TapestrySHowToCreateYourOwnComponents

| wanted to create a tree component, based on http://www.dhtmlgoodies.com/scripts/drag-drop-folder-tree/drag-drop-folder-tree.html, and it is actually
really simple (thanks to Francois Armand, who pointed me in the right direction).

1. Create a new package in src/main/java, org.example.myapp.components. Note that the first part (in italics) should follow the same naming
convention as your other packages (e.g. org.example.myapp.pages), but the components part is compulsory.

2. Within the component package, create a new class, e.g. Tree.java

3. Study the diagram on component rendering at http://tapestry.apache.org/component-rendering.html (reproduced at the bottom of this page).
Based on this diagram, you can see which states you need to implement as annotations.

4. For example, the Tree.java file below creates an unordered list <ul>, which is reformatted by the CSS and JS to the DHTMLgoodies drag-drop-
folder-tree.

5. That's all there is too it: you can now reference your tree component in every HTML page as follows, e.g. you can write in Start.html:

<t:Tree source="pos" current Node="node" parent Node="parent">
<t:actionlink context="node.getCreatedDT()" title="%${node.getDescription()}">%{node.getld()}</t:actionlink>
</t:Tree>

Note that in Start.java, the source pos (an Arr ayLi st of object that contain a createdDT time stamp, a description, an id and a depth field), the node and p
arent all need to be present, and require getters and setters. Furthermore, in order to convert the unordered list to the pretty DHTML goodies tree, you also
need to include the CSS, JS and image files in this HTML file, as well as the bit of javascript you see at the end of the DHTML goodies example (t r eeObj

= new JSDragDropTree(); etc. I'm still looking into how to integrate all of these items into the component, but the basis is there.

Tree.java

package org. exanpl e. myapp. conponents;

inport java.util.Arraylist;
import java.util.lterator;

i mport org.apache. t apestry. Conponent Resour ces;

i mport org.apache. tapestry. MarkupWiter;

inport org.apache. tapestry. annotations. Aft er Render;

i mport org.apache. tapestry. annot ati ons. Aft er Render Body;

i mport org.apache. tapestry. annot ati ons. Bef or eRender Body;
i nport org.apache. tapestry. annot ati ons. Begi nRender;

i mport org.apache. tapestry. annot ati ons. Cl eanupRender ;

i mport org.apache. tapestry. annotations. Envi ronnent al ;

i nport org.apache. tapestry. annotations. | nject;

i mport org.apache. tapestry. annotations. Paraneter;

i nport org.apache. tapestry. annot ati ons. Set upRender;

i mport org.apache. tapestry. annotations. Support sl nf or mal Par anet ers;
i mport org.apache. tapestry. services. Heartbeat;

import nl.tno.secureit?2.data.Physical Object;

/*-k
* @uthor Erik Vullings
* I npl ements a www. dht ml goodi es. com dr ag- and- dr op-f ol der tree conponent
*/

@uppor t sl nf or nal Par anet er s
public class Tree {
/*
* Current depth of the node in the tree
*/
private int currentDepth;
/*
* |terator to iterate over all tree elements
*
/
private Iterator<Physical Object> iterator;

/**

* Defines the source Tree to walk over. This is the ''source=""' input of your conmponent in the Start.
htm file, as well as their getters and setters.

*/

@rar anet er (required = true)
private Arrayli st <Physi cal Obj ect> source;

/*


http://www.dhtmlgoodies.com/scripts/drag-drop-folder-tree/drag-drop-folder-tree.html
http://tapestry.apache.org/component-rendering.html

* Defines the current node of the tree: as the parentNode, these objects need to be defined in the

Start.java file, as well as their getters and setters.
*/
@par anet er
private Physical Obj ect currentNode;

/*

* Defines the parent node of the tree
*/

@par anet er

private Physical Cbj ect parent Node;

@Envi ronnent al
private Heartbeat heartbeat;

@ nj ect
private Conponent Resources resources;

/1 The first state to render a conponent: performinitialization here
@et upRender
bool ean setupRender () {
if (source == null)
return false;

currentDepth = 0;
this.iterator = source.iterator();
return (iterator.hasNext());

}

/** Begins a new heartbeat: The heartbeats allow you to |oop over every itemin the tree. */
@Begi nRender
voi d begin() {
par ent Node = current Node;
current Node = iterator.next();
heart beat . begi n();
}

/1 Before the body is being rendered (note that the actual contents of the body are rendered in the

HTM. page),

/1 1 wite the <ul><li> based on the current depth. There are several witers, also ones that nake

certain that

/1 you generate correct XHTM. syntax, but | use the raw format since | already had this algorithm

@Bef or eRender Body
voi d bef oreRender Body( Mar kupWiter witer) {
witer.witeRaw(
get | ndent ati on(current Node. get Depth()) +
"<li id="node" + currentNode. getCreatedDT() +"'>");
resour ces. render | nf or nal Paraneters(witer);

}

/** Ends the current heartbeat: if the iterator sees nore itens to process, return false (== not
and start the next heartbeat */
@\f t er Render
bool ean afterRender () {
heart beat . end();
return (literator.hasNext());

}

/* Any final cleanup that needs to be performed can be added here.
@ eanupRender
voi d cl eanupRender (MarkupWiter witer) {
witer.witeRawgetlndentation(-1));
resour ces. render | nf or mal Paraneters(witer);

/*

* Hel per function, which returns the <ul><li> etc. based on the currentDepth
*/

String getlndentation(int depth) {

String s = ;

ready)



if (depth == -1) {
/] Reset function (currentDepth remains the same between calls of
/] the page)
currentDepth = 0
return "</1i></ul>";
}
if (currentDepth == 0 & depth == 1) {
/Il First tinme
currentDepth = 1
return "<ul id="dhtm goodies_tree2' class="dhtnl goodies_tree' >"
}
if (currentDepth > depth) {
s = "</li>";
while (currentDepth > depth) {
current Dept h- -
s += "</li></ul>";
}
} else if (currentDepth < depth) {
/1 The difference can never be nore than 1 (which would nmean
/'l skipping a level)
current Dept h++
s = "<ul>";
} else
s = "</li>";
return s
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