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Chapter 8 - User Interface Designer

Apart from facilitating visual modeling, SDE for lfzse also facilitate screen mock up in early reguent capturing stage.
With SDE for Eclipse cutting edge visual modeliegtinology, you can save a lot of time from writtedious code to make a
user interface for confirming requirements.

In this chapter, you will learn:

Creating User Interface Diagram

Change Component Properties

Annotating Component

Linking Components

Switching Orientation by Resource-centric Interface
Auto Detect Orientation

Creating User Interface Diagram

Similar to other diagrams, user interface diagram loe created using different ways:

Using toolbar
Using New Diagram dialog box
Using popup menu of Diagram Navigator

Here, creation of it using toolbar is used as ange.
To create a new user interface diagram, s&leet SDE-EC Diagramfrom toolbar. And select User Interface from thelal
box
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Figure 8.1 - Select New SDE-EC Diagram
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; @ Object Diagram
i E_E] Textual Analysis
f ]_‘E_j Business 'Woaorkflow Diagram
: E CRiC Card Diagram
i ﬂ Composite Structure Diagram
@l Timing Diagram
@ Interaction Cwervieww Diagram
- tﬂ Crverview Diagram
; {fﬂ Entityw Relationship Diagram
i iiil ORM Diagram
f Eﬂ EJE Diagram
: @ Business Process Diagram
i I__ﬁ Requirement Diagram
{E Ciaba Flow Diagram
Jj User Interface

Diagrar Mame |Llser Interfacel

@ | Firish

/[

Cancel

Figure 8.2 - Select User Interface
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The diagram is created.
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Figure 8.2 - New User Interface Diagram
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Creating Component

You can create component by drag and drop, sehglctléick and with size.
To create by drag and drop:
1. Drag the component you want to add from thebiaol
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Figure 8.3 - Drag the component

2. Then drop the component on the diagram pane.
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Figure 8.4 - Drop on diagram pane
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To create by select and click:
1. Select the component you want to add in thebtool
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Figure 8.5 - Select component

2. Click on the diagram pane. The component istecea
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Figure 8.6 - Component created
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To create by defining an initial size:
1. Select the component you want to add in thebtool
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Figure 8.7 - Select component

2. Drag a specific boundary before releasing thesado define the component's initial size.
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Figure 8.8 - Define an initial size
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3. The component with specific size is created.
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Figure 8.9 - Component created

Change Component Properties

You can set the properties of user interface byimgethe specification of the component. Then, gan go into th&Jl tab to
update all user interface properties.

Here, the configuration of the user interface proge of list and label are used as examples.

To set the properties of a label:

1. Right click on the label and sel&pen Specification.. from the popup menu.
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Figure 8.10 - Select Open Specification
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Chapter 8 — User Interface Designer

Docurnentakion:

I | Relations || References || Cu:umments|
;

MHmM B T u

FRhe fedatvg >

(&= ] [ o

] [ Zancel

J

Apply

J

Help

Figure 8.11 - Select Ul tab

3. User interface properties can be configured.

& UlLabel Specification

| General |E| Felations || References || Cu:umments|

Caption:

Mnemanic: |

(=] (o

][ ancel ][

Apply

J

Help

Figure 8.12 - Ul properties of label
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4. You can edit th€aption andMnemonic.

& UlLabel Specification
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Figure 8.13 - Edit user interface properties

5. The label has been edited.
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Figure 8.14 - Label edited
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To set the user interface of a list:
1. Right click on a list and sele@pen Specification..from the popup menu.
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Figure 8.15 - Open Specification
2. SelecUl tab.
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Figure 8.16 - Select Ul tab
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3. The Ul properties you can edit is shown.
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Figure 8.17 - Ul properties of List

4. You can edit th¥aluesandSelected valuef the user interface. You can also decide thegnt@s ofHorizontal Scroll
Bar andVertical Scroll Bar.
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Figure 8.18 - Edit Ul properties
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5. List has been edited.
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Figure 8.19 - List edited

Annotating Component

You may want to add annotation to specific Ul Comgmt as instruction. In SDE for Eclipse, you caa the Note resource to

achieve it.

Here, adding annotation to a button is used axample.

When your mouse moves pass a button, you can edéatie resource.
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Figure 8.20 - Note resource
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Drag the Note resource to a place on diagram pd&eeenyou want the note to be created on.
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Figure 8.21 - Drag the Note resource

When you release the mouse, you can type in anootatthe note.
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Figure 8.22 - Type in annotation
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Annotation has been added.
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Figure 8.23 - Annotation added

Linking Components

Similar to other diagrams, user interface diagrilows you to create connector to connect two congpts This can be
achieved by using Resource Centric.

Here, connecting a button and a panel is used agample.

1. Mouse over a button, you will see the Centrisdrece for Generic Connector.
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Figure 8.24 - Select Centric Resource for Genepai@ctor

2. Drag the resource to the component you wanbtmect to.
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Figure 8.25 - Drag the resource
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3. Release the mouse and connector is createdméglalso edit the name of connector.
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Figure 8.26 - Edit the name of connector

Switching Orientation by Resource-centric Interface

Sometimes, you may want to switch the orientatiboeotain component. In SDE for Eclipse, you cae il Switch

Orientation Resource to do so.
When your mouse move over some components likébscolou can see the Switch Orientation Resource.
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Figure 8.27 - Switch Orientation Resource
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By selecting the resource, the orientation of conemb has been switched.
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Figure 8.28 - Orientation switched

Auto Detect Orientation

SDE for Eclipse can detect the orientation of agonent when you create it with specific size.
For example, you may drag vertically to createdesl
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Figure 8.29 - Drag vertically
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The slider created is in vertical orientation.

Figure 8.30 - Component with vertical orientaton
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