the Information Area.

Important methods: 

· public LogoPanel(int logoType) - Constructor. 

NameTag
[insert image]
The NameTag is a component that contains the players name, vulnerability, and possibly contract.  It is displayed near their hand and photo in the playing area.


public NameTag (String name, int isVul, String contract)

See OKweb1 for details.

PlayedCards

[insert image]

The PlayedCards widget represents up to four cards, displayed in the center of the table in an overlapping fashion.


public PlayedCards (int leader, String [] cards)


public addPlayedCard (String card)

public clearPlayedCards ()
(Hmmm, should this be part of the duplicate try widget?  Unless it supports transparency, it may wipe out the duplicate tray.)

PlayerPhoto 
[image: image51..pict]
This widget extends ImageButton and displays a player's photo with a name tag at the bottom, and optionally with a "spectator" indicator at the bottom right corner of the photo and an optional connection status indicator. 

Information passed to the constructor will include the player's name (login ID) and flags indicating if the player is to be marked as a spectator, and if the name tag should be at the top. 

Images will be retrieved directly from a web server using the ImageCache class; this process does not involve the Communication Manager. 

See ImageButton for other characteristics. 

Important methods (see also the ImageButton superclass): 

· public PlayerPhoto(String name, boolean spec) - Constructor. 

· public void setSpectatorStatus (Boolean status)

· public void setConnectionStatus (Boolean isGood)
ProgressMeter
[insert image]
This widget is used for displaying the progress in downloading jar files.  It looks like a standard download progress meter, as found in web browsers and other applications.

public ProgressMeter ()


public void setProgress (int percent)
QuittedTricks 



This widget Shows quitted tricks for a table in play. The sequence of tricks taken is represented by a String of 1’s and 0’s.  Thus, the string “00101” indicates that East-West took tricks 1, 2 and 4, while North-South took tricks 3 and 5.
. 

Important methods: 

· public QuittedTricks(String tricks) - Constructor 

· public void addTrick (String newTrick) – Adds a new trick to the sequence of quitted tricks.  The direction that won the trick is represented by either a “1” or a “0”, as per the constructor.
IconList
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This widget comprises a panel or canvas upon which icons will be drawn, and a scrollbar. OKweb will use this to show collections of tables, players or tournaments. 

The icons are of a fixed width and height specified to the constructor. Each icon may be displayed in either of two forms: selected or unselected. Clicking on an item selects it and generates an AWT ItemEvent. 

. 

. 


Important methods: 

· public ScrollingIconPanel(int w, int h, ItemPainter p) - Constructor, specifying width and height of each icon and an object implementing the ItemPainter interface. 

· public synchronized void addItemListener(ItemListener l) 

· public synchronized void removeItemListener(ItemListener l)
· public synchronized void add(String name, Component c) – Causes a component to be added to the IconList.
· 

· 
MulticolumnTextList
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This widget comprises a panel or canvas upon which a list of lines will be drawn, with an optional header line at the top and a scrollbar on the right. OKweb will use this to show collections of tables and. .  Each line consists of textual characters, arranged in columns.
Line width is the width of the panel less the width of the scrollbar. Each line may be displayed in either of two forms: selected or unselected. 

Clicking on a line selects it and generates an AWT ItemEvent, which may be processed as if it came from an AWT List component. 


A setHeader() method is provided to specify that a header is to be shown, and to describe its contents. If a header is present then the user is allowed to click on a column header to sort on that column. To support sorting, methods are provided for specifying the sort order. . 


 Each row has an associated name.  When a row is clicked or double-clicked, the corresponding events provide the name of the row on which the action was taken.

Important methods: 

· public MulticolumnTextList() - Constructor,. 

· public synchronized void addItemListener(ItemListener l) – Item events are used to notify listeners of selection and deselection of list items.
· public synchronized void removeItemListener(ItemListener l) 

· public synchronized void addActionListener (ActionListener l) – Action events are generated whena  row is double-clicked.

· 
· public void setColumnHeadings(, String [] titles) - Gives the width of each column as a percentage of total line width, and the text for each column's header. 

· public void setSortColumn(int columns) - Specifies the primary column upon which to sort; to set the initial default. Column numbering starts at 1 for the leftmost column; negative values indicate sorting in descending order. 

· public int getSortColumn() - Gets the current column number for sorting, so the caller can save it as a user preference. Again, negative values are for reverse sorts. 


· 

· 
TabbedPane 
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This is a CardLayout-style container for other panels, and also draws a row of tabs at its top. It provides methods to select tabs and support for listeners who want to know when tabs are selected. It also permits small Components such as buttons to be added to the left or right side of the tabs. 

Important methods: 

· public synchronized Component addLeft(Component comp) - Add a widget to the left of the tabs. 

· public synchronized Component addRight(Component comp) - Add a widget to the right of the tabs. 

· public synchronized Component add(String name, Component comp) - Add a Component to the content area; this also specifies the label that will appear on its tab. 

· public synchronized void addItemListener(ItemListener listener) - Adds the specified item listener to receive tab events. 

· public synchronized void removeItemListener(ItemListener listener) - Removes the specified item listener so that it no longer receives item events from this TabPanel. 

· public synchronized String getSelectedItem() - Gets a representation of the current tab as a string. 

· getSelectedIndex() - Returns the index of the currently selected tab. 

· public void select(int pos) - Sets the selected tab in this panel to be the tab at the specified position. 

· public synchronized void select(String str) - Sets the selected tab to be the tab whose name is equal to the specified string. If more than one tab matches (is equal to) the specified string, the one with the smallest index is selected. 

TableIcon

[insert image]

This widget constructs a Table icon suitable for display in the Icon Tables View.
Important methods:

· public TableIcon (String tablename).  Constructor
· public setJerseyColor (int position, int color) – Sets the color of the jersey of one of the players at the table, or specifies that a position is not occupied.
· public setUpperLabel (String label) – Sets the label that is displayed in the upper part of a table icon.
· public setLowerLabel (String label) – Sets the label that is displayed in the lower part of a table icon
TextButton 

Like a standard Button but gives the option of either or both ends being rounded, and provides a predictable appearance across platforms. 

The image here shows three such buttons. 

Important methods: 

· public TextButton(String title, boolean roundLeft, boolean roundRight) - Constructor. 

TextFlowArea 

A widget that lays out and displays text. also Includes the ability to support images and hyperlinks, as well as some rudimentary text attributes. Similar to an HTML viewer, but much less complicated. 

Important methods are like those of Label. 

Method calls are provided for simulating markup, e.g., addBold(String text) adds text to the panel in the bold version of the current font, etc.


Important methods: 

· public TextFlowArea() - Constructor. 

· public add (String text)
· public add (Component c)
· public addHeading (String text)

· public addBold (String text)

· public addHyperLink (String text, Observer obs)

This widget has already been implemented.
TitlePanel 
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This widget is used as a title for its container; it displays an OKbridge logo and the text of the title. 

Important methods: 

· public BrandedPanel(String title) - Constructor. 

5 – Additional Supporting Classes
Sort 

A general purpose class for sorting arrays of objects.  The sort algorithm used will be a stable sort.  That is to say, keys that compare as being equal prior to the sort will retain their order after the sort is completed.

ImageCache

The ImageCache provides a means for caching images locally.  It maintains an in-memory cache as well as a disk-based cache.  It is possible to configure the maximum sizes of both caches.  When an image is accessed via the ImageCache object, it is only downloaded over the network if it cannot be found locally in the memory or disk cache.

PlatformDetect

The PlatformDetect class determines the web browser, operating system and java virtual machine in use.  This can be used to work around platform-specific issues.

LaunchBrowser

The purpose of this class is to provide a means for viewing a web page which will work in both the applet and the standalone environment.

DeferredClassLoader
The purpose of this class is to provide a means for downloading the applet/application in pieces.  It is designed to allowing the applet/application to begin execution while additional classes are downloaded in the background.
The class loader first downloads an index file from the proxy server.  The name of the index file shall be http://jar-download.okbridge.com/okweb2/index.txt. The manifest contains a sequence of lines of the following form:


jar-file-URL
byte-count
version-string
flags

Normally, a copy of the manifest is stored in the jars directory.  The application reads its version of the jar-file manifest and compares the data it finds with the downloaded manifest file.  For each line in the downloaded manifest, the class loader compares the version-string to the corresponding line of the previously stored manifest.  If the version strings match, the version of the jar file stored on disk is loaded.  If the version strings disagree, the the new version of the jar file is downloaded from the server, stored in the jars cache and then loaded into the virtual machine. 

The loadClass() method of the class loader is implemented so as to coordinate its activity with the downloading of jar files.  If a class is not loaded at the time that loadClass() is invoked, findClass goes to sleep until the next jar file in the sequence has completed loading.  It then checks again.  This process is repeated until all jar files have been downloaded.

6 - Summary of Classes and Estimation of Effort

[This table needs to be updated.]

The following table is not really design; sorry about that. But we do need it somewhere for project management purposes, and the Shared Memory and Comm Manager Design document seems to set a precedent in this regard. 

	Iter
	Class
	Purpose
	Dependencies
	Hours

	0
	State
	A shared repository for task state information.
	-
	?

	0
	OKweb
	The launching point for the client-side portion of the OKweb 2 application, either browser-based or standalone.
	State
MainFrame
SoftwareUpdate
	?

	0
	SoftwareUpdate
	Standalone only. Checks for a new version of the standalone application and invokes the login dialog.
	State
Login
	?

	0
	Login
	Standalone only. Retrieves the user's login ID and password.
	-
	?

	0
	ChatMessagesArea
	Contains and lays out the chat/messages area on the bottom of the main OKweb window.
	Combobox
PlayerPhoto
Data Dictionary
MessagesList
ImageButton
TextButton
ImageLabel
	?

	0
	MainArea
	Implements the large area in the top left of the main OKweb window.
	TablesListView
LogoPanel
ImageButton
	?

	0
	MainFrame
	OKweb's main top-level window.
	MainArea
InformationArea
ChatMessagesArea
BorderPanel
	?

	0
	MessagesList
	The list of chat and system messages.
	-
	?

	0
	TablesView
	Implements the icon and list views of tables.
	State
ScrollingListPanel
ScrollingIconPanel
ButtonPanel
	?

	0
	BorderPanel
	Draws borders on any of its four sides. Multiple styles of borders are supported, including a style suitable for using this panel as a frame divider between two other panels.
	-
	?

	0
	Combobox
	A combination of a textfield and a drop-down list of items. The user may either type directly into the textfield or select an item from the list.
	-
	?

	0
	ImageButton
	Like a standard Button but draws an image rather than text, and provides a predictable appearance across platforms.
	-
	?

	0
	LogoPanel
	Draws an OKbridge logo in one of various styles.
	-
	?

	0
	PlayerPhoto
	Displays a photo of an OKbridge member.
	-
	?

	0
	TabPanel
	This is a CardLayout-style container for other panels, and also draws a row of tabs at its top. It provides methods to select tabs and support for listeners who want to know when tabs are selected. It also permits small Components such as buttons to be added to the left or right side of the tabs.
	-
	?

	0
	ScrollingListPanel
	For scrolling lists, with or without headers and sorting.
	-
	?

	0
	TextButton
	Like a standard Button but gives the option of either or both ends being rounded, and provides a predictable appearance across platforms.
	-
	?

	1
	ScrollingIconPanel
	Displays a collection of icons with a scrollbar.
	-
	?

	1
	PlayersView
	Displays an icon or list view of players, and a button bar.
	State
ScrollingListPanel
ScrollingIconPanel
ButtonPanel
	?

	1
	BrandedPanel
	A panel that is used as a title for its container; displays an OKbridge logo and the text of the title.
	-
	?

	1
	TextFlowArea
	A widget that lays out and displays text. Needs a method of also supporting images and hyperlinks, as well as some rudimentary text attributes. Similar to an HTML viewer, but much less complicated. We might try to find a third party control for this.
	-
	?

	1
	GamePlayPanel
	The primary view of a game in progress.
	DuplicateBoard
SeatedPlayer
ImageLabel
BidCardImage
CardImage
GameServerButtons
GamePlayerButtons
LogoPanel
ImageButton
TextButton
	?

	1
	InformationArea
	Implements the information area in the top right of the main OKweb window. Lays itself out in either the expanded or collapsed form, depending on state. In the expanded case it contains a TabPanel which in turn contains various other panels.
	ImageButton
LogoPanel
TabPanel
InfoTable
InfoPlayers
InfoCC
InfoHands
InfoHelp
	?

	1
	InfoTable
	A CardLayout-style panel which contains various panels that might appear in the Information Area when the Table tab is selected. The sub-panel selected depends on the state of the session.
	-
	?

	1
	QuittedTricks
	Shows quitted tricks for a table in play.
	-
	?

	1
	LastTrick
	Shows the last trick for a table in play.
	-
	?

	1
	InfoPlayers
	Uses an TabPanel to display various panels that might appear in the Information Area when the Players tab is selected.
	TabPanel
InfoPlayersAtTable
InfoPlayersFriends
InfoPlayersStats
InfoPlayersMyProfile
	?

	1
	InfoPlayersAtTable
	Displays information about players at the table when the "At Table" sub-tab is selected within the "Players" tab of the Information Area.
	PlayersList
	?

	1
	InfoPlayersStats
	Displays player stats when the "Stats" sub-tab is selected within the "Players" tab of the Information Area.
	InfoPlayersStatsSelect
InfoPlayersStatsContent
	?

	1
	InfoHands
	Displays various panels that might appear in the Information Area when the Hands tab is selected. This is a CardLayout-style panel and its content depends on which buttons are selected within its sub-panels.
	-
	?

	1
	DealDisplay
	Displays a deal as viewed in the Hands tab of the Information Area.
	-
	?

	1
	BiddingHistory
	Displays the bidding history for a specified play record.
	-
	?

	1
	PlayerInfoDialog
	Displays a complete set of information about a player in a top-level window. Probably need to implement some of this in a paint() handler.
	BrandedPanel
PlayerInfo
TextButton
	?

	1
	AskToPlayDialog
	A dialog for asking someone to play.
	BrandedPanel
TextButton
	?

	1
	MessageFilterDialog
	A dialog for filtering incoming chat messages.
	BrandedPanel
TextFlowArea
TextButton
	?

	1
	BoardReviewDialog
	A dialog for reviewing a play record. Allows you to step through the card play one card or trick at a time.
	BrandedPanel
TextButton
DealDisplay
BiddingHistory
CardPlayHistory
ImageButton
	?

	1
	CardPlayHistory
	A panel widget displaying a list of cards played to each trick for a given play record.
	-
	?

	1
	BiddingBoxDialog
	The bidding box dialog. Implement the array of bids as a custom paint() handler.
	BrandedPanel
Combobox
TextButton
	?

	1
	MessageDialog
	An information dialog.
	BrandedPanel
TextButton
	?

	1
	ProgramSettingsDialog
	A dialog for maintaining various persistent settings for the user. The settings are arranged among 3 tabs.
	TabPanel
OpenAllTablesSettings
PlayersFriendsSettings
	?

	1
	OpenAllTablesSettings
	Displayed when the "Open Tables" or "All Tables" tab is selected in ProgramSettingsDialog.
	DoubleSlider
TextButton
	?

	1
	PlayersFriendsSettings
	Displayed when the "Players" or "Friends" tab is selected in ProgramSettingsDialog.
	DoubleSlider
TextButton
	?

	1
	ClaimDialog
	The claim dialog. Use a paint() handler to draw the array of possible claims.
	BrandedPanel
TextButton
	?

	2
	TourneysView
	Displays the icon or list view of tournaments, including a scrollbar and a button bar.
	State
ScrollingListPanel
ScrollingIconPanel
ButtonPanel
	?

	2
	TourneyPlayersView
	Displays an icon or list view of players, and a button bar.
	State
ScrollingListPanel
ScrollingIconPanel
ButtonPanel
	?

	2
	NewTableSetup
	Appears in the Main Area when a user elects to serve a new table, and displays information and controls for serving.
	BrandedPanel
TextFlowArea
TextButton
	?

	2
	InfoPlayersFriends
	Displays information about friends when the "Friends" sub-tab is selected within the "Players" tab of the Information Area.
	PlayersList
	?

	2
	InfoPlayersMyProfile
	Displays the user's editable profile information when the "My Profile" sub-tab is selected within the "Players" tab of the Information Area.
	PlayersList
	?

	2
	InfoCC
	Uses an TabPanel to display various panels that might appear in the Information Area when the CC tab is selected.
	TabPanel
InfoCCPanel
	?

	2
	InfoHelp
	Displays help information in a TextFlowArea widget. Recreates this widget according to type required help topic.
	TextFlowArea
	?

	2
	MainAreaDialog
	The "torn off" version of the Main Area.
	MainArea
	?

	2
	InfoAreaDialog
	The "torn off" version of the Information Area.
	InformationArea
	?

	2
	ChatAreaDialog
	The "torn off" version of the Chat Area.
	TextButton
PlayerInfo
Combobox
	?

	2
	PrintScoreSheetDialog
	Dialog for selecting a scoresheet to be printed.
	BrandedPanel
TextButton
	?

	2
	InvitePlayersDialog
	Dialog for inviting players to a table.
	BrandedPanel
DoubleSlider
TextButton
	?

	2
	SeatPlayersDialog
	Dialog for the table server to seat, unseat and dispose of players in various ways.
	BrandedPanel
PlayersList
PlayerPhoto
BorderPanel
TextButton
	?

	2
	GameSettingsDialog
	Dialog for the table server's table and team game settings.
	BrandedPanel
NewTableSetup
TextButton
	?

	2
	DoubleSlider
	GUI widget to select a range between two values.
	-
	?


  

6 - Visual Object Containment

The following is a very condensed view of how the various visual objects contain each other. It was derived from a study of the original user interface design. 

=======================================================================

Windows and Panels {

  MainFrame Window or OKweb, or MainPanel (TBD) {

    MainArea Panel {

      TabPanel Widget [3,8] {

        (LogoPanel Widget on the left)

        (Settings ImageButton Widget on the right)

        (Tearoff ImageButton Widget on the right)

        TablesView Panel {

          ScrollingIconPanel or ScrollingListPanel Widget [5]

          Toolbar Panel {

            "Ask To Play" TextButton Widget

            "Watch" TextButton Widget

            "New Table" TextButton Widget

            "View List" or "View Icons" TextButton Widget

          }

        }

        PlayersView Panel {

          PlayersList Widget [5]

          Toolbar Panel {

            "Ask To Play" TextButton Widget

            "Watch" TextButton Widget

            "View List" or "View Icons" TextButton Widget

          }

        }

        TourneysView Panel {

          ScrollingIconPanel or ScrollingListPanel Widget

          Toolbar Panel {

            "Go To Tournament" TextButton Widget

            "View Schedule" TextButton Widget

            "View Results" TextButton Widget

            "View List" or "View Icons" TextButton Widget

          }

        }

        TourneyPlayersView Panel {

          (Labels)

          ScrollingIconPanel or ScrollingListPanel Widget

          Toolbar Panel [3] {

            General Toolbar Panel {

              "Request Partner" TextButton Widget

              "Watch Leaders" TextButton Widget

              "Kibitz Players" TextButton Widget

              "Tournaments" TextButton Widget

              "View List" or "View Icons" TextButton Widget

            }

            Kibitz Players Toolbar Panel (Kibitz Players selected from Tournament Page) {

              "Kibitz This Player" TextButton Widget

              "Tournaments" TextButton Widget

              "View List" or "View Icons" TextButton Widget

            }

          }

        }

        NewTableSetup Panel {

          BrandedPanel Widget

          TextFlowArea Widget

          (Labels)

          Server Settings Panel

          "New Table" TextButton Widget

          "Cancel" TextButton Widget

        }

        GamePlayPanel {

          DuplicateBoard Widget

          4 SeatedPlayer Widgets

          ImageLabel Widget for turn arrows

          BidCardImage Widgets for bids on the table

          CardImage Widgets for cards played to the current trick

          Button/Logo Panel [3] {

            (Game Server Buttons Panel) {

              LogoPanel Widget

              "Invite" TextButton Widget

              "Seat" TextButton Widget

              "Claim" TextButton Widget

              "Undo" TextButton Widget

              "Skip" TextButton Widget

              "Clear Score" TextButton Widget

              "Close Table" TextButton Widget

              "Settings" TextButton Widget

              Tearoff ImageButton Widget

            }

            (Game Player Buttons Panel) {

              LogoPanel Widget

              "Claim" TextButton Widget

              "Undo" TextButton Widget

              "Leave Table" TextButton Widget

              Tearoff ImageButton Widget

            }

          }

        }

      }

    }

    InformationArea Panel [3] {

      (Panel for collapsed layout) {

        Expansion ImageButton Widget

        LogoPanel widget for Sideways Logo/Slogan Image

      }

      (Panel for expanded layout) {

        TabPanel Widget (with Collapse ImageButton Widget, Tearoff ImageButton Widget) [3] {

          InfoTable Panel [3] {

            InfoTableLobby description Panel [6] {

              BrandedPanel Widget

              TextFlowArea Widget

            }

            InfoTableSelected table Panel {

              Players Info Panel (with PlayerPhoto widgets)

              Table Info Panel

              Spectators Panel {

                Spectators List Panel

              }

            }

            InfoTableNew table instructions Panel {

              BrandedPanel Widget

              TextFlowArea Widget

            }

            InfoTableServer Settings Panel {

              BrandedPanel Widget

              (Various Labels)

              ("Rated Play" Checkbox)

              ("Open Seating" Checkbox)

              ("Table Visible" Checkbox)

              ("Undos Allowed" Checkbox)

            }

            InfoTableWatching a table Panel {

              BrandedPanel Widget

              (Various Labels)

              QuittedTricks Panel {

                Implemented in paint()

              }

              LastTrick Panel {

                Implemented in paint()

              }

            }

            InfoTableGameDetails Panel {

              BrandedPanel Widget

              TextFlowArea Widget

            }

            InfoTableTourneyInst ructions Panel {

              BrandedPanel Widget

              TextFlowArea Widget

            }

            InfoTableTourneySum mary Panel {

              BrandedPanel Widget

              TextFlowArea Widget

            }

          }

          InfoPlayers Panel {

            TabPanel Widget [3] {

              InfoPlayersAtTable Panel {

                PlayersList Widget

              }

              InfoPlayersFriends Panel {

                Selection Panel {

                  (Choice control for "All Friends" or "Online Friends") [11]

                }

                PlayersList Widget

              }

              InfoPlayersStats Panel {

                InfoPlayersStatsSelect Panel {

                  (TextField control for searching)

                  ImageButton Widget for searching

                  (Choice control for type of view)

                }

                InfoPlayersStatsContent Panel { [3]

                  InfoPlayersStatsContentPersonal Panel {

                    PlayerInfo Widget

                    Add as Friend Panel {

                      (Label component)

                      (Checkbox component)

                      (TextField component)

                    }

                  }

                  InfoPlayersStatsContentScores Panel {

                    Implemented with Labels or paint()

                  }

                  InfoPlayersStatsContentSystems Panel {

                    Implemented with Labels or paint()

                  }

                }

              }

              InfoPlayersMyProfile Panel {

                InfoPlayersMyProfileSelect Panel {

                  (Choice control for type of view)

                }

                InfoPlayersMyProfileContent Panel [3] {

                  InfoPlayersMyProfileContentPersonal Panel {

                    PlayerPhoto Widget

                    (Various Labels)

                    ("Name" TextField)

                    ("Country" TextField)

                    ("E-mail" TextField)

                    ("Player Information 1" TextField)

                    ("Player Information 2" TextField)

                    ("ACBL/WBF" TextField)

                    "Update" TextButton Widget [12]

                    "Renew Your Subscription" TextButton Widget

                  }

                  InfoPlayersMyProfileContentScores Panel {

                    (Various Labels)

                    Hyperlink Widgets (fold this into TextFlowArea?)

                    ("Hide My Scores" Checkbox)

                  }

                  InfoPlayersMyProfileContentSystems Panel {

                    ("Favorite system" TextField)

                    ("Other conventions" TextField)

                    ("SAYC" Checkbox)

                    ("2/1" Checkbox)

                    ("Goren" Checkbox)

                    ("ACOL" Checkbox)

                    ("Precision" Checkbox)

                    ("Level" Choice control)

                    ("Level description" TextField)

                    (Various Labels)

                  }

                }

              }

            }

          }

          InfoCC Panel {

            TabPanel Widget [3] {

              InfoCCPanel {

                Library Main Panel {

                  (Labels)

                  (List control showing the cards)

                  "Open" TextButton Widget

                  "Print" TextButton Widget

                }

                Library Open Panel {

                  TextFlowArea Widget

                  "View Full Card" TextButton Widget

                  "Edit Card" TextButton Widget

                  "Cancel" TextButton Widget

                }

                Library Edit Card Panel {

                  TextFlowArea Widget

                  (Multiple Checkbox components)

                  "Add Notes" TextButton Widget

                  "Save" TextButton Widget

                  "Cancel" TextButton Widget

                }

                Library Add Notes Panel {

                  (Labels)

                  (TextArea component for notes)

                  "Save" TextButton Widget

                  "Back" TextButton Widget

                  "Cancel" TextButton Widget

                }

                Library Save Card Panel {

                  (Labels)

                  (List control showing card names)

                  (TextField control to enter a new card name)

                  "Save" TextButton Widget

                  "Back" TextButton Widget

                  "Cancel" TextButton Widget

                }

                Current Game Main Panel {

                  (Labels)

                  (Choice control)

                  "View" TextButton Widget

                  "Print" TextButton Widget

                  (List control showing card names)

                  "Open" TextButton Widget

                  "Publish" TextButton Widget

                }

                Current Game View Published Card Panel {

                  TextFlowArea Widget

                  "View Full Card" TextButton Widget

                  "Save" TextButton Widget

                  "Print" TextButton Widget

                  "Cancel" TextButton Widget

                }

                Current Game Save Published Card Panel {

                  (re-use Library Save Card Panel, above)

                }

              }

            }

          }

          InfoHands Panel [3] {

            InfoHandsThis session Panel {

              (Labels)

              ScrollingListPanel Widget

              "New Session" TextButton Widget

              "Diagram" TextButton Widget

              "View Details" TextButton Widget

              "Other Tables" TextButton Widget

            }

            InfoHandsDiagram Panel {

              (Labels)

              ImageLabel Widget (for pips)

              DealDisplay Widget

              BiddingHistory Widget

              "View Details" TextButton Widget

              "Other Tables" TextButton Widget

              "Boards" TextButton Widget

            }

            InfoHandsOther tables Panel {

              (Labels)

              ScrollingListPanel Widget

              "Diagram" TextButton Widget

              "View Details" TextButton Widget

              "Boards" TextButton Widget

            }

          }

          InfoHelp Panel [14] {

            (Option component to select help topic)

            TextFlowArea Widget

          }

        }

      }

    }

    ChatMessagesArea Panel {

      (Chat Area Panel) [9] {

        Title Bar Panel {

          ("Chat Area" Label)

        }

        (Labels as required)

        ("Private Chat" Checkbox)

        Combobox Widget

        "+" and "-" TextButtons

        Combobox Widget

        PlayerPhoto Widget (hidden except for private chat)

      }

      (Messages Area Panel) {

        Title Bar Panel {

          ("Messages" Label)

          "Filter" TextButton Widget

          "Ask to Play" TextButton Widget

          "Watch" TextButton Widget

          "Hints" TextButton Widget

          Tearoff ImageButton Widget

        }

        ImageLabel for top border [10]

        ImageLabel for right border [10]

        MessagesList Widget {

          Messages List

        }

      }

    }

    Thin horizontal BorderPanel Widget (above Chat/Message Area Panel) [1,2]

    Thin vertical BorderPanel Widget (left of Information Area Panel) [1,2]

  }

  MainAreaDialog [4] {

    MainArea Panel (as above)

  }

  InfoAreaDialog [4] {

    InformationArea Panel (as above)

  }

  ChatAreaDialog [4] {

    Button Bar Panel {

      (Labels)

      "Filter" TextButton Widget

      "Hints" TextButton Widget

      "Ask to Play" TextButton Widget

      "Watch" TextButton Widget

    }

    Player Info Panel {

      PlayerInfo Widget (hidden unless private chat)

      ("Chat with:" Label)

      ("Message:" Label)

    }

    Chat Panel {

      Combobox widget to enter message recipient(s)

      ("Private Chat" Checkbox)

      Combobox Widget for the message

      ("+" and "-" TextButtons)

      Messages List

    }

  }

  PlayerInfoDialog { (see Stats Selection Panel)

    BrandedPanel Widget

    PlayerInfo Widget

    ("Add As Friend" Checkbox)

    (TextField component)

    "Save Settings" TextButton Widget

    "Cancel" TextButton Widget

    Remainder implemented with Labels or paint()

  }

  AskToPlayDialog {

    BrandedPanel Widget

    Text Panel {

      Some Labels

    }

    Buttons Panel {

      "Go to Table" TextButton Widget

      "Go to Lobby" TextButton Widget [7]

    }

  }

  MessageFilterDialog {

    BrandedPanel Widget

    TextFlowArea Widget

    ("Message Filter List" Label)

    (Message Filter List)

    (Message Filter TextField)

    "Add" and "Remove" TextButton Widgets

    ("Make Filter Active" Checkbox)

    "" and "Cancel" TextButton Widgets

  }

  PrintCC1Dialog {

    BrandedPanel Widget

    (Labels)

    "" TextButton Widget

  }

  PrintCC2Dialog {

    BrandedPanel Widget

    (Labels)

    "Yes, Print Score Sheet" TextButton Widget

    "No Thanks!" TextButton Widget

  }

  Publish CC Dialog {

    BrandedPanel Widget

    (Labels)

    "" TextButton Widget

  }

  PrintScoreSheetDialog {

    BrandedPanel Widget

    (Labels)

    (List control for selecting a scoresheet)

    "Print Score Sheet" TextButton Widget

    "Cancel" TextButton Widget

  }

  BoardReviewDialog (details) {

    BrandedPanel Widget

    "Website Database" TextButton Widget

    "Print Board" TextButton Widget

    (Labels)

    DealDisplay Widget

    BiddingHistory Widget

    CardPlayHistory Widget

    "Prev Trick" ImageButton Widget

    "Prev Card" ImageButton Widget

    "Next Card" ImageButton Widget

    "Next Trick" ImageButton Widget

    "Reload Hand" ImageButton Widget

  }

  InvitePlayersDialog {

    BrandedPanel Widget

    (Labels)

    ("Novice" Checkbox)

    ("Intermediate" Checkbox)

    ("Advanced" Checkbox)

    ("Expert" Checkbox)

    ("All" Checkbox)

    DoubleSlider Widget

    ("Accept any rating" Checkbox)

    ("SAYC" Checkbox)

    ("2/1" Checkbox)

    ("Precision" Checkbox)

    ("Goren" Checkbox)

    ("ACOL" Checkbox)

    ("Available Players" List)

    ("Selected Players" List)

    "Select as Partner" TextButton Widget

    "Select as Opponent" TextButton Widget [15]

    "Invite" TextButton Widget

    "Cancel" TextButton Widget

  }

  SeatPlayersDialog {

    BrandedPanel Widget

    (Labels)

    PlayersList Widget

    PlayerPhoto Widgets

    Various BorderPanel Widgets

    "North" TextButton Widget

    "South" TextButton Widget

    "East" TextButton Widget

    "West" TextButton Widget

    "Unseat" TextButton Widget

    "Disconnect" TextButton Widget

    "Lockout" TextButton Widget

    "Invite" TextButton Widget

    "Cancel" TextButton Widget

  }

  GameSettingsDialog {

    BrandedPanel Widget

    NewTableSetup Panel

    Join Team Game Panel {

      (List of team tables)

      "Join Table" TextButton Widget

    }

    "Save Settings" TextButton Widget

    "Cancel" TextButton Widget

  }

  BiddingBoxDialog {

    BrandedPanel Widget

    Bid Array Panel {

      implemented in paint() method

    }

    "Explain" Combobox Widget

    "Pass" TextButton Widget

    "Double" TextButton Widget

    "Redouble" TextButton Widget

    "Bid" TextButton Widget

    "Bid+Alert" TextButton Widget

  }

  RequestPartnerDialog {

    BrandedPanel Widget

    (Labels)

    "Continue" TextButton Widget

  }

  Partner Accepts Dialog {

    BrandedPanel Widget

    (Labels)

    "Continue" TextButton Widget

  }

  Partner Declines Dialog {

    BrandedPanel Widget

    (Labels)

    "" TextButton Widget

  }

  ProgramSettingsDialog {

    TabPanel Widget (bridge Logo Panel on the left) [3,8] {

      BridgeSettings Panel {

        (Labels)

        ("Remember bridge configuration" Checkbox)

        ("Reset bridge Defaults Now" Button)

        ("Card size" CheckboxGroup and Checkboxes)

        ("Suit sort order" CheckboxGroup and checkboxes)

        ("Show trumps on left" Checkbox)

        ("Table background" Choice)

        ("Chat & Message area" Font, Font Style, Font Size Choices)

        ("Lobby lists" Font, Font Style, Font Size Choices)

        ("Bid sound" Checkbox)

        ("Card played sound" Checkbox)

        ("Your turn sound" Checkbox)

        ("Display of claim sound" Checkbox)

        ("Private message received sound" Checkbox)

        ("Turn on/off sounds" CheckboxGroup and checkboxes)

        "Save Settings" TextButton Widget

        "Cancel" TextButton Widget

      }

      OpenAllTablesSettings Panel (2 of these) {

        (Labels)

        ("Show tables" CheckboxGroup and Checkboxes)

        ("List by" CheckboxGroup and Checkboxes)

        ("Novice" Checkbox)

        ("Intermediate" Checkbox)

        ("Advanced" Checkbox)

        ("Expert" Checkbox)

        ("All" Checkbox)

        DoubleSlider Widget

        ("Accept any rating" Checkbox)

        ("MP" Checkbox)

        ("IMP" Checkbox)

        ("Rubber" Checkbox)

        ("SAYC" Checkbox)

        ("2/1" Checkbox)

        ("Precision" Checkbox)

        ("Goren" Checkbox)

        ("ACOL" Checkbox)

        ("Jersey colors show" CheckboxGroup and Checkboxes)

        ("Available Information" List)

        ("Display Information" List)

        "Add" TextButton Widget

        "Remove" TextButton Widget

        "Move Up" TextButton Widget

        "Move Down" TextButton Widget

        "Save Settings" TextButton Widget

        "Cancel" TextButton Widget

      }

      PlayersFriendsSettings Panel (2 of these) {

        (Labels)

        ("Friends" Checkbox)

        ("Players in Lobby" Checkbox)

        ("Spectators" Checkbox)

        ("All" Checkbox)

        ("Novice" Checkbox)

        ("Intermediate" Checkbox)

        ("Advanced" Checkbox)

        ("Expert" Checkbox)

        ("All" Checkbox)

        DoubleSlider Widget

        ("Accept any rating" Checkbox)

        ("SAYC" Checkbox)

        ("2/1" Checkbox)

        ("Precision" Checkbox)

        ("Goren" Checkbox)

        ("ACOL" Checkbox)

        ("Available Information" List)

        ("Display Information" List)

        "Add" TextButton Widget

        "Remove" TextButton Widget

        "Move Up" TextButton Widget

        "Move Down" TextButton Widget

        "Save Settings" TextButton Widget

        "Cancel" TextButton Widget

      }

    }

  }

  ClaimDialog {

    BrandedPanel Widget

    Claim Array Panel {

      implemented in paint() method

    }

    ("Explain" TextField)

    "Claim" TextButton Widget

    "Cancel" TextButton Widget

  }

}



	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


