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Getting Started - Code Samples - vdFramedControl

This guide will help you add the new VectorDraw Developers Framework (VDF) version 6 vdFramedControl in
your Visual Studio 2005 projects and also show you some basic functionality of the vdFramedControl.

Click on the links below to see a "Getting started" guide, that is adding the vdFramedControl in a project and
creating a very simple project for the platform that you use :

. Visual C# 2005

. Visual C++ 2005

. Visual Basic 2005

. Authorizing the VDF Libraries

The topics above contain information on how to add the VDF vdFramedControl to an empty Visual Studio
2005 project and also some steps to add to this project some basic functionality like open/save/new and
zoom.

You can also see some more complex examples on specific issues like (alphabetic order):

. ActionUtility
. Blocks

. Colors & Palette

. CommandAction

. Dimensions

. DimStyles

. Document Properties & Events

. Drag & Drop

. Globalization of Resources

- Grips

- Handle
. Hatches
. Images

. Layers

. Layouts & Viewports

. Linetypes
. MText & Text

. Osnaps

. Section Clipping

. Selections

. SupportPath

. TextStyles
. Tooltips & URL

. Undo & Redo

. Units (Linear - Angle)




. XProperties

. External Reference (Xrefs)

Note:

You can check the CADBasics.chm help file that is installed in your disk with our VDF setup
(in a folder like "C:\Program Files\VectorDraw\VectorDraw Developer Framework') to get a
general idea regarding CAD programs, and basic CAD terminology (like Line, Layer, Block,
Dimension etc)

You can also check our samples that are using the VectorDraw Developer Framework version
6 libraries that are compressed in a cab file (named vdfexamples.cab) and is installed with
our VDF setup in a folder like "C:\Program Files\VectorDraw\VectorDraw Developer
Framework\vdFramedControl Samples". These samples are available for C# and VB.NET
2005;

. AddEntities : Is a simple project on how to add all graphical entities
(like lines, texts, polylines etc) in a drawing

. Commands : This sample demonstrates the use of predefined
commands that can be used to draw graphic objects like lines, circles
etc (cmdLine, cmdCircle etc) and also transform these objects like
Copy, Move, Rotate etc.

. Collections : This sample demonstrates the use of collections like
XProperties, Layers, Blocks, Images, TextStyles etc

. MDICAD : Is a simple CAD program (only in C#) containing a
properties list to check the properties of VectorDraw objects and a
command line that the use can use to draw/select/edit CAD objects
and collections.

. UserActions & Utilities : A sample that demonstrates user actions
like GetPoint, GetRect that can be used for example in selecting
objects

. ActionDraw Event : A sample using ActionDraw event that can be
used by the user to draw an object (like a circle) while the user is
inside a user-command like cmdLine

. CustomObijects : Is a advanced project on how to create your own
graphical objects that have special properties, like a "blinking" object

Below you can find some useful information and How-To regarding some basic objects and functionality of
the vdFramedControl
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Getting Started - C# 2005 - vdFramedControl

In order to add the VDF vdFramedControl in Visual C# 2005 the steps 1 to 5 must be followed:

1) Open the Visual C# 2005 IDE and choose to create a new Windows project as "Windows Application”

MNew Project

Project types: Templates: |E|
= Visual C# Visual Studio installed templates
Windows
Smart Device (] Windows Application (¥ Class Library
Database 7] Windows Control Library ic# Web Control Library
Starter Kits E—ECDI‘ISDE Application Eiﬁa‘indnws Service
Web [c#] Empty Project ECrysEl Reports Application
[=)- Other Languages
Visual Basic My Templates

Visual 1%
Visual C++
COther Project Types

i Search Online Templates...

A project for creating an application with a Windows user interface

|
Mame: | Sample1 |
Location: | c:\test\WDFG W | [ Browse. .. ]
Solution Mame: | Sample1

| Create directory for solution

[ ]Add to Source Control

(04 l [ Cancel

2) Right click on the toolbox and in the menu that appears choose "Choose Items..."



2% Sample1 - Microsoft Visual Studio
File Edit Wiew Project Build Debug Data Tools  Window  Community
(- - 23 | % 3 (89 - O 15[ ) Debug
O | |2 & S| | T o al | =2 5] B | oge %
Form1 [Dﬁign]*t Start Page
_ [ Form1
Containers
Menus & Toolbars
Data
= Components '
R Pointer .
E BackgroundWarker List View
[&] DirectoryEntry Shaw Al
I@ DirectorySearcher | Choose I
) ErrorProvider
‘? Sort Items Alphabetically
i3] Eventlog
" Reset Toolb
E FileSystemWatcher Sl
HelpProvider Add Tab
= Imagelist Delete Tab
(¥ MessageQueue Rename Tab
Perfo Counte
4 PerformanceCounter —
a Process
oy } Move Down
s SerialPort
| i E o
%5 Toolbox |4 Server Explorer
3) You can add the vdFramedControl with 2 different ways:

A) In the "Choose Toolbox Items" scroll down to the "vdFramedControl" and check it.

Choose Toolbox Items

ValidationSummary

System.Web,UI WebControls

.NET Framework Components | COM Components |
Mame Mamespace Aszsembly Mame Dire;
System.Web (2.0.0.0) Globz

vdCommandLine
Language:

Version:

Invariant Language (Invariant Country)

1.0.1.6008

[} vdCommandLine VectorDraw.Professional.vdComm... wdCommandLine (1.0.1.60... Glob

[} vdDocumentCompon... VectorDraw.Professional.Compon...  VectorDraw.Professional (...  Glob
vdFramedContral vdControls vdFramedContraol (5.1.1.6... Glob
[} dPropertyGrid vdPropertyGrid vdPropertyGrid (1.0. 1.6006) Glob
[} vdscrollableControl vdScrollableControl vdScrollableContral (6.0.1.... Glob
VectorDrawBaseCon... VectorDraw.Professional Control VDrawBaseControl (6.0.1.... Glob
View System.Web, UL WebControls System.Web (2.0.0.0) Globz—
VScrollBar System. Windows, Forms System.Windows.Forms (2... C:!\Pr¥
< | >
Filter: | | Clear

Browse...

Ok ] [ Cancel

] [ Reset

-OR -

B 1)In the "Choose Toolbox Items" window and click "Browse..." button.




Choose Toolbox

Items

.NET Framework Components | COM Components |

Mame Mamespace Aszembly Name Directory
28 AccessDataSource System.Web.UI WebContraols System.Web (2.0.0.0) Global As-.
] aDopc Microsoft. VisualBasic, Compatibi...  Microsoft.VisualBasic.C...  Global Ass
[] aDoDCArray Microsoft, VisualBasic, Compatibi...  Microsoft. VisualBasic.C...  Global Ass
[] adomdCommand Microsoft, AnalysisServices, Ado...  Microsoft. AnalysisServi...  Global Ass
[] AdomdConnection Microsoft, AnalysisServices. Ado...  Microsoft. AnalysisServi...  Global Ass
[] adomdDatasdapter Microsoft, AnalysisServices, Ado...  Microsoft, AnalysisServi...  Global Ass
AdRotator System.Web.UI.MobileContraols System.Web.Mobile (2.... Global Ass
AdRotator System.Web,UIWebControls System.Web (2.0.0.0) Global Ass
AppearanceEditorPart  System.Web.UIWebControls...,  System.Web (2.0.0.0) Global Ass
< "
Filter: | |
ArcessDataSource

T Language: Inwvariant Language (Invariant Country)

Versian: 2.0.0.0

QK ] [ Cancel

==

B 2) Go to the folder where the VectorDraw Developer Framework is installed (must be like "C:\Program

Files\VectorDraw\Common\6xxx") and click on (select) the vdFramedControl.dll and then click "Open" button.

vdes.dl
vddgn.dl
vdDXF.dI

vdFramedContral.dll

Eudregﬂb.exe
vdScrollableControl.di
vdxFeny.di
u'u'ectorCAD.exe

File name:

Description: VectorDraw.Professional. FrameControl

Look in: |EJ ] V| @-3 Q x 4 [Ed = Tools -
= IChimages vdgridmscoree.dll VectorDraw . Actions.dll
L4 AxVDrawLibs.dl wdInstall.dl VectorDraw.ExDialogs. di
Desktop Engnative.dl wdinstalreg.dll VectorDraw.Fonts.dl
Fgacutil.exe wdlrn. dil VectorDraw. Generics. di
o Elc.exe VdProContral, dil VectorDraw, Geometry. dll
r_.‘__] OpenvDF.dll wdpromscoree.dll VectorDraw.Professional . di
My Projects Eﬂegnsm.exe vdPropertyGrid. dil VectorDraw . Render.dll
RenderFormats.dll VDrawBaseControl.dll VectorDraw . Serialize. dll
K ﬁvd.ﬁ.umurizeﬁ.pp.exe YDrawIs.dl WinMsgMannager.dll
g’ vdComrandLine. dll YDOrawLibs.dll ¥Files.dll
My Computer Eudmnu.exe WdrawPro5.dll

Files of type:

Company: VectorDraw
File Version: &.1.1.6006

Size: 44.0 KB

4) You should see it checked in the "

Choose Toolbox Items". Click the "OK" button.

IE Date Created: 3/6/2007 7:06 PM

] =]

Cancel




Choose Toolbox Items

MET Framework Compaonents

COM Components

Marme

TreeView
TreeView
TreevView

|:| TreeViewhArray

[] userControl
Validationsummary
ValidationSummary

vdFramedControl

Mamespace

System.Windows.Fo...
System.Windows.Fo...
System.Windows.Fa...
Microsoft. VisualBasic. ..
System.Windows.Fo...
System.Web.UI.Mob...

System.Web.UIWe..,
vdControls

Aszembly Name
System.Windows.Forms (2.0...
System.Windows,Forms (2.0...
System.Windows.Forms (1.0...

Microsoft, VisualBasic. Compat. ..

System.Windows.Forms (2.0...
System.Web,Mobile (2.0.0.0)
System.Web (2.0.0.0)
vdFramedContral (&. 1. 1.6006)

Directory b
Global Assembly C..
C:\Program Filesh,..
C:\Program Filesh,..
Global Assembly C..
Global Assembly C..
Global Assembly C..
Global Assembly C..
Global Assembly C.

View System.Web,UIWe.., System.Web (2.0.0.0) Global Assembly C.. ™%
< | =
Filter: | | =
vdFramedControl
Language: Invariant Language (Invariant Country)
Versiaon: 6,1,1.6006

[ Ok l [ Cancel

J

Reset ]

5) The vdFramedControl component should be in the Toolbox.

% Sample1 - Microsoft Visual Studio

File Edit View

Project

Buld Debug Data Tools

EI RS RN - N W R

Windg

O | 2= & 3| TF
Toolbox

Containers
Menus & Toolbars
Data

= Components

k Pointer

E BackgroundWarker
(%] DirectoryEntry
.'[f;. DirectorySearcher
i) ErrorProvider

'gﬂ EventLog

,_.:3 FileSystem\Watcher
HelpProvider

= Imagelist

[l MezzageQueue

|?ﬂ' vdFramedControl

] PerformanceCounter
.__; Process
= .
@ SerialPort
lﬂ ServiceController

AZ

S Toolbox E‘ngErver Explorer

Error List

6) Add it to the form and also 4 buttons that will do some simple functions like Open/Save a drawing, Create a new drawing and Zoom Extends.



29 Sample1 - Microsoft Visual Studio

File Edit Wew Project Build Debug Data Format Tools Window  Community Help
EIRSEERAr=N" N~ R TR B &l - 5L b Debug ~ Any CPU -l %
= N R e 4 FH [+ & 24 =i -
> Start Page | Forml.cs.” Forml.cs [Design] = 3 | | Solution Explorer - Samplel - 1 X
g Al | & F] L [E E S
iy [’ = E Samplel
%‘ vd Document() w = | Properties
3 — ] AssemblyInfo.cs
3 @=:)4 B
5 [CES 2 licenses. licx
m
= B ActiveProperties » _;;I Resources.resx
g ActiveDimStyle STANDARD =] Settings.settings
= ActiveHatchProperties | VdFillModeNone «J] References
Activelayer 0 = ﬂ_quml.cs v
ActivelayOut HModel Properties v 1 x
ActivelLineType BYLAYER
ActivelineWeight LW_BYLAYER - vdFC vdControls, vdFramedControl -
Fl_Arfivabantnlar [ 1 Bl aseas =
Y ActiveDimStyle B 4
GetfSet the active dimstyle of the document. {ApplicationSettir A
{DataBindings)
{Mame) wdFC
AccessibleDescrip
AccessibleMame
AccessibleRole  Pane
AllowDrop False
Anch Top, Left
Command: =— = la
AutoScroll Falze
‘Cu::nu::nr-:llZJis;:danj-I | PAPER Snap OFF Grid OFF Ortho OFF Osnap OM L AutoScrolMargin 0, 0 W
r_! o
(ApplicationSettings)
[ L) ] [ s ] [ e ] [ e ] w Maps property settings to an application
= configuration file,
_a Error List| =] Output _ﬂ Find Results 1 @Find Symbol Results EPEI'ldil'lg Checkins il Task List
Ready

7) Select the VDF references and in their properties set Copy Local to False and Specific Version to False too.



Solution Explorer - Solution 'Sample 1’ {1 project)

& [2]
= | References
..... «J System
..... « 3 System.Data
..... 3 System.Deployment
..... <3 System,Drawing
..... <30 System.Windows. Forms

X

sl

g vdCommandLine
vdFramedControl
g ) dPropertyGrid
----- = )/ DrawBaseControl
vdScrollableControl
----- g ectorDraw, Actions

VectorDraw. Geometry

Aligses global
Copy Local

Séle:;iﬁc Version

9) The code that is added to the buttons click is like below :.

é private void btOpen Click(object sender, Eventihrgs e)
{
object ret = wdFC.BaseControl.ActiveDocument.GetOpenFileNameDlg (0, "™, 0):
if (ret = mull)} return;
string fname = (string)ret;
bool success = vwdFC.BaseControl.ActiveDocument .Open (fname) »
if (=success) vdFC.BaselControl.ActiveDocument.Redraw(true);
- }
= private void btSave Click(ockject sender, Eventlhrgs e)
{
hdFC.BaseCnntrnl.ActiveDncument.SaveAst"c:\\temp\\test.vdcl"};
o }
= private void btWew Click(object sender, Eventlrgs e}
{
vdFC.BaseControl . ActiveDocument . New () »
o }
= private void btZoom Click(object =sender, Eventirgs e)
{
vdFC.BaseControl .. ActiveDocument . Commandaction. Zoom("E™, 0, 0):
o }

private void bt Open_Cick(object sender, EventArgs e)



obj ect ret = vdFC. BaseControl.ActiveDocunent. Get OpenFi | eNaneDl g( 0,

if (ret == null) return;

string fname = (string)ret;

bool success = vdFC. BaseControl . Acti veDocunent. Qpen(fnane);

i f (success) vdFC. BaseControl . Acti veDocunent. Redraw(true);
}

private void btSave_Oick(object sender, EventArgs e)

vdFC. BaseControl . Acti veDocunent . SaveAs("c:\\tenp\\test.vdcl");
}

private void bt New Cick(object sender, EventArgs e)

vdFC. BaseControl . Acti veDocunent . New() ;
}

private void bt Zoom dick(object sender, EventArgs e)

vdFC. BaseControl . Acti veDocunent . CommandAct i on. Zoon("E", 0, 0);

0);
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Getting Started - C++ 2005 - vdFramedControl

In order to add the VDF vdFramedControl in Visual C++ 2005 the steps 1 to 5 must be followed:

1) Open the Visual C++ 2005 IDE and choose to create a new Windows project as "Windows Forms Application™

New Project

Project types: Templates: |§|
-~ Windows #|| visual Studio installed templates L
Smart Device
E Custom Wizard l33'n.l'h'ir1dc:u.'\uls Forms Application
éCLF‘. Console Application Ié'nﬂa'iné‘rz Console Application
[ ATL Project A MFC Application
=) Other Languages (S Makefile Project 188 ASP.NET Web Service
[ Visual Basic @M‘L Server Project fa&j ATL Server Web Service
" Visual 1% @A‘I‘L Smart Device Project @Class Library
&- ‘”f“a' C++ [ CLR Empty Project EJEmpty Project
F-ATL Hi# MFC ActiveX Control B MFC DLL
ﬁlﬂ MFC Smart Device ActiveX Control E"ﬁMFC Smart Device Application
afl MFC Smart Device DLL {71501 Server Project —
[EwWin32 Project Rl Win32 Smart Device Project
o inaz |54 Windows Forms Control Library [FAwindows Service
[+l Cither Prodert Tunes : Z
A project for creating an application with a Windows user interface |
Mame: | Sample1 |
Location; | C:\test\WDF&'\Cpp w | l Browse. .. ]
Solution Mame: | Sample1 | Create directory for solution
[Jadd to Source Contral
oK l ’ Cancel

2) Right click on the toolbox and in the menu that appears choose "Choose Items..."

@2 Sample1 - Microsoft Visual Studio

File Edit Wiew Project Build Debug Data Tools Window  Community
RRER= A N IR R A R R R == T
O | )2 & 3| | IF of b | =3 3] 5 | oge s

Form1 [Dsign]*t Start Page

All Windows Forms ad
Common Controls

Containers

Menus & Toolbars

Data

[= Components 3
& Pointer -4

E BackgroundWorker List View
%] DirectoryEntry Show Al
{f; DirectorySearcher |
&) ErrorProvider

Choose Items...

Sort Items Alphabetically

'gﬂ EventLog

Reset Toalb
5‘3 FileSystemWatcher sttt
HelpProvider Add Tab
= ImageList Delete Tab
[ MessageQueue Rename Tab

Perfa Courte

# PerformanceCounter Move Up
.___,; Process

Move Down

& SerialPort

bl serviceController

¢+ Toolbox i—"gﬁerver Explorer

3) You can add the vdFramedControl with 2 different ways:

A) In the "C hoose Toolbox Items" scroll down to the “vdFramedControl" and check it.



Choose Toolbox Items

JMET Framework Components | coM Components |

Namespace
System.Web, UL WebControls

Mame
ValidationSummary
vdCommandLine
vdDocumentComport. ..
vdFramed

VectorDraw.

widControls

vdProper

vadScrollableControl
VectorDraw.Professional. Control

vdProper
vdScrollabl
VectorDraw

Assembly Name
System.Web (2.0.0.0)

vdCommandLine (1.0.1.60...

VectorDraw . Professional (
vdFramedControl (5.1. 1.

vdProper

ontral (6.0.1..

rid (1.0, 1.6008)

.. Glob

Diree 2%
Globz
Glob
Glob.
Glob
Glob
Glob.

View System.Web. UL WebControls System.Web (2.0.0.0) Globe—
VScrollBar System.Windows.Forms System. Windows.Forms {2... C:\Pr¥
< | >
Filter: | | Clea
wdCommandLine
Language: Invariant Language {Invariant Country)
Version: 1.0.1.6006

-OR -

B 1)In the "Choose Toolbox Items" window and click “Browse..." button.

Choose Toolbox Items

.NET Framework Components | cOM Components |

MName MNamespace Assembly Name Directory
AccessDataSource System.Web.UIL WebContrals System.Web (2.0.0.0)
] apopc Microsoft, VisualBasic. Compatibi...  Microsoft. VisualBasic.C...  Global Ass
[] apobcArray Microsoft. VisualBasic. Compatibi... Microsoft. VisualBasic.C...  Global Ass
[ ademdcommand Microsoft. AnalysisServices.Ado...  Microsoft. AnalysisServi,..  Global Ass
[ ademdconnection Microsoft, AnalysisServices.Ado,..  Microsoft. AnalysisServi.,.  Global Ass
[1 adomdDataadapter Microsoft, AnalysisServices.Ada...  Microsoft. AnalysisServi...  Global Ass
AdRotator System.Web. UL MobileControls System.\Web.Mobile (2.... Global Ass
AdRotator System.Web.UI. WebControls System.Web {2.0.0.0) Global Ass
AppearanceEditorPart  System.\Web.UL WebControls....  System.\Web {2.0.0.0) Global Ass ¥
< | &
Filter: | | Clea
AccessDataSource

o Language: Invariant Language {Invariant Country) Browse. ..

Version: 2.0.0.0
[ 0K ] [ Cancel ] [ Reset ]

B 2) Go to the folder where the VectorDraw Developer Framework is installed (must be like "C:\Program Files\VectorDraw\Common\6xxx') and click on (select)
the vdFramedControl.dll and then click "Open" button.



|2 86

v| @~

* | X [y [EH = Tools -

My Projects

My Computer

[ﬁimages
AxVDranlibs.dl
Engnative.dl
ﬁgacuﬁl.exe
Elc.exe

OpenvDF.dl
ERegAsm.exe
RenderFormats. dll
ﬁvdnumnrizenpp.exe
wdCommandLine. di
Evdmnv.exe
vdes.dl

vddgn.dl

vdDxF dl

vdFramedControl.dl

vdgridmscoree. dll
vdInstall.dl
vdinstalireg.dll
velem.dl
WdProControl.dl
vdpromscoree.dll
wdPropertyGrid.dil
WDrawBaseControl dll
WDrawlL5.dll
VDrawLib5.dl
VdrawPro5.dl
Evdregﬂb.exe
vdscrallableContral.dil
wexFenw.dl

u'u'ectorCAD.exe

VectorDraw. Actions.dl
VectorDraw, ExDialogs. dl
VectorDraw. Fonts.dll
VectorDraw, Generics, dl
VectorDraw, Geometry.dll
VectorDraw. Professional. dll
VectorDraw. Render.dll
VectorDraw. Serialize. dll
WinMsgMannager . dil

*Files.dl

File name:

Files of type:

[m [ ]

Description: VectorDraw.Professional . FrameControl
Company: VectorDraw

File Version: 6. 1. 16006

Date Created: 3/6/2007 7:06 PM
Size: 44.0KB

4) You should see it checked in the "Choose Toolbox Items". Clikc the "OK" button.

Choose Toolbox Items

w Cancel

o

.MET Framework Compaonents

COM Components

MName

TreeView
TreeView
TreeView

|:| TreeViewArray
[ usercontral

ValidationSummary
ValidationSummary

vdFramedControl

Mamespace

System.Windows.Fo...
System.Windows.Fo...
System.Windows.Fo...
Microsoft. VisualBasic. ..
System.Windows.Fo...
System.Web.ULMab...

System.Web.ULWe...
vdControls

Assembly Mame

System, Windows.Forms (2.0...
System.Windows.Forms (2.0...
System, Windows.Forms (1.0...
Microsoft. VisualBasic, Compat. ..
System.Windows.Forms (2.0...
System. Web.Mobile {2.0.0.0)
System.\Web (2.0.0.0)
vdFramedContral (6. 1. 1.6008)

Directory

Global Assembly ..
C:\Program Files\...
C:\Program Filesh...
Global Assembly ..
Global Assembly ..
Global Assembly ..
Global Assembly ..

Global Assembly

Global Assembly C.

[

View System.Web.UL.We... System.Web (2.0.0.0) .
4 | &
Filter: | | Cle
wdFramedControl
Language: Invariant Language (Invariant Country)
Version: 6.1.1.6006

H Cancel ] [

Reset ]

5) The vdFramedControl component should be in the Toolbox.



% Sample1 - Microsoft Visual Studio

File Edit View Project Build Debug Data Tools Windeo
A-E3-E5Hd %G

T el

= 5 =l i
formt [Desiy
Containers 3

Menus & Toolbars a0

Data i

= Components

k Painter

S BackgroundWorker

Q DirectoryEntry

{_i DirectorySearcher

i) ErrorProvider

3'_?{ EwventLog

5‘3‘:] FileSystemWatcher

HelpProvider

=P Imagelist

- MessageQueus

|‘;ﬁ vdFramedControl

\#4 PerformanceCounter

j Process

; SerialPort

17 1
B -

Lﬂ ServiceController

A,

% Toolbox -‘?'55&|"-.-'er Explorer

Error List

6) Add it to the form and also 4 buttons that will do some simple functions like Open/Save a drawing, Create a new drawing and Zoom Extends.

' Sample1 - Microsoft Visual Studio EJEJ E|

File Edit View Project Build Debug Data Format Tools Window Community Help

_::SI Form1.resX
] resource.h

ERNEE RN N R & - b Debug ~ Win32 - | % i
| = & 3| IF e ul |2 ] [H (¢ @ &y =S =
}i— Samplel.cpp [ Formi.h Forml.h [Design] ~ 3 | Solution Explorer - Samplel -~ 1 X
8 Al = | g | [F E
g _: Solution 'Sample1’ (1 project) -~
il = 33 Samplel
Ifl'g = L5 Header Files
3 =~ ] FormL.h
Q
oL
=1 B ActiveProperties ~
o
2 ActiveDim5tyle STANDARD . Rﬂ stdaﬁcF.T
ActiveHatchPropertie VdFillModeNone (=o' 55'3'-"":'.3 les
Activelayer i} _; app.ico
ActivelayOut Model 15 app'.:rlc
ActivelineType BYLAYER =2 = EEUF':E IEbﬂl e
ActivelineWeight LW_BYLAYER W = HSSEF:T “1" nro.cpp W
ActiveDim5Style Properties «~ 01 X
G t the active di le of the d t.
st/set e actve dmstye of the documen vdFC vdControls.wdFramedContral -

=,
=
(ApplicationSettin o~
(DataBindings)
(MName) wdFC
AccessibleDescrip
Command: AccessibleMName
CoordDisplay | PAPER Snap OFF Grid OFF Ortho OFF Osnap ON Modify + View 3 AccessibleRole  Pane .
Ll N N | I . i
[ Open ] [ Save l l New ] [ Zoom Ext {ApplicatinnSett.ings} o
Maps property settings to an application

P configuration file,
_';:J', Error List | [Z] Output _ﬂ Find Results 1 ﬁ:‘, Find Symbol Results _jﬁ Pending Checkins | ] Task List

Ready

7) The code that is added to the buttons click is like below :.



}i_- Samplel.cpp /' Forml.h{ Forml.h [Design]
é‘ |Vf$5.amplel::F0rm1 W | |;J,VthUDm_CIidc(System::Object ~ gender, System::EventArgs ¢
g ;
jp +#pragma endregion
[
g = private: System::Void btOpen Click(System::0bject” sender, System::Eventirgs" e)
% VectorDraw: :Professional: :Control: :VectorDrawBaseControl “ctl = vdFC->BaseControl;
% System: :Chject™ ret = ctl->ActiveDocument->GetOpenFileNameDlg (0, ™" ,0)
2 if (ret == NULL) return:
System: :5tring “fname = (System::String”)ret;

bool success = ctl->ActiveDocument->0Open(fname);
if (success) ctl->ActiveDocument->Redraw(true);

- }

= private: System::Void bt3ave Click(System::0bject”™ sender, System::Eventirgs" e)
VectorDraw: :Professional: :Control: :VectorDrawBaseControl "“ctl = wvdFC->BaseControl;
ctl->ActiveDocument->Savehs ("c:h\tempih\test.wvdcl™);

- H

= private: System::Void btNew Click(System::0Object” sender, System::Eventhrgs” e)
VectorDraw: :Professional: :Control: :VectorDrawBaseControl “ctl = wvdFC->»BaseControl;
ctl->ActiveDocument—->New () ;

- }

= private: System::Vold btZcoom Click(System::0bject”™ sender, System::Eventirgs” e)
VectorDraw: !:Professional: :Control: :VectorDrawBaseControl “ctl = wvdFC-»>BaseControl;
ctl-»ActiveDocument->Commandhction->Zoom("E",0,0) 2

- }

private: System:Void bt Open_Cick(System: Cbject” sender, System:EventArgs” e) {
Vect or Draw: : Prof essi onal : : Control :: Vect or DrawBaseControl ~ctl = vdFC >BaseContr ol
System : Qbj ect”™ ret = ctl->ActiveDocunent->Get OpenFil eNarmeDl g(0,"", 0);
if (ret == NULL) return
System :String ~“fname = (System:String?)ret;
bool success = ctl->ActiveDocunment - >Open( f nane)
if (success) ctl->ActiveDocunment->Redraw(true);

}

private: System:Void btSave_Cick(System: Cbject” sender, System:EventArgs” e) {
Vect or Draw: : Prof essi onal : : Control :: Vect or DrawBaseControl “ctl = vdFC >BaseControl ;
ctl->ActiveDocunent - >SaveAs("c:\\tenp\\test.vdcl");

}

private: System:Void bt New Cick(System:Object” sender, System:EventArgs® e) {
Vect or Draw: : Prof essi onal : : Control : : Vect or DrawBaseControl “ctl = vdFC >BaseControl ;
ctl->ActiveDocument - >New( ) ;

}

private: System:Void bt Zoom Cick(System: Cbject™ sender, System:EventArgs” e) {
Vect or Draw: : Prof essi onal : : Control :: Vect or DrawBaseControl “ctl = vdFC >BaseControl ;
ctl->ActiveDocunent - >ConmandAct i on- >Zoom( " E", 0, 0)

}

Note: you may al so need to add this #include directive : #include <stdlib.h>
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Getting Started - VisualBasic 2005 - vdFramedControl

In order to add the VDF vdFramedControl in Visual Basic 2005 the steps 1 to 5 must be followed:

1) Open the Visual Basic 2005 IDE and choose to create a new Windows project as “Windows Application™

New Project

Project types: Templates: |E|
= Visual C# # || Visual Studio installed templates
- Windows DD
¥~ Smart Device m @ Class Library
- Database | ¥ Console Application @Windows Control Library
- Starter Kits @Web Control Library @Windows Service
-~ Web [¥&] Empty Project ECWSEI Reports Application
=- D_ﬂﬂer Languages
[=I- Visual Basic My Templates
" Windows e
cmart Device | Search Online Templates...
- Visual J# o,
(- Visual C++
[+ Cither Proviert Tunes b’

A project for creating an application with a Windows user interface |

Mame: | Sample 1 |
Location: | C:\test\WDFaWE w | [ Browse. .. ]
Solution: |Creabe new Solution w | Create directory for solution
Solution Name: | Sample1 | [Jadd to Source Contral
[ Ok ] [ Cancel

2) Right click on the toolbox and in the menu that appears choose "Choose Items..."

#% Sample1 - Microsoft Visual Studio

File Edit View Project Build Debug Data Tools Window Community

- L G B 9 o ) e

Bl & S| T | S]] E g | ot =
Form1 [Dﬁign]*[ Start Page

k Painter =
E BackgroundWorker List View
E DirectoryEntry Show All
.]Zi DirectorySearcher | Choose Tiems...
) ErrorProvider
_'? Sort Items Alphabetically
@ Eventlog
Reset Toalb
5‘3 FileSystemWatcher bt
HelpProvider Add Tab
(= Imagelist Delete Tab
[ MessageQueue Rename Tab
Perfol Courte
71 PerformanceCounter Move Up
C; Process
o= . Mowe Down
# SerialPort
W

k=i serviceController

S+ Toolbox @,Server Explorer

3) You can add the vdFramedControl with 2 different ways:

A) In the "C hoose Toolbox Items" scroll down to the "vdFramedControl" and check it.



Choose Toolbox Items

.MET Framework Components | COM Components |

MName
ValidationSummary
wdCommandLine
vdDocumentCompaon. ..
vdFramedControl

VectorDrawBaseCon...

Mamespace
System.Web. UL WebControls

WectorDraw . Professional. wd

VectorDraw . Professional. Compor. ..

vdControls
vdPropertyGrid

vdScrollable
VectorDraw . Professional. Control

ontrol

amm. ..

Assembly MName
System.Web (2.0.0.0)
vdCommandLine (1.0.1.60...
VectorDraw.Professional |
vdFramedControl (5. 1.1

Glob
Glob

vdPropertyGrid (1.0, 1.6006)
vdScrollableControl (6.0.1....

VDrawBaseControl (

. Globs
System.Web (2.0.0.0)

Globz—

View System.Web.UIWebControls
WScrollBar System. Windows.Forms System.Windows. Forms (2... C!\pr¥
< | >
Filter: | | Clea
vdCommandLine
Language: Inwariant Language (Invariant Country)
Version: 1.0, 1.6006

0K, ] l Cancel

Reset ]

J

-OR -

B 1)In the "Choose Toolbox Items" window and click “"Browse..." button.

Choose Toolbox Items

.MET Framework Components | com Components |

Mame Mamespace Assembly Name Directary #
AccessDataSource System,Web. UL WebContrals System.Web (2.0.0.0) Global Asd
[J apooc Microsoft. VisualBasic. Compatibi... Microsoft.VisualBasic.C...  Global Ass
[J apopcarray Microsoft. VisualBasic. Compatibi... Microsoft.VisualBasic.C...  Global Ass
[] adomdcommand Microsoft. AnalysisServices.Ado...  Microsoft. AnalysisServi...  Global Ass
[ adomdConnection Microsoft. AnalysisServices.Ado...  Microsoft. AnalysisServi...  Global Ass
[] adomdDataadapter Microsoft. AnalysisServices.Ado...  Microsoft. AnalysisServi...  Global Ass
AdRotator System.Web. UL MobileControls System.Web.Mobile (2.... Global Ass
AdRotator System.Web. UL WebContrals System.Web {2.0.0.0) Global Ass
AppearanceEditorPart  System.Web.UL WebContrals....  System.\Web {2.0.0.0) Global Asz ¥
< | @
Filter: | | [ cea
AccessDataSource
- Language: Inwvariant Language (Invariant Country)
Version: 2.0.0.0

QK ] [ Cancel

Reset ]

J

B 2) Go to the folder where the VectorDraw Developer Framework is installed (must be like "C:\Program Files\VectorDraw\Common\6xxx") and click on (select)
“"Open" button.

the vdFramedControl.dll and then click



| E2 86

v| @~

») » [ £ ~ Tools~

My Projects

My Computer

@images
AxVDrawLibs.dl
Engnative.dl
ﬁgacutil.exe
ﬁlc.exe

OpenVDF.dl
EREg.ﬁsm.exe
RenderFormats. dil
ﬁvdnuﬂ'lorizenpp.exe
vdCommandLine.dl
Evdmnv.exe
vdes.dl

vddgn.dl

vdDxF.di

vdFramedContral.dll

vdgridmscoree.dl
vdInstall.dl
vdinstallreq. dll
vdlem.dl
VdProCentrol.dll
vdpromscoree, dil
vdPropertyGrid.dll
VDrawBaseControl. dl
VDrawI5.dl
VDrawLibs.dl
VdrawPro5.dll
Evdregﬂb.exe
vdScrollableControl i
vdxFenv.di
u'u'ectorCAD.exe

VectorDraw. Actions.dll
VectorDraw.ExDialogs. dil
VectorDraw.Fonts.dll
VectorDraw. Generics. dll
VectorDraw. Geometry.dll
WectorDraw.Professional. dil
VectorDraw.Render.dll
WectorDraw. Serialize. dl
WinMsgMannager.dll

*Files.dl

File name:

[m 11

Files of type:

Description: VectorDraw.Professional. FrameContral
Company: VectorDraw

File Version: &. 1, 1.6006

Date Created: 3/&6/2007 7:06 PM
Size: 44.0 KB

4) You should see it checked in the “Choose Toolbox Items". Clikc the "OK" button.

Choose Toolbox Items

w Cancel

NET Framework Components | com Components

MName

TreeView
TreeView
TreeView

|:| TreeViewArray

[] userContral
ValidationSummary
ValidationSummary

vdFramedControl

View
<

Mamespace

System.Windows.Fo...
System. Windows.Fo...
System. Windows.Fo...
Microsoft. VisualBasic. ..
System. Windows.Fo...
System.\Web.ULMob...

System,Web.ULWe...
vdControls
System.\Web.ULWe...

Assembly Name
System.Windows.Farms (2.0...
System.Windows.Forms (2.0...
System. Windows.Farms (1.0...
Microsoft. VisualBasic. Compat. ..
System. Windows.Farms (2.0...
System.Web. Mobile (2.0.0.0)
System.Web (2.0.0.0)
vdFramedControl (5. 1. 1.6006)
System.\Web (2.0.0.0)

Directory

Global Assembly C..
C:\Program Files\...
C:\Program Files\...
Global Assembly ..
Global Assembly C..
Global Assembly C..
Global Assembly C..
Global Assembly ¢
Global Assembly C..

[

|£

Eilter: |

wdFramedControl

Language: Invariant Language (Invariant Country)

Version: 6.1, 1.6008

Browse...

I oK H Cancel ][ Reset ]

5) The vdFramedControl component should be in the Toolbox.



20 Sample1 - Microsoft Visual Studio

File Edit WView Project Build Debug Data Tools Windc

A~ S e a4 Ca RN
= S W R S ey ]

Toolbox ~ 3 x Form1 [Desim

Containers o
Menus & Toolbars ad
Data =

=l Components

k Painter

E BackgroundWorker

E DirectoryEntry

{_j, DirectorySearcher

&) ErrorProvider

32{ Eventlog

5‘_5] FileSystem\Watcher

HelpProvider

=1 Imagelist

- MessageQueus

|&ﬁ' wdFramedControl

4] PerformanceCounter

j Process

s SerialPort

l‘ﬂ ServiceController

4% Toolbox | Server Explorer

Errar List

6) Add it to the form and also 4 buttons that will do some simple functions like Open/Save a drawing, Create a new drawing and Zoom Extends.

' Sample1 - Microsoft Visual Studio

File Edit WView Project Buid Debug Data Format Tools Window Community Help

D-iE- S EH @ b B9 - S-E bDbg -

[T

L | |2 & S| | oo o ulk | o3 g E I e
b Forml.vb [Design]* ~ % SolutonExplorer -... « 1 X
é' = | B 7] FLE &
g _: Solution 'Sample1' {1 projed
::‘- =] 5@ Samplel
'j'._g' =d| My Project
3 =] Form1.vb
T
‘I'I'I
ﬁDL ActiveDimStyle STANDARD -

S‘ ActiveHatchPropertie VdFillModeNone
Activelayer 0
ActivelLayQut Model
ActivelineType BYLAYER
ActiveLineWeight LW_BYLAYER
ActivePenColor ] BylLayer
ActivePenwidth 0.0000
ActiveTextHor Justify VdTextHorLeft
ActiveTextStyle STANDARD - < 5
ActiveDimStyle Properties > 1 X

GetfSet the active dmstyle of the document.

Form1 System.Windows.Faor =

Model

(Applicatior -
(DataBindir
(Mame) Forml
AcceptButt {none)

Accessiblel
Command: Accessibleh
|CnordDi5|:rlay | PAPER Snap OFF Grid OFF Ortho OFF Osnap ON Madif AccessibleR Default 2
AllcnaiPiran  Ealec
[ Open l [ Save ] [ MNew ] [ Zoom Bxd ] (ApplicationSettings)

Maps property settings to an
application configuration file.

< >
_}’j Error List | =] Output _ﬂ Find Results 1 ﬁ".., Find Symbal Results 1__% Pending Checkins j Task List

Ready



I Ready I

7) Go to the Project properties, select the VDF references and in their properties set Copy Local to False and Specific Version to False too.

-

¢ Sample1 - Microsoft Visual Studio

File Edit Wiew Project Build Debug Data Tools Window Community Help

Gl-iml- G o % a9 - - L& 5| P Debug - Any CPU - | [ =

g Samplel*| Forml.vb [Design]® | ~ %  SolutonExp... » & X
g 5 E A
g Application ; - - - m Solution 'Sample 1’ {1ff
E ORI /53 Fiatiorm: |12 = 22 Samplel
Lg Compile [=d] My Project
- [E] Form1.vh
% Debug References: [ Unused References... ] ’_ Reference Paths... ]
m
=1 o Reference Name Type | Version Copy Local = Path A
= RS System.Data NET  2.0.0.0 False C:\WINDOWYSWMicrosoft. NET\Framework 2.0,
- System.Deployment NET  2.0.0.0 False C:AWINDOWS WMicrosoft. NET\Framework v 2.0,
Resources System.Drawing JNET  2.0.0.0 False C:\WINDOWS WMicrosoft. NET\Framework v 2,0,
System.Windows. Forms NET  2.0.0.0 False C:\WINDOWS WMicrosoft. NET\Framework v 2,0,
Settings ] False C:\WINDOWS Microsoft. NET\Frameworkv 2.0,
NINDOWS
Sianin NINDOWS
air vdProper i als NINDOWS
i VDrawBas d G. 6006 als \WINDOWS
Security vdScrollab : 6.0.1.6006 Fals NINDOWS
VectorDra ions . .0.1.6005 Fals NINDOWS
Publish VectorDra . .0,1.6008 Fals WINDOWS
VectorDra fessio,., . G, als MINDOWS
\ VectorDraw, , .0.1.6006  Fals {WINDOWS
Imported namespaces: el -
|Microso1‘t.'\.ﬁsuaIElasic | Add User Impert
Microsoft. VisualBasic ~
System. Collections
System. Collections. Generic
System.Data
System.Drawing
S e e e Version
i Sblobbiede L bt il = —_— Version of reference.

[_'a Error ListlEl Ouh:utl% Find Results llﬁl. Find Symbaol RESLIHE]E Pending Checkinsl,_ﬂ Task Listl

Ready

8) The code that is added to the buttons click is like below :



_“rormLvb| tormlyb |Uesign]

=¥ btOpen w || # Click
o |

B Pubklic Class Forml

J—] Frivate Sub btOpen Click(ByVal sender As System.Cbject, ByVal e As System.Eventlirgs)
Handles btOpen.Click
Dim ret As Object = wdFC.BaseControl.ActiveDocument.GetOpenFileNameDlg(0, ™™, 0)

If (ret I= Nothing) Then Return
Dim fname As String = CIype(ret, 5tring)
Dim success A= Boolean = vdFC.BaseControl.ActiveDocument.Cpen (fname)
If (success) Then vdFC.BaseControl.ActiveDocument.Redraw (True)
- End Sub

= Private Sub bt3ave Click(ByVal sender As System.Cbject, ByVal e As System.EventiArgs)
Handles btSave.Click
Dim wver As String = "™
Dim fname A=z String = vdFC.BaseControl.ActiveDocument.GetSaveFileNameDlg( _
wdFC.BaseControl.ActiveDocument . FileName, wver)
If Not (fname I= Hothing) Then
vdFC.BaseControl.ActiveDocument.Savehs (fname)
End If
- End Sub

= Private Sub btNew Click(ByVal sender As System.CObject, ByVal e As System.EventiArgs)
Handles btNew.Click
wdFC.BaseControl.ActiveDocument . [New] ()
- End Sub

= Priwvate Sub btZoom Click(ByVal sender As System.Cbject, ByVal e As System.Eventirgs)
Handles btZoom.Click
wdFC.BaseControl.ActiveDocument . Commandhction. Zoom ("e™, MNothing, Nothing)
- End Sub
“End Class

Private Sub bt Open_Click(ByVal sender As System Object, ByVal e As System EventArgs) _
Handl es bt Open. i ck

Dimret As Object = vdFC. BaseControl.ActiveDocunent. Get OpenFil eNameDl g(0, ", 0)
If (ret I's Nothing) Then Return
Dimfname As String = CType(ret, String)
Di m success As Bool ean = vdFC. BaseControl . Acti veDocument . Open( f name)
If (success) Then vdFC. BaseControl . Acti veDocunent. Redr aw( Tr ue)
End Sub

Private Sub bt Save_Click(ByVal sender As System Object, ByVal e As System EventArgs) _
Handl es bt Save. d i ck

Dimver As String = ""
Dimfname As String = vdFC. BaseControl . Acti veDocunent. Get SaveFi | eNaneDl g( _
vdFC. BaseControl . Acti veDocurent . Fi | eNane, ver)
If Not (fname I's Nothing) Then
vdFC. BaseControl . Acti veDocunent . SaveAs(f nane)
End |f
End Sub

Private Sub bt New O ick(ByVal sender As System Object, ByVal e As System EventArgs) _
Handl es bt New. Ol i ck
vdFC. BaseControl . Acti veDocunent. [ Newj ()
End Sub

Private Sub bt Zoom Cick(ByVal sender As System Object, ByVal e As System EventArgs) _
Handl es bt Zoom Cl i ck

vdFC. BaseControl . Acti veDocunent . CommandAct i on. Zoon{"e", Not hi ng, Not hi ng)
End Sub



Product : Engine - vdFrammedControl, Version : 6
Register VDF in you Development machine

Licensing the VDF version 6 in your machine

If you are a customer and not an evaluator then in order to be able to use the VDF libraries (like
vdFramedControl) and VectorDraw Professional 6.x Wrapper (vdraw.ocx) in your development platform you
should license/register it. This is done by using your Serial number of the version6 that is provided with the
purchase of the libraries and the vdAuthorizeApp.exe utility. You machine should be also connected to the
internet.

Run the vdAuthorizeApp.exe utility as administrator or as a user with administrative rights in your
Development machine and type your VDF serial (case sensitive) and click the "Authorize" button. Check the
"Result™ window.

VectorDraw Authorization

Serial: 000000000 | Authorize |
The Seral was given to you from sales@vdraw .com

Copy paste the seral as was given.

Press the Authorze button in order to activate the component.

Mote that this machine should be online when the authorze-unauthorize button is pressed.
if you change/Format your hard disk you should unauthorize the component before.

To Unauthorze the component type the seral and press Unauthorize button.

To Unauthorze the component you should also be connected to the intemet.

Result:

Copy Result to ClipBoard

If you like to install and authorize the libraries in another machine like a presentation laptop PC then you
should Unauthorize your development machine and Authorize it again on the laptop. You cannot have
multiple machines authorized simultaneously with the same license. If you don't have access to the Internet
or you having troubles with this procedure then contact our sales department including the result you get.
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Getting Started - ActionUtility - vdFramedControl

The ActionUtility Object can be used in order to ask the user to input data in the application, like a point, a
rectangle, a distance etc.

For example if you like the user to input a point in the drawing the you can call a code like :

gPoi nt user poi nt;
vdFC. BaseControl . Acti veDocumnent . Pronmpt (" Sel ect a Point:");
/1 The user can either click a point or type at the conmand line a point |ike
5,5,2
Stat usCode ret =
vdFC. BaseControl . Acti veDocunent . Acti onUtility. getUserPoint(out userpoint);
vdFC. BaseControl . Acti veDocunent . Pronmpt (nul I');
if (ret == StatusCode. Success){

MessageBox. Show " The user selected: x:" + userpoint.x.ToString() + " y:" +
userpoint.y. ToString() + " z:" + userpoint.z.ToString() + " In UCS(user
coordi nate system");

}

The above sample code can be changed so the user is asked for a second point and then create a rectangle
from these two points. Like :

vdFC. BaseControl . Acti veDocument . New() ;

gPoi nt user poi nt;

vdFC. BaseControl . Acti veDocunent . Pronpt (" Sel ect a Point:");

/1 The user can either click a point or type at the conmand line a point |ike
5,5,2

Stat usCode ret =

vdFC. BaseControl . Acti veDocunent . ActionUtility. getUserPoint (out userpoint);
vdFC. BaseControl . Acti veDocunent . Pronpt (nul |);

if (ret == StatusCode. Success){

MessageBox. Show " The user selected: x:" + userpoint.x.ToString() + " y:"
+ userpoint.y.ToString() + " z:" + userpoint.z.ToString() + " In UCS(user
coordi nate system");

}
vdFC. BaseControl . Acti veDocunent . Pronpt ("Qt her corner:");

/1 The user can either click a point or type at the conmand line a point |ike
5,5,2

object ret2 =

vdFC. BaseControl . Acti veDocunent . ActionUtility.getUserRect(userpoint);

vdFC. BaseControl . Acti veDocunent . Pronpt (nul |);

Vector v = ret2 as Vector;

if (v!=null) {

doubl e angle = v.Xx;

double width = v.y;

doubl e height = v.z;

/1 Cal cul ate the point the user clicked.

/1'Use polar command to find the bottomright point noving w dth distance
fromthe initial point.

gPoi nt userpoint2 = userpoint.Polar(0.0, wdth);

/1 Use the polar again to go up height distance to find the upper right
poi nt .

user poi nt 2 = user poi nt 2. Pol ar (Vect or Dr aw. Geonetry. G obal s. HALF_PI
hei ght) ;

MessageBox. Show " The user selected 2nd point : x:" +
userpoint2.x.ToString() + " y:" + userpoint2.y.ToString() + " z:" +
userpoint2.z.ToString() + " In UCS(user coordi nate system");

vdFC. BaseControl . Acti veDocunent . CommandAct i on. CrdRect (user poi nt,
user poi nt 2) ;

}



For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "Utility Class" and "ActionUtility Property".
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Getting Started - Blocks - vdFramedControl

A block is a collection of objects you can associate together to form a single object, or block definition. You can
insert, scale, and rotate a block in a drawing (this is called vdlnsert). You can explode a block into its
component objects, modify them, and redefine the block definition. The use of Blocks streamline the drawing
process. For example, you can use blocks to build a standard library of frequently used symbols, components,
or standard parts.

You can insert the same block numerous times instead of re-creating the drawing elements each time. Revise
drawings efficiently by inserting, relocating, and copying blocks as components rather than individual
geometric objects. Save disk space by storing all references to the same block as one block definition in the
drawing database. When you insert a block in your drawing, you are creating a block instance. Each time you
insert a block instance, you assign a scale factor and rotation angle to the inserted block. You can also scale a
block instance using different values in any coordinate (X, Y, Z) direction. Blocks make it possible for you to
organize your drawing tasks in a systematic way, so that you can set up, redesign, and sort the objects in your
drawings and the information associated with them.

Below is a sample code that will add an new Block (vdBlock) object in the drawing named "CustomBlock" and
also an existing drawing (drawing is named vdblk.vdml) as "CustomBlock2" :

private void AddBl ockltens()
{
/I\We create a block object and initialize it's default properties.
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdBl ock bl k = new
Vect or Draw. Pr of essi onal . vdPri mari es. vdBl ock();
bl k. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
bl k. set Docunent Def aul t s() ;
/W& add sone entities to the bl ock.
Vect or Dr aw. Pr of essi onal . vdFi gures. vdPol yl i ne poly = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdPol yl i ne();
pol y. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
pol y. set Docunent Def aul t s() ;
poly. VertexLi st. Add(new Vect or Draw. Geonetry. gPoi nt ());
pol y. Vert exLi st. Add( new Vect or Draw. Geomet ry. gPoi nt (1.0, 0.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (2.0, 1.0));
pol y. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (4.0,-1.0));
pol y. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (6.0, 1.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (8.0, -1.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (10.0, 1.0));
pol y. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (11. 0, 0.0));
pol y. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (12. 0, 0.0));
bl k. Entities. Addltem poly);
bl k. Origin = new Vect or Draw. Geonet ry. gPoi nt (6.0, 0.0);
bl k. Nane = " Cust onBl ock";
Vect or Dr aw. Pr of essi onal . vdFi gures. vdAttri bDef attribdef = new
Vect or Draw. Pr of essi onal . vdFi gures. vdAttri bDef () ;
attri bdef. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
attribdef. set Docunment Def aul t s();
attribdef.InsertionPoint = new VectorDraw. Geonetry. gPoi nt (5.0, 1. 2);
/I Nane of the attribute used to be found when using the bl ock.
attribdef.TagString = "resistance";
/I Default val ue used when inserted the block fromthe bl ock's dial og.
attribdef. ValueString = "1W,;
bl k.Entities. Addltenm(attri bdef);
/1 And then we add this block to the docunment's bl ocks collection
vdFC. BaseControl . Acti veDocunent . Bl ocks. Addl t en{ bl k) ;
/IWe will also add a block froma precreated file.
string path = Application. Execut abl ePat h. Substri ng(O0,
Appl i cation. Execut abl ePat h. Last I ndexOF ("\\")) + "\\..\\..\\vdbl k. vdm ";
string pathl = "";
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdBl ock bl k2;
i f (vdFC. BaseControl . ActiveDocunent. Fi ndFi | e(path, out pathl))

bl k2 = vdFC. BaseControl . Acti veDocunent . Bl ocks. AddFr onti | e( pat h,



fal se);

//We check if a block with name CustonBl ock2 already exists and if not
we change the nane of the bl ock to CustonBl ock2.

i f (vdFC. BaseControl . ActiveDocunent. Bl ocks. Fi ndNanme (" CustonBl ock2")
== null) bl k2. Name = "Cust onBl ock2";

}

You can see the existing block in a drawing and also insert them using the InsertBlockDlalog:

private void OpenBl ocksForm()

{

Vect or Dr aw. Pr of essi onal . Di al ogs. | nsert Bl ockDi al og form =
Vect or Draw. Prof essi onal . Di al ogs. | nsert Bl ockDi al og. Showm vdFC. BaseCont r ol . Act i veDocunent ,
vdFC. BaseControl . ActiveControl, false, "");

if (formDialogResult == Dial ogResul t. OK)

{

if (forminsertionPoint is double[])

{

doubl e[] pt = forminsertionPoint as double[];
forminsertionPoint = new VectorDraw. Geonetry. gPoi nt

(pt[O].pilll,pt[Z]);

if(formscales is string)

vdFC. BaseControl . Acti veDocunent . CommandAct i on. Cndl nsert (f or m bl ocknane,
forminsertionPoint, formscales, formscales, formrotationAngle);
el se

{

doubl e[] scales = form scal es as double[];

vdFC. BaseControl . Acti veDocument . CommandAct i on. Cndl nsert (f or m bl ocknane,
forminsertionPoint, scales[0], scales[1], formrotationAngle);

}
}
/1 The di al og can al so be called using the Crdl nsertBl ockDi al og command.
/1 vdFC. BaseControl . Acti veDocunent . CommandAct i on. Cndl nsert Bl ockDi al og() ;

You can also insert the blocks created in AddBlockltems() using a code like :

private vVOi d Addl nsert Qbj ects()

{
[IWe will add 5 instances(inserts) of each block to the

Docunent with different properties.

/Il First we check if the blocks have been already added to the
bl ocks col | ecti on.

i f (vdFC. BaseControl . ActiveDocument . Bl ocks. Fi ndName(" Cust onBl ock") ! =

nul 1)
{
Vect or Dr aw. Pr of essi onal . vdFi gures. vdl nsert ins;
for (short i =0; i <5; i++)
{

ins = new Vect or Draw. Prof essi onal . vdFi gures. vdl nsert ();
i ns. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
i ns. set Docunent Def aul ts();
ins. Bl ock =
vdFC. BaseCont rol . Acti veDocument . Bl ocks. Fi ndNane(" Cust onBl ock");
ins.lnsertionPoint = Nnew VectorDraw. Geonetry. gPoi nt (i * 10, 10);
i ns. PenCol or. Col orl ndex = i;
ins.Rotation = VectorDraw. Geonetry. G obal s. HALF PI/2.0 * i;
[/ This will create the necessary vdAtrib objects to the



I nsert.

ins.CreateDefaul t Attributes();

/I Now we wi Il change the value of the attribute

if (ins.Attributes.Count == 1) ins.Attributes[0].ValueString =
i.ToString() + "W;

/1 And we add the entities to the Mddel Layout.

vdFC. BaseControl . Acti veDocurent . Model . Entities. Addlten(ins);

ins = New Vect or Draw. Prof essi onal . vdFi gures. vdl nsert();

i ns. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
i ns. set Docunment Def aul t s();
ins.Block =

vdFC. BaseCont rol . Acti veDocument . Bl ocks. Fi ndNane(" Cust onBl ock2");

ins.lnsertionPoint = New Vector Draw. Geonetry. gPoi nt (i * 10, -
10);

i ns. PenCol or. Col orl ndex = (short)(i*40+10);

ins.Xscale = 2.0;

ins.Yscale = 2.0;

ins. Rotation = -VectorDraw. Geonetry. G obal s. HALF_PI * i;

/1Since the active Layout is the nodel adding this
insert to the Model or the ActivelLayout is the sane thing.

vdFC. BaseControl . Acti veDocunent . Acti veLayCQut. Entities. Addlten(ins);
}
/1 Zoom extends and redraw to see the changes.
vdFC. BaseCont rol . Acti veDocunent . Acti veLayQut . ZoonExt ent s() ;
vdFC. BaseCont rol . Acti veDocunent . Redraw(t r ue);
}
el se MessageBox. show " The custom bl ock was not found");

For more detailed information about properties/methods/events etc of the above object(s), you can also check
our vdf.chm help file, topic(s): "vdBlock Class™ and "vdBlocks Class".
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Getting Started - Colors & Palette - vdFramedControl

Graphical objects in VectorDraw can have a specific pencolor. This color can be an RGB (Red Green Blue) value or a
specific color index from the VectorDraw pallete. The color of an object can also take some specific values that can
be "Color by Layer" or "Color by Block™ where the object takes the color specified by the layer that is or the block.
Some object may be filled (like circles or polylines) and the fill color of these objects might be transparent (alpha
blending).

See the following code:

private void AddSoneEntities()
{
vdCircle circ = new vdCi rcle();
vd. BaseControl . Acti veDocunent . Acti veLayQut.Entities. Addlten(circ);
circ. set Docunent Def aul t s();
circ. PenCol or. SystentCol or = Col or.Red; // Using system col or
circ. Center new gPoi nt (5, 5);
circ. Radi us 2;

circ = new vdCircle();

vd. BaseControl . Acti veDocunent . Acti veLayQut. Entities. Addlten(circ);
circ.setDocunment Def aul ts();

circ.PenColor.Colorlndex = 1; // Using pallete's color

circ.Center = new gPoint (10, 5);

circ. Radius = 2;

circ = new vdCircle();

vd. BaseControl . Acti veDocunent . Acti veLayQut.Entities. Addlten(circ);

circ. set Docunent Def aul t s();

byte red = 10; byte green = 30; byte blue = 100;

circ.PenCol or. TrueColor = (uint)(red + 256 * green + 256 * 256 * blue); //Using
RGB col or

circ.Center

circ. Radi us

= new gPoi nt (15, 5);
= 2;

circ = new vdCircle();

vd. BaseControl . Acti veDocunent . Acti veLayQut. Entities. Addlten(circ);

circ. set Docunent Def aul t s() ;

circ.PenCol or. Red = 50; circ.PenCol or. G een = 150; circ.PenCol or.Blue = 250;
/1'Using specific Red, Green and Bl ue val ues

circ.Center new gPoi nt (20, 5);

circ. Radi us 2;

vd. BaseControl . Acti veDocunent . Acti veLayQut . ZoomW ndow( new gPoi nt (), new
gPoi nt (20, 15));

vd. BaseControl . Acti veDocunent . Redraw(true);

}

private void AddTransparent ()
{
vdCircle circ = new vdC rcle();
vd. BaseControl . Acti veDocunent . Acti veLayQut.Entities. Addlten(circ);
vd. BaseControl . Acti veDocunent . Acti veLayer. PenCol or. Col or | ndex = 4;
//Set the current, active layers color to blue. Al antities in this laye with
pencol or bylayer will be bl ue.
circ. set Docunent Def aul t s();
circ.PenCol or.ByLayer = true; // Col or BYLAYER
circ. HatchProperties = new
Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdHat chProperties();
circ. HatchProperties.Fill Mbde =
Vect or Dr aw. Pr of essi onal . Const ants. VdConst Fi | | . VAdFi | | MbdeSol i d;
circ. HatchProperties. Fill Col or. SystenCol or = Col or. Green;
circ. HatchProperties. Fill Col or. Al phaBl ending = 100; // Transparent Fill.
circ.Center = new gPoint(12.5, 5);
circ. Radius = 6;
vd. BaseControl . Acti veDocunent . Acti veLayQut . ZoomW ndow( new gPoi nt (), new
gPoi nt (25, 15));
vd. BaseControl . Acti veDocunent . Redraw(t rue);

}



You can also change one color calling the frmColor dialog, like:

private void ChangeActi velLayersCol or ()

{
Vect or Dr aw. Pr of essi onal . Di al ogs. frnCol or di al og = new
Vect or Dr aw. Pr of essi onal . Di al ogs. fr nCol or (vd. BaseCont r ol . Acti veDocunent . Acti veLayer. PenCol or,

fal se);
di al og. ShowDi al og(this);
vd. BaseControl . Acti veDocunent . Redraw(true);

For more detailed information about properties/methods/events etc of the above object(s), you can also check our
vdf.chm help file, topic(s): "vdColor Class".
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Getting Started - CommandAction - vdFramedControl

The CommandAction object offer to the developer a variety of tools in order to do some user specific
actions. For example developer may wants to offer to the end user the ability to add lines with points that
the user selects. In this case the only code that is required by the developer is to call cmdLine with "USER"
parameters, like:

vdFranedControl 1. BaseControl . Acti veDocunent . CommandAct i on. CrrdLi ne(nul I');
[l parameter null neans that the user will pick the required point- distance
or everything that is required for the command.

There are also these commands that allow the user to add entities like CmdXLine, CmdRay, CmdPoint,
CmdArc, CmdCircle, CmdEllipse, CmdPolyLine, CmdText, CmdRect, Cmdimage, CmdDim, CmdBox3d,
CmdSphere, CmdCone, Cmd3DMesh, Cmd3dFace and CmdPlineToMesh.

CommandAction has functionality to manipulate entities like copying, moving, deleting them etc. Like :

vdFr anedCont r ol 1. BaseCont r ol . Acti veDocunent . CommandAct i on. CrdCopy(nul |, null,
nul 1);

/1 This will pronpt user to select entities and copy themfromone point to
anot her

Developer can use : CmdRotate, CmdCopy, CmdErase, CmdMove, CmdExplode, CmdMirror, CmdBreak,
CmdOffset, CmdExtend, CmdTrim, CmdFillet, CmdStretch, CmdArrayPolar and CmdArrayRectangular,
CmdClipCopy, CmdClipPaste, CmdClipCut for editing/manipulating entities using CommandAction.

Besides the above functions CommandAction has viewing functionality like zooming to the whole document
or to a small window, change the 3D view etc. You can zoom to a user selected window like :

vdFranedCont rol 1. BaseCont r ol . Acti veDocunent . CommandAct i on. Zoom("w', nul |,
nul 1) ;

/1 This will pronpt user to select entities and copy themfromone point to
anot her

Developer can use : Zoom, Pan, View3D, UCS to change the view of the document.

You can see the "Commands" sample of the vdFrameWork samples collection. This sample demonstrates the
use of predefined commands that can be used to draw graphic objects like lines, circles etc (cmdLine,
cmdCircle etc) and also transform these objects like Copy, Move, Rotate etc.

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdCommandAction Class".
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Getting Started - Dimensions - vdFramedControl

Dimensioning is the process of adding measurement annotation to a drawing. User has many ways to dimension objects and many ways
to format dimensions. You can create dimensions for a wide variety of object shapes in many different orientations. You can create
dimension styles to format dimensions quickly and ensure that dimensions in your drawing conform to industry or project standards.

Dimensions show the measurements of objects, the distances or angles between objects, or the distance of a feature from an origin you
specify. User has three basic types of dimensioning: linear, radial, and angular. Dimensions can be horizontal, vertical, aligned, rotated
or angular. A linear dimension measuring the distance between two points which is displayed parallel to the points being measured. In
aligned dimensions, the dimension line is parallel to the extension line origins. The extension line origins are specified using the

DefPointl and DefPoint2 properties.

Angular dimensions measure the angle between two lines or three points.

e LinePosition

DefPointh

a]

TextPosition

Dimensions use an existing DimStyle in order to display the lines and the texts/numbers of the dimension, see in this article.

You can also add dimensions with code like below (prior to this you should run the code in this article) :

private voi d AddDi nmensi ons()

{
string dimane = "DinfStyl el";

Vect or Dr aw. Pr of essi onal . vdPrinari es. vdDi nstyle style =
vdFC. BaseCont rol . Acti veDocunent . Di nSt yl es. Fi ndNane(di mane) ;
if (style nul 1)
styl e = vdFC. BaseControl . Acti veDocurment . Di nStyl es. St andar d;
Vect or Dr aw. Pr of essi onal . vdFi gures. vdDi nensi on di nl = new
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdDi nensi on();
di ml. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
di mlL. set Docunent Def aul t s() ;

di mlL. di niType = Vect or Dr aw. Pr of essi onal . Const ant s. VdConst Di nilype. di m_Rot at ed;

di mL. Def Poi nt 1 = new Vect or Draw. Geonetry. gPoint (5.0, 5 * i);

di mlL. Def Poi nt 2 = new Vect or Draw. Geonetry. gPoi nt (10.5, 5 * i+2.0);

di mlL. Li nePosition = new VectorDraw Geonetry.gPoint (7.0, 5* i + 4.0);
di ml. Rotation = 0.0;

/1 set the dimstyle that we found before.

dinl. Style = style;

/W add the object to the npdel entities collection

vdFC. BaseControl . Acti veDocunent . Model . Entities. Addl ten{di mL) ;

vdFC. BaseCont rol . Acti veDocunent . Model . ZoonExt ent s() ;
vdFC. BaseControl . Acti veDocunent . Redraw(true);

}

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help file,

topic(s): "vdDimension Class".
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Getting Started - Document Events - vdFramedControl

Dimension style (vdDimStyle object) is a group of dimension settings that determines the appearance of a dimension. The active
dimension style determines the appearance of new dimensions created in the drawing. To change the style of an existing
dimension, use the Style property found on the dimension.

When you create a dimension, the current dimension style is associated with that dimension. The dimension retains this
dimension style unless you apply a new dimension style to it or set up dimension style overrides.

The picture below shows where the vdDimstyle's properties apply to vdDimension objects.
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In the DimStyle you can use an existing TextStyle in order to display the texts/numbers of the dimension, see in this article.

You can see them using the DimStyle's dialog :

private void OpenDi nftyl esDi al og()
{

}

Vect or Draw. Pr of essi onal . Di al ogs. frnDi nSt yl e. Show (vdFC. BaseControl . Acti veDocunent) ;

You can also create your own DimStyles with code like below:

private void AddDi nstyl esltens()
{
/I We create a vdDi nstyl e object.
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdDi nstyl e stylel = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdDi nstyl e();
styl el. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
styl el. set Docunent Def aul t s() ;
/1 And change sone properties.
stylel. Name = "DinStyl el";
styl el. Text Col or. Col or |l ndex = 1;
styl el. Text Hei ght *= 4.0;
//And add this object to the Dinstyles collection of the docunent.
vdFC. BaseControl . Acti veDocunent . Di nBt yl es. Addl t en{ styl el);
/I We can al so add dinstyles using the Add function of the dinstyles collection which is much

easi er.



Vect or Dr aw. Pr of essi onal . vdPri maries. vdDi nstyl e style2 =

vdFC. BaseControl . Acti veDocunent . Di nStyl es. Add(" Di nStyl e2");

style2. ExtLineVisible = fal se;

Vect or Draw. Prof essi onal . vdPri mari es. vdDi nstyl e style3 =
vdFC. BaseControl . Acti veDocunent . Di nStyl es. Add(" Di nStyl e3");

styl e3. Ext Li neCol or. Col orl ndex = 1;

styl e3. Di nifol = true;

styl e3. Di nTp 0. 3;

style3.Di nTm = 0. 3;

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help
file, topic(s): "vdDimstyle Class".
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Getting Started - TextStyles - vdFramedControl

TextStyle is a named, saved collection of settings that determines the appearance of text strings. You can
create your own text styles which can have specific fonts and text height. You can also specify if the texts
(vdText/vdMText) will be underlined,bold etc. There is no limit to the number of text styles you can create in
your drawing. When you enter text, it uses the current text style, which sets the font, size, and other text
characteristics. If you want to create text using a different text style, you can make another text style
active.

In the TextStyle you can use Windows TTF fonts or CAD fonts named SHX fonts. More information regarding
these you can see in this article.

You can see them using the TextStyle's dialog :

private void OpenTextstyl esDi al og()

{
Vect or Dr aw. Pr of essi onal . Di al ogs. fr nifext St yl e. Show
(vdFramedControl 1. BaseControl . Acti veDocunent ) ;

}

You can also create your own TextStyles with code like below:

private void AddTextstyl esltens()
{
/I add a textstyle with font name Verdana.
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdTextstyl e stylel = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdText styl e();
styl el. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
styl el. set Docunent Def aul t s() ;
styl el. Nane = "Text Stylel";
stylel. FontFile = "Verdana";
vdFranedCont rol 1. BaseControl . Acti veDocurent . Text St yl es. Addl ten(styl el);
/1You can al so add Textstyles using the Add function of the collection which
is nmuch easier.
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdTextstyle style2 =
vdFC. BaseControl . Acti veDocunent . Text Styl es. Add(" Text styl e2");
styl e2. Extra. | sUnderLine = true;
style2. Extra.lsStrikeQut = true;
style2. FontFile = "isocr.shx"; //This TextStyle will use a CAD SHX font.

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdTextstyle Class".
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Getting Started - Document Properties & Events - vdFramedControl

The VectorDraw Document object (named vdDocument Class; check also the "vdDocument Class" topic in our VDF Help file) is the
top-most object in the drawing and of course the basic object. It has many properties and methods. Some properties of Document
object (and ActiveLayout) are used in order to change the view/appearance of the document, like the "RenderMode" property,
the "ViewCenter" & "ViewSize" properties, the "Palette" etc. It also contains information regarding the interface, like
"OsnapMode" and "OrthoMode", "SnapAngle, SnapBase, Snaplso" and similar properties. It is also containing the table
collections of the drawing like the "TextStyles, DimStyles, Layers, Blocks etc" that are used in the drawing. And of course it
contains the basic 1/0 functions like Open and Save.

You can also see topics: "vdDocument Class", "vdDocument Class, Methods", "vdDocument Class, Properties" and "vdDocument
Class, Overview" in our VDF help (VDF.CHM).

The VectorDraw Document object has events that the developer can use to customize his/her application. The complete list of
these events and also a brief description can be found in our VDF Help file under "vdDocument Class Events " topic, check also the
"vdDocument Class" topic.

Lets see a simple example. We will add a form and a button. In the button click a cmdLine with user input will be run :

private void btLine_Cick(object sender, EventArgs e)
{//the code bellow will start a cndLine conmand that waits the user to input the points
thi s. vdSC. BaseControl . Acti veDocunent . CommrandAct i on. ChdLi ne(" USER") ;

}

While this command is running and the user inputs points a "rubber" line is displayed. This example will also draw another
"rubber" entity that will be a circle besides the rubber line. The Event that fires while the command is active is the OnActionDraw
(the action is the cmmdLine). So we have to "define" the event in the Form Load, like

private void Fornl_Load(object sender, EventArgs e)
{//The Fornl_Load runs when the programstarts. Here we will define the OnActi onDraw event
vdFC. BaseControl . Acti veDocurent . OnActi onDraw += new
Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdDocunent . Act i onDr awEvent Handl er (Acti veDocunent _OnAct i onDr aw) ;

}

After this we have to add the code to the OnActionDraw event that will draw the rubber circle along with the rubber line that is
drawn automatically by the cmdLine. The code :

voi d ActiveDocunment _OnActi onDraw( obj ect sender, object action, bool isH deMdde, ref bool
cancel )
{//This code will run on every Action draw
if (!(action is VectorDraw. Actions.ActionGetRefPoint)) return; //if the action is not an
"input point" then exit
Vect or Draw. Acti ons. BaseActi on act = action as VectorDraw. Acti ons. BaseActi on;
Vect or Draw. Geonetry. gPoi nt refpoint = act.ReferencePoint; //This is the base point
Vect or Draw. Geonetry. gPoi nt currentpoint = act.OthoPoint; //This is the cursor position
Vect or Dr aw. Pr of essi onal . vdFi gures.vdCircle circle = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdCircl e();
circle. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
circle.set Docunent Def aul ts();
circle.Center = VectorDraw Geonetry. gPoi nt. M dPoi nt (refpoint, currentpoint);
circle.Radius = circle. Center. D stance3D(refpoint);
circle.Drawact. Render) ;

Now lets see a different kind of event, the OnAfterAdditem event that fires after an entity is added to the document collection. We
will use this event to add also a rectangle (vdRect Object) to the document. This rectangle will be round the line that was added
with cmdLine code. First we will have to "define" this event in the form load too:

private void Fornl_Load(object sender, EventArgs e)

{//The Fornl_Load runs when the programstarts. Here we will define the events
vdFC. BaseControl . Acti veDocurent . OnAct i onDraw += new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdDocunent . Act i onDr awEvent Handl er (Acti veDocunent _OnAct i onDr aw) ;

vdFC. BaseControl . Acti veDocument . OnAft er Addl t em += new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdDocunent . Af t er Addl t enEvent Handl er (Acti veDocurment _OnAfter Addltemn);
vdFC. BaseControl . Acti veDocunent. OnGet Gri pPoi nts += new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdDocunent . Get G i pPoi nt sEvent Handl er (Acti veDocunment _OnGet Gri pPoi nts);
vdFC. BaseControl . Acti veDocunent . OnAf t er QpenDocunent += new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdDocunent . Af t er OpenDocunent (Act i veDocunent _OnAf t er QpenDocunent ) ;

}

And add this code :



voi d ActiveDocunent _OnAfter Addlt en{obj ect obj)

{//After a vdLine is added we will also add a rectangle.
Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne line = obj as

Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne;

if (line == null)
{
return;
}
el se

{ /I Draw a rectangl e around the vdLine that was previously added

Vect or Dr aw. Pr of essi onal . vdFi gures. vdRect onerect = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdRect () ;

/I W set the docunent where the rect is going to be added. This is inportant for the
vdRect in order to obtain initial properties with setDocunent Defaults.

oner ect . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

oner ect . set Docunent Def aul t s();

/1 The two previus steps are inportant if a vdFigure object is going to be added to a

docunent .
// Now we wi || change sone properties of the rect.
onerect.lnsertionPoint = line.StartPoint;
onerect. Wdth = line. EndPoint.x - line.StartPoint.Xx;
onerect.Height = line.EndPoint.y - line.StartPoint.y;

oner ect . PenCol or. Col or I ndex = 34;

[1//Now we will add this object to the Entities collection of the Mdel
Layout (Acti veLayout).

vdFC. BaseControl . Acti veDocunent . ActivelLayQut. Entities. Addlten{onerect);

onerect. | nvalidate();

Now lets add an extra grip point to the lines we draw. In this case the OnGetGripPoints event will be use like :

voi d Acti veDocunment _OnGet Gri pPoi nt s(obj ect sender, VectorDraw. Geonetry. gPoi nts gripPoints, ref
bool cancel)
{
Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne |ine = sender as
Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne;
if (line !=null)
{
Vect or Dr aw. Geonetry. gPoi nt pt = new Vect or Draw. Geonetry. gPoi nt () ;
pt = Vector Draw. Geonetry. gPoi nt. M dPoi nt (1ine. StartPoint, |ine.EndPoint);
gri pPoints. Add(line. StartPoint);
gri pPoi nts. Add(! i ne. EndPoi nt) ;
gri pPoints. Add(pt);
/1 To cancel the VDF conponent code that adds the startpoint and endpoint after this
event
cancel = true;

The OnAfterOpenDocument event is fire after the user opens a drawing. In the example below, a message box will be shown with

the number of the entities of the ActiveLayout and also the UCS axis icon will be hidden :

voi d ActiveDocunent _OnAfter OpenDocunent (obj ect sender)
{/1 Show the activelayouts' entities count and hide the UCS axis icon.

MessageBox. Show("In this drawi ng (activel ayout) are : " +
vdFC. BaseControl . Acti veDocunent . ActiveLayQut.Entities.Count + " entities \r\nUCS Axis will be
hi dden.");

vdFC. BaseControl . Acti veDocunent . Acti veLayQut. ShowUCSAxi s = fal se;
}
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Getting Started - Drag & Drop - vdFramedControl

The VectorDraw Developers Framework library has extensive Drag & Drop capability and can be fully
controlled by the developer. The drag & Drop can produce a block to another VDF component, a picture in a
picture box or even a VectorDraw file when it is dragged to the desktop. In the following code we have a
form with 2 VDF components (Source and Destination, named vdSource and vdDestination respectively) and
an ImageButton component.

Clicking on the circle in the vdSource control and dragging it to the vdDest control and then release the
mouse then an insert will be added (a block also). Doing the same thing to the ImageButton control then a
bitmap will be generated and added to the ImageButton.

You can also drag from the vdSource control and drop to an explorer (or to the desktop) to create a vdml file
with the destination's entities. You can also drag a file from a file explorer and drop it to the the vdSource
control and it will be opened there.

You can check the Drag & Drop sample for a code like :

private void CreateSourceEntities()
{ /lcreate entities (in this case a circle) to drop over to the Source
BaseCont r ol

vdCircle circle = new vdCircle();

circl e. Set UnRegi st er Docurrent (vdSour ce. Acti veDocunent) ;

circl e.setDocunent Defaul ts();

circle.Center = new VectorDraw Geonetry. gPoi nt();

circle.Radius = vdSource. Acti veDocunent . Vi ewSi ze / 4. 0d;

vdSour ce. Acti veDocunent . Acti veLayQut. Entities. Addliten(circle);

vdSour ce. Redraw) ;

}

private void DragDropSanpl e _Load(object sender, EventArgs e)
{

CreateSourceEntities(); //create the circle

/1 The events in the Source VDF conmponent are defined here
vdSour ce. vdvbuseDown += new

Vect or Dr aw. Pr of essi onal . Control . MouseDownEvent Handl er (vdSour ce_vdMouseDown) ;
vdSour ce. vdDr agEnt er += new

Vect or Dr aw. Pr of essi onal . Control . DragEnt er Event Handl er (vdSour ce_vdDr agEnt er) ;
vdSour ce. vdDr agDr op += new

Vect or Dr aw. Pr of essi onal . Control . DragDr opEvent Handl er (vdSour ce_vdDr agDr op) ;

/1 The events in the Destination VDF conmponent are defined here
vdDest . vdDr agEnt er += new

Vect or Dr aw. Pr of essi onal . Control . DragEnt er Event Handl er (vdDest _vdDr agEnt er) ;
vdDest . vdDr agDr op += new

Vect or Dr aw. Pr of essi onal . Cont rol . Dr agDr opEvent Handl er (vdDest _vdDr agDr op) ;

/1 The events in the |InageButton conponent are defined here
| mageBut t on. DragEnt er += new DragEvent Handl er (1 mageBut t on_DragEnter);
| mageBut t on. DragDrop += new DragEvent Handl er (1 mageButt on_Dr agDr op) ;

}

/| ========= The Source VDF code is here ===========

voi d vdSource_vdDragEnt er (DragEvent Args drgevent, ref bool cancel)

{ /1 Show the copy drag icon to the source control. This nmeans that also

accepts drag objects.
drgevent. Ef fect = DragDropEffects. Copy;
}

voi d vdSource_vdDragDrop(DragEvent Args drgevent, ref bool cancel)
{

/1by default VectorDraw attaches the dropped file as xref to the current
file. W will change

[/this behaviour in order to open the dropped file.



cancel = true;

System W ndows. For ms. Dat aObj ect dat aobj ect = new
Dat aChj ect (drgevent . Dat a) ;

System Col | ecti ons. Speci al i zed. StringCol | ection strings =
dat aobj ect . Get Fi | eDropLi st ();

bool success = vdSource. Acti veDocunent. Open(strings[0]);

if (!success)

MessageBox. Show( " The file could not be opened");

}
voi d vdSour ce_vdMouseDown( MouseEvent Args e, ref bool cancel)
{ /1 begin a drag drop to the Source BaseCot nrol
if (e.Button == MouseButtons. Left)
{
cancel = true;

vdSel ection set = vdSource. Acti veDocunent. Sel ecti ons. Add("dragdrop");

set. RenoveAl | ();

set . Sel ect (Vect or Dr aw. Render . Render Sel ect . Sel ecti ngMode. All, null);

Box set Bound = set. Get Boundi ngBox() ;

gPoi nt dragOrigin = setBound. M dPoi nt;

/1 The DoDragDrop (with flag = 3) command will create a stream vdni
file fromthe selection , an image and a vdm file to drop.

/1 The streamwi || be used to the destination BaseControl in order to
add the entities to a block .

/1 The image is going to be used in the Button Control in order to
show t he i nage.

/1 The file can be dropped in a file explorer (desktop) in order to
create a vdm file.

vdSour ce. Act i veDocunent . CommandAct i on. DoDr agDr op( set,
vdSel ection. DragDr opEf f ect s. Copy, dragOrigin, |mageButton. Wdth,
| mageBut t on. Hei ght, 3);

}
}
/| ========= The Destination VDF code is here ===========
voi d vdDest _vdDragEnt er (DragEvent Args drgevent, ref bool cancel)
{ /lallowdrop to the Destination BaseContr ol
drgevent. Effect = DragDropEf fects. Copy;
}
voi d vdDest _vdDragDrop(DragEvent Args drgevent, ref bool cancel)
{ /1drop the stream as bl ock to the Destination BaseContr ol

cancel = true;

System | O MenoryStream stream = drgevent. Dat a. Get Dat a( " Vect or Draw. 6") as
System | O. Menor ySt r eamn

if (stream== null) return;

vdBl ock bl ock = vdDest. Acti veDocumnent. Bl ocks. AddFr ontt r ean( " dr agdr op”,
stream;

if (block == null) return;

vdDest . Acti veDocumnent . ConmandAct i on. Cndl nsert (bl ock. Nane,
vdDest . Acti veDocunent . CCS_Cursor Pos(), 1.0d, 1.0d, 0.0d);

}

/| ========= The | mageButton code is here ===========
voi d | mageButt on_DragDr op(obj ect sender, DragEventArgs e)
{ //drop the bitmap inage to the Button control

System Dr awi ng. Bi t map bnp = e. Dat a. Get Dat a(t ypeof (Syst em Drawi ng. Bi t map))
as System Drawi ng. Bi t map;

if (bmp == null) return;

| mageBut t on. | nage = bnp;

}
voi d | mageButton_DragEnt er (obj ect sender, DragEvent Args e)
{ /lallowdrop for the Image to the Button control

e. Effect = DragDropEffects. Copy;
}



For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdDragEnter" and "vdDragDrop".
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Getting Started - Globalization of Resources - vdFramedControl

The VectorDraw Developers Framework version 6 .NET component can be localized in any language. Basically
the words that are being localized are the prompt messages, the grid property names and also the forms. If
a customer wants to localize his VectorDraw component can contact with us and we will provide the
following:

1. vdRes.txt
vdRes.txt is a text document that contains all prompt messages and also all property names that are
being displayed in the property list. There he can translate these messages in any language.

2. vdFormsRes.dll, vdFormsRes project
vdFormsRes is a project that contains all forms of VDF component. In this project all labels and buttons
can be localized to any language. Also someone can change the appearance of the forms.

Limitations:

-The constants in the property grid cannot be changed (e.g. PIFlagOPEN ,PIFlagCLOSE constant of the
polyline's flag property cannot be localized).

-You cannot add new buttons, labels at the vdFormsRes project.

New method added to get/set resource directory for commands.txt, menu.txt, vdres.txt
VectorDraw.Serialize.Activator.GetResourcesDirectory
VectorDraw.Serialize.Activator.SetResourcesDirectory

This directory is set by application (when the application is loaded) and the component searches this

directory for the resource files Commands.txt, Menu.txt and vdres.txt.

Also in vdres.txt the first name represent a property name and if the second value is '-' (minus symbol) then
the property is hidden from property grid.

If you want to use the vdFormsRes.dll in order to load your own forms then you should set the directory that
this dll is located in the vdres.txt at GlobalizedFormsDirectory with full path and dil name at the beginning of
the text document.
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Getting Started - Grips - vdFramedControl

Grips are small, squares that are displayed at strategic points on objects that you have selected with your
mouse. You can drag these grips to edit the object(s) (stretch, move, rotate etc) quickly. The picture below
shows the default Grip points that are displayed on some vdFigures:

3. {51

VectorDraw automatically shows the Grips on objects that are click if the EnableAutoGripOn is true. The
EnableAutoGripOn property is a value representing if the mouse click will show the grips of the entities and
also if the window Select command will start when the user click’'s to the control and there is no Entity
below.

You can also show the grips of an entity if the EnableAutoGripOn is false, using code in this article.

You can change the size or the color of the grips that are displayed using the GripColor and GripSize of
vdRenderGlobalProperties.

VectorDraw has the ability to create and display your own grips. For example you can add a mid-point grip
on vdLine object. See the following code :

voi d ActiveDocument OnGet Gi pPoi nt s(obj ect sender,
Vect or Draw. Geonetry. gPoi nts gri pPoints, ref bool cancel)
{
Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne |ine=sender as
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdLi ne;
if (line !'=null)
{
Vect or Draw. Geonetry. gPoi nt pt = new Vect or Draw. Geonetry. gPoi nt () ;
pt = VectorDraw. Geonetry. gPoi nt. M dPoi nt (1ine. Start Point,
i ne. EndPoi nt) ;
gri pPoi nts. Add(line. StartPoint);
gri pPoi nts. Add(Il i ne. EndPoi nt);
gri pPoi nts. Add(pt);
/1 To cancel the code that adds the startpoint and endpoint after this
event
cancel = true;


http://www.vdraw.com/Export6/60000172.htm

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "ShowGrips Method".
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Getting Started - Handle - vdFramedControl

Handle is a unique hexadecimal number for every VectorDraw graphical object (like lines arcs etc) and for VectorDraw collections (like Layers,
Dimstyles etc). This number which is a read only property of string type is persistent (stays the same) in a drawing for the life time of the
object. Every time a drawing is opened the drawing's object's Handle are the same.

It is very useful when you want to "connect™ a graphical object of your drawing to a data object in your database, for fast retrieving like when
you use FindFromHandle of vdDocument. See the simple example below :

private void buttonl_dick(object sender, EventArgs e)

{

string Handle_circ = "";

vdFC. BaseControl . Acti veDocunent. New() ;

vdFC. BaseControl . Acti veDocunent . ConmandAct i on. ChdCi r cl e( new Vect or Draw. Geonet ry. gPoi nt (2. 0d, 3. 0d,
4.0d), 3.0d);

Vect or Draw. Prof essi onal . vdFi gures.vdCircle circ;

circ =

vdFC. BaseControl . Acti veDocunent . Acti veLayQut. Entiti es[ vdFC. BaseControl . ActiveDocurment. ActivelLayQut. Entities. Count
- 1] as VectorDraw. Professional.vdFigures.vdC rcle;
if (circ !'=null)

{
MessageBox. Showm( "A circle created with unique Handle : " + circ. Handl e. ToStringVvalue() + "\n" +
"\n" + "This is the string that can be stored in a database.");
Handl e_circ = circ. Handl e. ToStringVal ue(); //save the handle to the database
}
vdFC. BaseControl . Acti veDocunent . SaveAs(@c: \test\testl.vdcl"); //Drawi ng saved
vdFC. BaseControl . Acti veDocunent. New();// the active docunent cleared
vdFC. BaseControl . Acti veDocunent . Redraw t r ue) ;
MessageBox. Show " Docunent saved and cleared (is enpty)");

/I Now | ets open again the drawing and CGET the entity fromthe stored Handl e

vdFC. BaseControl . Acti veDocunment. Qpen(@c: \test\test1l. vdcl"); //Draw ng opened

vdFC. BaseControl . Acti veDocunent . Redraw(true);

Vect or Dr aw. Pr of essi onal . vdQbj ects. vdChj ect obj = vdFC. BaseControl . Acti veDocunent . Fi ndFr onHandl e( new
Vect or Dr aw. Pr of essi onal . vdObj ect s. vdHandl e(Handl e_circ),
t ypeof (Vect or Dr aw. Pr of essi onal . vdObj ects. vdPrimary));

if (obj !'= null)

{
Vect or Dr aw. Pr of essi onal . vdObj ects. vdPrimary prim= obj as
Vect or Dr aw. Pr of essi onal . vdQbj ects. vdPri mary;
MessageBox. Showm "| got back the : " + prim _TypeName. ToString() + " with handle :
Handle_circ + " that | read fromthe database.");

}

+

}

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help file, topic(s):
"Handle Property".
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Getting Started - Hatches - vdFramedControl

Hatches and Solid fills are used when you want to show an area different from another area. For example in a
drawing that shows a house you can use a "GRASS" hatch to draw the garden of the house and a "CONCRETE" hatch
to show the road outside this house. There are some predefined hatches in the hatches collection that you can use
but you can also add your own hatches. Hatches consist of lines that can be Dashes (-), Dots (.) and Spaces ().
Beside hatching you can also fill an area with a specific fillcolor that can also be transparent, with a block or with an
image.

Below is a sample code that will add a hatch pattern (named TEST_HATCH) with two lines to the existing hatch
collection:

private void AddHatchltenms() {

Vect or Dr aw. Pr of essi onal . vdPri mari es. vdHat chPattern myHatch = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdHat chPattern();

nmyHat ch. Set UnRegi st er Docurent (vdFC. BaseCont rol . Acti veDocunent);

nmyHat ch. set Docunent Def aul t s() ;

myHat ch. Name = "TEST_HATCH'; //hatch is created and it is enpty

//Add 2 lines with dashes to the hatch pattern

nmyHat ch. Pat t er nLi nes. Addl t en{ new Vect or Dr aw. Dr awEl enent s. gr Pat t er nLi ne(0. 0d,
0.0d, 0.0d, 0.0d, 5.0d, new double[] { 3.0d, -3.0d }, false));

myHat ch. Pat t er nLi nes. AddIl t en( new
Vect or Dr aw. Dr awEl enent s. gr Pat t er nLi ne( Vect or Draw. Geonetry. d obal s. HALF_PI, 0. 0d,
10.0d, 6.0d,0.0d, new double[] { 3.0d, -2.0d }, false));

/1l OR you can do the sanme as bel ow
/I myHat ch. Pat t er nLi nes. Addl t en( new Vect or Dr aw. Dr awEl ement s. gr Pat t er nLi ne( 0. 0d,

0.0d, 0.0d, 0.0d, 5.0d, new double[] { 3.0d, -3.0d }, false));
/ I myHat ch. Pat t er nLi nes. Addl t en{ new Vect or Dr aw. Dr awEl enent s. gr Pat t er nLi ne(90. 0d,

0d, 10d, 0.0d, 6.0d, new double[] { 3, -2}, true));

/'l Inmportant Notes: grPatternLine(angle, originX, originY, offsetX offsetY,
doubl e[] dashes, bool applytransforns)

/1 - Wien you use the applytransforns = true then you have to use degrees (like
90 degrees) and not radians (like PI/2) in the angle

[l - The point(OriginX OiginY) remains the sane as when you use
appl ytransfornms = fal se

/1 - \Wien you use the applytransforns = true then the offset distance is
transl ated accordingly with the angle. In the above exanple the offset distance x:6
& y:0 when is transforned by angl e=90 becones the opposite; x:0 & y: 6

11
/1l - 1f you like to add a dot in the 1st |ine above then use sonething |ike :
I nyHat ch. Pat t er nLi nes. Addl t en{ new

Vect or Dr aw. Dr awEl enent s. gr Pat t er nLi ne(0. 0d, 0.0d, 0.0d, 0.0d, 5.0d, new double[] {
3.0d, -1.5d,0.0d,-1.5d }, false));

nyHat ch. Update(); //Update the Hatch
vdFC. BaseControl . Acti veDocurent . Hat chPat t er ns. Addl t en(myHat ch); //add the hatch
to the collection

}

After this lets some some entities with hatches and fillmode solid. See the sample code below :

private void AddHat chedEntities() {
Vect or Dr aw. Pr of essi onal . vdFi gures.vdCircle circl = new

Vect or Draw. Pr of essi onal . vdFi gures. vdCircl e();
ci rcl. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
circl. set Docunent Def aul t s();
circl. Center = new VectorDraw. Geonetry. gPoi nt (10.0, 10.0);
circl.Radius = 7.0;
circl. HatchProperties = new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdHat chProperties();
circl. HatchProperties. Fill Mbde =

Vect or Dr aw. Pr of essi onal . Constants. VdConst Fi | | . VdFi | | ModeSol i d;
circl. HatchProperties. Fill Col or. Col orl ndex = 1;
vdFC. BaseControl . Acti veDocurent . Mbdel . Entities. Addlten(circl);
circl = new VectorDraw. Professional.vdFigures.vdCircle();
circl. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocurnent) ;



circl. set Docunent Def aul t s();
circl. Center = new VectorDraw. Geonetry. gPoi nt (20.0, 10.0);
circl.Radius = 5.0;
circl. HatchProperties = new
Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdHat chProperties();
circl. HatchProperties. Sol i d2dTransparency = 100;
circl. HatchProperties. Fill Mbde =
Vect or Dr aw. Pr of essi onal . Constants. VdConst Fi | | . VdFi | | ModeSol i d;
circl. Hat chProperties. Fill Col or. Col orl ndex = 2;
vdFC. BaseControl . Acti veDocurent . Mbdel . Entities. Addlten(circl);

Vect or Dr aw. Pr of essi onal . vdFi gures. vdPol yl i ne poly = new

Vect or Dr aw. Pr of essi onal . vdFi gur es. vdPol yl i ne();
pol y. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
pol y. set Docunent Def aul t s() ;
pol y. Vert exLi st. Add (new Vect or Draw. Geonetry. gPoi nt (10.0,-10.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (20. 0, -10.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (25. 0, -20.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (5.0, -20.0));
pol y. Fl ag = Vect or Dr aw. Pr of essi onal . Const ant s. VdConst Pl i neFl ag. Pl FIl agCLCSE;
pol y. Hat chProperties = new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdHat chProperties();
pol y. Hat chProperties. Fil | Mode =

Vect or Dr aw. Pr of essi onal . Const ants. VdConst Fi | | . VdFi | | ModePatt er n;
pol y. Hat chProperties. Fill Col or. Col orl ndex = 0;
pol y. Hat chProperties. Fil | BkCol or. Col orl ndex = 2;
pol y. Hat chProperties. HatchPattern =

vdFC. BaseControl . Acti veDocunent . Hat chPat t er ns. Fi ndNane(" GRASS") ;
pol y. Hat chProperti es. Hat chScal e = 0. 05;
vdFC. BaseControl . Acti veDocunent . Model . Entities. Addl t en(pol y);

/1 This is the polyline that will be hatched with the hatch we nade in the
previ ous sanpl e
poly = new Vect or Draw. Prof essi onal . vdFi gures. vdPol yl i ne();
pol y. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
pol y. set Docunent Def aul t s() ;
pol y. Vert exLi st. Add(new Vect or Draw. Geonetry. gPoi nt (25.0, -10.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonetry. gPoi nt (35.0, -10.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (40. 0, -20.0));
pol y. Vert exLi st. Add(new Vect or Draw. Geonet ry. gPoi nt (30. 0, -20.0));
poly. Fl ag = Vect or Draw. Pr of essi onal . Const ant s. VdConst Pl i neFl ag. Pl Fl agCLOSE;
pol y. Hat chProperties = new
Vect or Dr aw. Pr of essi onal . vdObj ect s. vdHat chProperties();
pol y. Hat chProperties. Fil | Mode =
Vect or Dr aw. Pr of essi onal . Const ants. VdConst Fi | | . VdFi | | MbdePat t er n;
pol y. Hat chProperties. Fill Col or. Col orl ndex = 1;
pol y. Hat chProperties. Fil | BkCol or. Col orl ndex = 10;
pol y. Hat chProperties. HatchPattern =
vdFC. BaseControl . Acti veDocurent . Hat chPat t er ns. Fi ndNane(" TEST_HATCH") ;
pol y. Hat chProperties. HatchScal e = 0. 15;
vdFC. BaseControl . Acti veDocunent . Model . Entiti es. Addl ten{poly);

Vect or Dr aw. Pr of essi onal . vdFi gures. vdArc arc = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdArc();
ar c. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
arc. set Docunent Def aul t s() ;
arc. Center = new Vector Draw. Geonetry. gPoi nt (30, -4);
arc. Radi us = 10.0;
arc. Start Angl e = Vect or Draw. Geonetry. d obal s. Degr eesToRadi ans(13. 0) ;
arc. EndAngl e = Vect or Draw. Geonetry. G obal s. Degr eesToRadi ans(175. 0) ;
arc. HatchProperties = new
Vect or Dr aw. Pr of essi onal . vdCbj ect s. vdHat chProperties();
arc. HatchProperties. Fill Mde =
Vect or Dr aw. Pr of essi onal . Const ants. VdConst Fi | | . VAdFi | | ModeHat chBl ock;
arc. Hat chProperties. Fill Col or. SystenCol or = Col or. Bl ue;
arc. Hat chProperties. Hat chBl ock =
vdFC. BaseControl . Acti veDocunent . Bl ocks. VDDl M_DEFAULT,;
arc. Hat chProperties. Hat chAngl e =
Vect or Draw. Geonetry. d obal s. Degr eesToRadi ans(33. 0) ;
arc. Hat chProperties. HatchScal e = 0. 3;
vdFC. BaseControl . Acti veDocurent . Mbdel . Entities. Addltem(arc);

vdFC. BaseControl . Acti veDocunent . Model . ZoonExt ent s() ;
vdFC. BaseControl . Acti veDocurent . Redraw(true);



You can call the hatch pattern dialog with a code like :

private voi d OpenHat chPatternsDi al og()

{
Vect or Dr aw. Pr of essi onal . Di al ogs. Get Hat chPatternsDi al og frm =
Vect or Dr aw. Pr of essi onal . Di al ogs. Get Hat chPat t er nsDi al og. Show( vdFC. BaseControl . Acti veDocunent,
vdFC. BaseControl . Acti veControl,
vdFC. BaseControl . Acti veDocurent . Hat chPat t erns. Sol i d) ;
if (frmfinal Sel ected!=null)
MessageBox. Show frm fi nal Sel ected. Nane + " pattern sel ected");
el se
MessageBox. Show " Cancel button pressed");

For more detailed information about properties/methods/events etc of the above object(s), you can also check our
vdf.chm help file, topic(s): "vdHatchProperties Class" "vdHatchPatterns Class" and "vdHatchPattern Class".
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Getting Started - Images - vdFramedControl

Image is a basic object for inserting images in the drawing. Inserted Images can be BMP, GIF, JPG, PNG and

TIFF.

Image has a Scale property that is used to resize keeping the aspect ratio of the image. The image is defined

by InsertionPoint, Rotation, Width and Height.

ImageDefs is the collection of the images used in the drawing. Every new image is added to this collection.

You can try a code like :

private void Addl mageltens()
{

/W will create an inmage and add it to the inmageDef

/IFirst we create a black circle with radius 5.0 at (0.0,0.0,0.0).

Vect or Dr aw. Pr of essi onal . vdFi gures. vdCircle circle = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdCircl e();

circl e. Set UnRegi st er Docurrent (vdFC. BaseCont r ol . Acti veDocunent) ;

circl e.set Docunent Defaul ts();

circle.Center = new Vect or Draw. Geonret ry. gPoi nt () ;

circle.Radius = 5.0;

circl e. PenCol or. Syst enCol or = Col or. Bl ack;

circle.PenWdth = 0. 3;

/1 Then we create a layout to add this circle.Note that this is a
tenporary layout and it is not added to the docunent at all.

Vect or Dr aw. Pr of essi onal . vdPri mari es. vdLayout lay = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdLayout () ;

| ay. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

| ay. set Document Def aul t s() ;

lay.Entities. Addltem(circle);

| ay. BkCol or Ex = Col or. Red;

/1 This property overides the general D sabl eShowPri nterPaper property
that is located in the ActiveDocunent.

| ay. Di sabl eShowPri nt er Paper = true;

/I W zoomthe | ayout where we want to show the circle.

| ay. ZoomW ndow (new Vect or Draw. Geonet ry. gPoi nt (- 6.0, - 6. 0), new
Vect or Dr aw. Geonet ry. gPoi nt (6, 6));

/1 W create a 250,250 i nage and a Graphics fromthat inage.

System Drawi ng. Bi t map i mnage = new Bi t map(250, 250);

System Drawi ng. G- aphics gr = System Draw ng. G aphi cs. From mage(i nage) ;

/I'We draw the |ayout to that imge. W first disable the [ ayout paper and
enable it again.

| ay. Render ToGr aphi cs(gr, null, imge. Wdth, image.Height);

/1 Fromthat imge we create the inmageDefinition.

Vect or Dr aw. Pr of essi onal . vdPri mari es. vdl mnageDef inmagedef = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdl mageDef () ;

i magedef . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

i magedef . set Docunent Def aul t s() ;

i magedef . Name = "I nagel";

System | O MenoryStream stream = new System | O MenoryStrean();

i mage. Save(stream System Draw ng. | magi ng. | mageFor mat . Bnp) ;

i magedef . | nt er nal Set Byt es( new
Vect or Dr aw. Geonet ry. Byt eArray(stream ToArray()));

vdFC. BaseControl . Acti veDocumnent . | mages. Addl t en( i magedef) ;

/1 W& di spose any objects that we don't want.

stream C ose();

stream Di spose();

gr. Di spose();

/1 W coul d have saved the inage to the drive using the Save function.

string path = System | O Pat h. Get Di rect or yName( Appl i cat i on. Execut abl ePat h)
+ "\\" + "vdi nage. bmp";

i mage. Save(pat h, System Draw ng. | magi ng. | mageFor mat . Bnp) ;

/1 And create a second i nageDef fromthis fil enane.

Vect or Dr aw. Pr of essi onal . vdPri mari es. vdl mageDef imagedefl = new



Vect or Dr aw. Pr of essi onal . vdPri mari es. vdl mageDef () ;

i magedef 1. Set UnRegi st er Docunment (vdFC. BaseControl . Acti veDocunent) ;

i magedef 1. set Docunent Def aul t s() ;

i magedef 1. Nane = "I nmage2";

i magedef 1. Fi | eName = pat h;

vdFC. BaseControl . Acti veDocumnent . | mages. Addl t en( i magedef 1) ;

i mage. Di spose();

MessageBox. Show ("An i mage was created (silently) fromrendered objects
and has been added to the Images collection of the docunment.");

}
private void Addl magesEntities()
{
i f (vdFC. BaseControl . ActiveDocunent. | nmages. Count == 0)
{
MessageBox. Show( " Pl ease run Addl nageltens procedure first");
return;
}

/W create an inage and give the precreated i nage definition.
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdl nage i nage = new
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdl nage();
i mage. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
i mage. set Docunent Def aul t s() ;
/1'We know that the first inage is what we want so we can just get the [0]
itemfromthe collection el se we could have used the Find nethods.
i mage. | mageDefinition = vdFC. BaseControl . Acti veDocunent. | nages[ 0] ;
i mage. | nserti onPoi nt = new Vect or Draw. Geonetry. gPoi nt (1.0, 1. 0);
vdFC. BaseControl . Acti veDocunent . Model . Entiti es. Addl t en(i mage) ;
vdFC. BaseControl . Acti veDocunent . Redraw(true);

The You can see the image definition dialog using a code like:

private void Openl nageDefinitionsDi al og()

{
Vect or Dr aw. Pr of essi onal . Di al ogs. Fr ml nageDef s. Show
(vdFC. BaseCont rol . Acti veDocunent) ;

}

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdlmages Class".
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Getting Started - Layers - vdFramedControl

Layer is the equivalent of the overlay used in paper-based drafting. It is the primary organizational tool in
VectorDraw, and you can use it to group information by function and to enforce linetype, color, and other
standards.

Organizing Layers and the objects on Layers make it easier to manage the information in your Drawings.

When you put one layer over another then the result is the complete drawing.

Having kindred objects on the same layer it is very helpfull in order to organise the drawing.
Properties:
layer name
. color of the entities
. line type of the entities
line weight of the entities
. if it is participate or not in the drawing (thawed or frozen)

. locked or not

When you begin a new drawing, VectorDraw creates a special layer named 0. By default, layer O is assigned
color number 6 (Foreground color : white or black depending upon your background color), the CONTINUOUS
linetype and a lineweight of Default (the default setting is .01 inch or .25 mm). Layer O cannot be deleted or
renamed.

All new objects are added to the active layer if no layer is specified. Using VectorDraw you can Freeze (Hide),
Thaw (Show) and Lock layers. By controlling whether a Layer's state is Thaw or Frozen you can change the
appearance of your drawing to display only the information on the Layers that are visible. Freezing unused
Layers will help the performance of VectorDraw.

In the drawing below (Picture 1) there are 3 types of items : walls (the lines and Polylines with red color),
doors&windows (Blue color) and furniture (Magenta).

These objects are teamed and drawn in different layers. Walls placed on layer "WALLS", Doors&windows are
placed on layer "WIN_DOORS" and furniture are placed on layer "FURNITURE".



Picture 1

All layers are Thawed. All information is
shown.
In big drawings this might confuse the user.

Picture 2

Layer "FURNITURE" is Frozen. The furniture
is not shown.
A civil engineer would like to view the
drawing this way.

Picture 3

All layers except the "WALLS" are frozen.
This is the basic information.
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You can see them using the Layers dialog :

private void OpenLayersDi al og()
{




Vect or Dr aw. Pr of essi onal . Di al ogs. Layer sDi al og. Show
(vdFC. BaseCont rol . Acti veDocunent );

}

You can also create your own custom Layers. Like in the code below :

Vect or Draw. Pr of essi onal . vdPri nmari es. vdLayer |ay = new
Vect or Draw. Pr of essi onal . vdPri mari es. vdLayer ();

| ay. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;
| ay. set Docunent Def aul t s() ;

| ay. Name = "Layer1l";

| ay. PenCol or. Syst enmCol or = Col or. Red,;

vdFC. BaseControl . Acti veDocunent . Layers. Addl tem(| ay) ;

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdLayer Class".
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Getting Started - Layouts & Viewports - vdFramedControl

Layout is used to compose or lay out your model drawing for printing. A layout may consist of a title block,
one or more viewports, and annotations. As you create a layout, you can design floating Viewport
configurations to visualize different details in your drawing.

A layout is a paper space environment that simulates a sheet of paper. In a layout, you can create and
position viewport objects, and you can add a title block or other geometry. You can create multiple layouts in
a drawing to display various views. Each layout displays the drawing as it will be printed on the sheet of

paper.

Typically, when you begin designing a layout environment, you step through the following process:
- Create a model drawing.
- Activate or create a layout.
- Insert a title block if is necessary.
- Create floating viewports and position them in the layout.
- Set the view scale and 3D view angle of the floating viewports.
- Print your layout.

Viewports are areas that display different views of your model. As you work, you can split the drawing area
into one or more adjacent rectangular views known as model viewports. In large or complex drawings,
displaying different views reduces the time needed to zoom or pan in a single view. Also, errors you might
miss in one view may be apparent into others. ViewPorts are treated as rectangle drawing objects which
display views and can be moved or resized.

They can be created only in entity list collection of a layout and not in Model. Those rectangles filled with the
image of the model space objects in different scales depend from the ViewSize and the ViewCenter property.
This way in one paper you can print out different views (with different scales) of the same drawing (Model
Space) or parts of this drawing. In viewports commands like Pan, Zoom and View3D can be applied.

A sample picture of a Layout (Paper Space) with some Viewports:
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Below is a sample code that will open an existing drawing and add layouts and viewports. The AddLayout
code should be run before the AddLayoutEntities code :

private void AddLayout ()
{

/W open a drawing to the docunment that contains the info we like to
show. This file "wrap.vdm " is installed along with our setup in the zip file
that contains the vdFrameWrk sanpl es, named "vdf exanpl es. zip" in a folder



Iike "c:\Program Fil es\ Vect or Dr awk Vect or Dr aw Devel oper
Framewor k\ vdFr anedCont rol Sanpl es”
string path = Application. Execut abl ePat h. Substri ng(O0,
Appl i cation. Execut abl ePat h. Last I ndexOF ("\\")) + "\\..\\.. \\wrap. vdm ";
vdFC. BaseControl . Acti veDocumnent . Qpen( pat h) ;
/W will add two Layouts to the document.
/'l Create a vdLayout object and add it to the |layouts collection.
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdLayout lay = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdLayout () ;
| ay. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
| ay. set Document Def aul t s() ;
[ ay. Name = "MLayout 1";
| ay. ShowUCSAxi s = fal se;
vdFC. BaseControl . Acti veDocunent . LayQut s. Addl ten( | ay) ;
/1O we can add a layout like this:
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdLayout |ay2 =
vdFC. BaseControl . Acti veDocunent . LayQut s. Add( " MyLayout 2") ;
| ay2. Di sabl eShowPri nt er Paper = true;
/11n order to see the background col or you nmust disable the printer paper
dr aw.
| ay2. BkCol or Ex = Col or. Bl ueVi ol et ;
/1 The file we opened has already two | ayouts that we will delete.
vdFC. BaseControl . Acti veDocument . LayQut s[ 0] . Del eted = true;
[lor this can be done like this:
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdLayout |ay3 =
vdFC. BaseControl . Acti veDocumnent . LayQut s. Fi ndNane( " PAPER_SPACE") ;
if (lay3 !'= null) lay3.Deleted = true;
}

private void AddLayoutEntities()
{
/1'We check if the |ayouts have al ready been added
i f (vdFC. BaseControl . ActiveDocunent. LayQuts. Count <=
2) { MessageBox. Show( " Pl ease add sone | ayouts by pressing the above button
first");return;}
/1 Then we add a rectangular viewport to the first added | ayout.
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdVi ewport vi ew = new
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdVi ewport ();
vi ew. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
vi ew. set Docunent Def aul t s() ;
Vi ew. ShowdCSAxi s = fal se;
vi ew. Hei ght = 100;
view. Wdth = 150;
vi ew. Center = new Vect or Draw. Geonet ry. gPoi nt (100. 0, 230.0);
vi ew. Vi ewCent er = new Vect or Draw. Geonet ry. gPoi nt (4. 4008, 6. 8233) ;
vi ew. Vi ewSi ze = 0. 252;

/1 And add this viewport to the entities of the first |ayout.

Vect or Dr aw. Prof essi onal . vdPri mari es. vdLayout lay =
vdFC. BaseControl . Acti veDocunent . LayCQut s. Fi ndName(" MyLayout 1");

/11f the entities of the layout are not O then this neans that this
button is already pressed and the viewport already exists so we do not add it
agai n.

if (lay.Entities.Count > 0) return;

if (lay!l=null) lay.Entities. Addltenm(view);

/I also add a text entity to the | ayout.

Vect or Dr aw. Pr of essi onal . vdFi gures. vdText text = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdText ();

t ext. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;

t ext . set Docunent Def aul t s() ;

text.lnsertionPoint = new Vect or Draw. Geonetry. gPoi nt (55, 155);

text. TextString = "GREECE";

text. Hei ght = 15.0;

if (lay !'= null) lay.Entities. Addlten{text);

/W set as active layout the first addede |ayout to showit.

vdFC. BaseControl . Acti veDocunent . Acti veLayQut =
vdFC. BaseControl . Acti veDocunent . LayCQut s. Fi ndName(" MyLayout 1");

vdFC. BaseControl . Acti veDocunent . Redraw(true) ;

// Now we will add sonme viewports with reference objects to the second



added | ayout MyLayout 2.
| ay = vdFC. BaseControl . ActiveDocunent. LayQuts. Fi ndNane(" MyLayout 2");
/I'We will create two polylines and a circle to be used as viewports.
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdPol yl i ne polyl = new

Vect or Dr aw. Pr of essi onal . vdFi gur es. vdPol yl i ne();
pol y1. Set UnRegi st er Docunent (vdFC. BaseCont r ol . Act i veDocunent ) ;
pol y1. set Docunent Def aul t s() ;
pol y1. Vert exLi st. Add (new Vect or Draw. Geonret ry. gPoi nt (10. 0d, 280. 0d) ) ;
pol y1. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (10. 0d, 180.0d));
pol y1. Vert exLi st. Add( new Vect or Dr aw. Geonetry. gPoi nt (190. 0d, 180.0d));
pol y1. Vert exLi st. Add( new Vect or Dr aw. Geonetry. gPoi nt (190. 0d, 280.0d));
pol y1. Flag =

Vect or Dr aw. Pr of essi onal . Const ant s. VdConst Pl i neFl ag. Pl Fl agCLOSE;
if (lay!=null) lay.Entities.Addlten(polyl);

/1 Anot her polyline
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdPol yl i ne poly2 = new

Vect or Dr aw. Pr of essi onal . vdFi gur es. vdPol yl i ne();
pol y2. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
pol y2. set Docunent Def aul t s() ;
pol y2. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (50. 0d, 115.0d));
pol y2. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (10. 0d, 65.0d));
pol y2. Vert exLi st. Add( new Vect or Draw. Geonetry. gPoi nt (50. 0d, 15.0d));
pol y2. Vert exLi st. Add( new Vect or Dr aw. Geonetry. gPoi nt (90. 0d, 65.0d));
pol y2. Flag =

Vect or Dr aw. Pr of essi onal . Const ants. VdConst Pl i neFl ag. Pl Fl agCLCSE;
if (lay!=null) lay.Entities.Addlten(poly2);
/1A circle
Vect or Dr aw. Pr of essi onal . vdFi gures. vdCircle circle = new

Vect or Dr aw. Pr of essi onal . vdFi gures. vdCi rcl e();
circl e. Set UnRegi st er Docurrent (vdFC. BaseCont r ol . Acti veDocunent) ;
circle.set Docunent Defaul ts();
circle.Center = new Vector Draw. Geonetry. gPoi nt (160. 0d, 65. 0d) ;
circle.Radi us = 50. 0d;
if (lay!=null) lay.Entities.Addlten(circle);

/1 Now that we have the entities we can create 3 different viewports for
these entities.

Vect or Dr aw. Pr of essi onal . vdFi gures. vdVi ewport vp = new
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdVi ewport ();

vp. Set UnRegi st er Docurrent (vdFC. BaseCont r ol . Acti veDocunent) ;

vp. set Docunent Def aul t s() ;

vp. ShowCSAxi s = fal se;

vp.dipOj = polyl as VectorDraw. Prof essional . vdFi gures. vdCur ve;

vp. ZoonExt ent s() ;

vp. PenCol or. Syst entCol or = Col or. Red;

if (lay!=null) lay.Entities.Addltem(vp);

/1 Anot her vi ewport

vp = new Vect or Draw. Prof essi onal . vdFi gur es. vdVi ewport ();

vp. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;

vp. set Docunent Def aul t s() ;

vp. ShowCSAxi s = fal se;

vp. Set A i pHandl e( pol y2. Handl €) ;

vp. PenCol or. Syst entCol or = Col or. Bl ue;

vp. Vi enCent er = new Vect or Draw. Geonetry. gPoi nt (7. 1531, 5.0466);
vp. Vi ewSi ze = 2.6962;

if (layl=null) lay.Entities.Addlten(vp);

/1 And a viewport for the circle

vp = new Vect or Dr aw. Pr of essi onal . vdFi gures. vdVi ewport ();
vp. Set UnRegi st er Docurrent (vdFC. BaseCont r ol . Acti veDocunent);
vp. set Docunent Def aul t s() ;

vp. ShowCSAxi s = fal se;

vp. Set Cl i pHandl e(circl e. Handl e) ;

vp. PenCol or. SystenCol or = Col or. Yel | ow,

vp. Vi enCent er = new Vect or Draw. Geonetry. gPoi nt (4. 1837, 5.9294);
vp. Vi ewSi ze = 2. 2468;

if (lay!=null) lay.Entities.Addlten(vp);

/1 And add sonme texts for fun :)



text = new Vect or Draw. Prof essi onal . vdFi gur es. vdText () ;

t ext . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

t ext . set Docunent Def aul t s() ;

text.lnsertionPoint = new Vect or Draw. Geonet ry. gPoi nt (80. 0d, 165. 0d);

text. TextString = "WORLD";

text. Hei ght = 10.0;

if (lay '=null) lay.Entities. Addlten({text);

text = new Vect or Draw. Prof essi onal . vdFi gur es. vdText () ;

t ext . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

t ext . set Docunent Def aul t s() ;

text.lnsertionPoint = new Vect or Draw. Geonetry. gPoi nt (15. 0d, 120.0d);

text. TextString = "AUSTRALI A";

text. Hei ght = 10.0;

if (lay '=null) lay.Entities. Addlten({text);

text = new VectorDraw. Prof essi onal . vdFi gur es. vdText () ;

t ext . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

t ext . set Docunent Def aul t s() ;

text.lnsertionPoint = new Vect or Draw. Geonetry. gPoi nt (133. 0d, 120.0d);

text. TextString = "AFRI CA";

text. Hei ght = 10.0;

if (lay '=null) lay.Entities. Addlten({text);

MessageBox. Show( "By Default you can double click the viewport entity to
enter inside and pan or zoom');

}

With the following code you can see the Layout control :

private void OpenLayoutsDi al og()
{

vdFC. Set Layout Styl e(vdControl s. vdFranmedControl . Layout Styl e. Layout Tab,
true);

MessageBox. Show " The Layout tab has been activated. You can navi gate and
see the added viewports at the bottomleft of the application.");

}

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdLayout Class" and "vdViewport Class".
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Getting Started - Linetypes - vdFramedControl

Linetypes are different ways to display a line. This is useful when you want to distinct different lines, for example a line that represents a 12Volt wire
and another line that represents a 24 Volt wire in an electrical drawing. VectorDraw library have already some linetypes that can be used.

You can see them using the Linetype's dialog :

private void OpenLinetypesDi al og() {
Vect or Dr aw. Pr of essi onal . Di al ogs. Get Li neTypeDi al og frm =
Vect or Dr aw. Prof essi onal . Di al ogs. Get Li neTypeDi al og. Show vdFC. BaseCont r ol . Acti veDocunent , vdFC. BaseControl . Acti veControl,
"Solid", true);
Di al ogResult res = frm Di al ogResul t;
if (res == DialogResult.OK)
MessageBox. Show(frm final Sel ected + " Linetype Sel ected");
el se
MessageBox. Show( " Cancel button pressed");
}

You can also create your own custom Linetypes using Dashes (-), Dots (.) and Spaces (). Like in the code below :

Vect or Dr aw. Prof essi onal . vdPri mari es. vdLi neType |inetype = new

Vect or Dr aw. Prof essi onal . vdPri nmari es. vdLi neType();

I'i netype. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;

i netype. set Docunent Def aul t s();

Ii netype. Name = "MCust onLi netype";

linetype. Comment = "Custom _ _ . . _ _ . . _ _ . . _ .. ey
I'i netype. Segnent s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (0.5));// Dash

I'i netype. Segrment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (-0.5));// Bl ank
I'i netype. Segnment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (0.5));// Dash
net ype. Segnent s. Addl t em( new Vect or Dr aw. Render . Li neTypeSegnent (-0.5));//Bl ank
net ype. Segnent s. Addl t em( new Vect or Dr aw. Render . Li neTypeSegnent (0. 0)); // Dot
net ype. Segnment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (-0.5));//Bl ank
net ype. Segnent s. Addl t em( new Vect or Dr aw. Render . Li neTypeSegnent (0.0)); // Dot
net ype. Segnent s. Addl t en( new Vect or Dr aw. Render . Li neTypeSegnent (-0.5));// Bl ank
i netype. Segnment s. Updat eLengt h() ;

vdFC. BaseControl . Acti veDocunent . Li neTypes. Addl ten{1i netype);

VessageBox. Showm "We created a custom Li netype naned MyCustonli netype and |ooks like this: _ . . _");

Beside this you can create a Linety that will also contain text:

//We will add a second Customlinetype that contains text.

linetype = new VectorDraw. Prof essional . vdPri mari es. vdLi neType();

i netype. Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;

I'i netype. set Docunent Def aul t s();

I'i netype. Nanme = "MCustonLi netype2";

i netype. Commrent = "Custon2 _ VD _ _VD_ _VD_ _VD_ _VD_ _VD_";

I'i netype. Segnment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (2. 0));// Dash

i netype. Segnent s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (-1.0));// Bl ank
Vect or Dr aw. Render . Li neTypeSegnent seg = new Vect or Draw. Render. Li neTypeSegnent () ;
seg. Fl ag = Vector Draw. Render . Li neTypeSegnent . Li neTypeEl enent Type. TTF_TEXT;

seg. ShapeScale = 0.7;

seg. ShapeStyl e = vdFC. BaseControl . Acti veDocunent . Text Styl es. St andard. G Text Styl e;
seg. ShapeText = "VD';

|i netype. Segnent s. Addl ten(seg); //Text "VD'

I'i netype. Segnment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (-2.0));//Bl ank

i netype. Segnment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (2.0)); //Dash

I'i netype. Segrment s. Addl t en{ new Vect or Dr aw. Render . Li neTypeSegnent (-1.0));// Bl ank

I'i netype. Segnment s. Updat eLengt h() ;

vdFC. BaseControl . Acti veDocunent . Li neTypes. Addl ten{1i netype);

VessageBox. Showm "We created a custom Li netype naned MyCustonli netype2 and | ooks like this: _ VD _");

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help file, topic(s):
"vdLinetype Class".
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Getting Started - MText & Text - vdFramedControl

The Text (vdText object) and MultilineText (vdMText) object are use to add text strings in your drawings. These texts
follow the TextStyle properties (which is a collection of settings) that determines the appearance of text strings. You
can also specify if the texts (vdText/vdMText) will be underlined,bold etc. When you enter text, it uses the current
text style, which sets the font, size, and other text characteristics. If you want to create text using a different text
style, you can make another text style active.

In the TextStyle you can use Windows TTF fonts or CAD fonts named SHX fonts.

You can easily add a text (vdText Object) using a code like :

vdFC. BaseControl . Acti veDocurent . ConmandActi on. CndText (nul |, null, null);

and a MultilineText like :

vdFC. BaseCont rol . Acti veDocunent . ConmandAct i on. CdMrext (nul |, null, null);

The above commands can be used for simple texts or for user-input texts. You can add more complex texts and
multiline texts using vdText and vdMText objects like below.

You can add a vdText object with code like below:

private void but Text_dick(object sender, EventArgs e)

{

/IWe will create a vdText object and add it to the Active Layout which is the
basi c

/1 Model Layout always existing in a Document.

Vect or Dr aw. Pr of essi onal . vdFi gures. vdText onetext = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdText ();

/1 set the docunment where the text is going to be added. This is inportant
for the vdText

/1 in order to obtain initial properties with setDocunentDefaults.

onet ext . Set UnRegi st er Docunent (vdFC. BaseCont rol . Acti veDocunent) ;

onet ext . set Docunment Def aul t s() ;

/1 The two previous steps are inportant if a vdFigure object (like vdText) is

going to be
I added to a document. Now we will change some properties of the text.
onet ext . PenCol or. Col or I ndex = 3;
onetext. TextString = "Vectordraw Devel opnment Framewor k" ;

/I vdText object with setDocunentDefaults has the STANDARD Text Styl e.
I We will change the font of this textstyle to Verdana.
vdFC. BaseControl . Acti veDocunent . Text Styl es. Standard. FontFil e = "Verdana";
/1 set the insertion point depending the width of the Text fromthe
vdFi gur e' s Boundi ngBox
onet ext. I nsertionPoint = new Vect or Draw. Geonetry. gPoi nt (40.0 -
onet ext . Boundi ngBox. Wdth, 2);
onet ext. Text Li ne = Vect or Draw. Render. gr Text St yl eExt ra. Text Li neFl ags. Over Li ne;
//Now we will add this object to the Entities collection of the Mdel
Layout (ActivelLayout).
vdFC. BaseControl . Acti veDocurent . Acti veLayQut. Entities. Addl t enm(onet ext);
/1 Zoomin order to see the object.
vdFC. BaseCont rol . Acti veDocunent . Acti veLayQut . ZoomW ndow( new
Vect or Dr aw. Geonet ry. gPoi nt (-30.0, -10.0), new Vector Draw. Geonetry. gPoi nt (80. 0,
50.0));
/I Redraw t he docunent to see the above changes.
vdFC. BaseControl . Acti veDocunment . Redraw( true);

You can also create a MultiLine Text with code like below:

private void butMext_dick(object sender, EventArgs e)

{

/IWe will create a vdMIext object and add it to the Active Layout which is the
basi c

I Model Layout always existing in a Docunent.



Vect or Dr aw. Pr of essi onal . vdFi gures. vdMlext onentext = new

Vect or Dr aw. Pr of essi onal . vdFi gur es. vdMrext () ;
/I W& set the docunent where the Mext is going to be added. This is inportant
/1 for the vdMrext in order to obtain initial properties with

set Docunent Def aul t s.
onent ext . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
onent ext . set Docunent Def aul t s() ;
/1 Now we wi |l change sone properties of the text.
onent ext. I nsertionPoint = new VectorDraw. Geonetry. gPoi nt (20, -15);
onent ext. HorJustify =

Vect or Dr aw. Pr of essi onal . Const ant s. VdConst Hor Just . VdText Hor Cent er ;
onent ext . BoxWdth = 45;

/1 The Text string can contain sone special control characters like "\P" or
"\ C1" which
/1 control the way that this nmultiLine text is going to be displayed.
onentext. TextString = @\CL;\H5.0; This is\P\C2;\H5.5;\La
Mul ti Text\ I\ P\ C3;\H3.5;\ Q0. 0;\ Ohj ect\ o\ Q. 0;\ P\ T2. 0; SPACED\ H1. 5; \ AO; down\ Al; nmi ddl e\ A2; up";
/I Now we will add this object to the Entities collection of the Mdel
Layout (Acti velLayout).
vdFC. BaseControl . Acti veDocurent . Acti veLayQut. Entities. Addl ten{onent ext);
/1 Zoomin order to see the object.
vdFC. BaseControl . Acti veDocurent . Acti veLayQut . ZoomW ndow( new
Vect or Draw. Geonet ry. gPoi nt (-30. 0d, -10.0d), new VectorDraw. Geonetry. gPoi nt (80. 0d,
50. 0d));
/I Redraw t he docunent to see the above changes.
vdFC. BaseControl . Acti veDocunent . Redraw(true);

The code above will have a result like :

d

MultiText
Object
S P A C E D gumdtie

In the Text String some special control characters/strings can be used in order to change the appearence of the text.
These are :

\O...\o Turns overline on and off

\L...\l Turns underline on and off

\\ Inserts a backslash

\{..\} Inserts an opening and closing brace

\Cindex; Changes to the specified color

\Hvalue; Changes to the text height specified in drawing units
\Hvaluex; Changes the text height to a multiple of the current text height
\Tvalue; Adjusts the space between characters, from .75 to 4 times
\Qangle; Changes obliquing angle

\Wvalue; Changes width factor to produce wide text

\Ffile_name; Changes to the specified font file

\AX; Sets the alignment value; valid values: 0, 1, 2

\P Ends paragraph

\S...N...; Stacks the subsequent text at the \, #, or ™ symbol

For more detailed information about properties/methods/events etc of the above object(s), you can also check our



vdf.chm help file, topic(s): "vdText Class" and "vdMText Class".
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Getting Started - Object Snaps (OSnaps) - vdFramedControl

Object options allow you to draw in the Object Snap (OSnap). An OSnap mode specifies a snap point at an exact location on an object (like the mid-point of a line).
The OSnap mode helps the user to draw an object in a position relative to a previously drawn object.

The snap point on an object can be; End-point, Mid-point, Center point, Insertion point, Perpendicular, Nearest, Apparent Intersection, Node (point), Quadrant,
Tangent and Intersection.

The OSnap mode remains active until you turn it off, and there is an OSnap indicator in status bar if you choose to set it visible.

You can create a simple project, a form with a vdFramedControl and a button and open adrawing that contains some enities like lines, points inserts etc. Then in the
button click code you can set the OSnaps to Mid point plus Center point and start a user command like cmdLine that will ask the use to give the line's points with
mouse :

vdFC. BaseControl . Acti veDocunent . osnapMbde = Vect or Dr aw. Georret ry. OsnapMode. CEN;

vdFC. BaseControl . Acti veDocurent . osnapMbde | = Vect or Draw. Geonet ry. Osnapibde. M D;

vdFC. BaseControl . Acti veDocunent . ConmandAct i on. CndLi ne(" USER");

The code above will highlight the end points and center points while the cmdLine is active:

w
¥

Madel Layout 1 Layout? £ Madel Layout 1 Layout? L4 >

vdFC. BaseCont r ol . Act i veDocument . osnapMbde | = Vect or Dr aw. Geonet ry. Osnaphbde. M D;
vdFC. BaseControl . Acti veDocunent . osnapMbde "= Vect or Draw. Geonet ry. Osnapibde. M D;

The code above will remove the mid points from OSnaps.

There are also some extra snap features that can be used in command line. These can be used in the command line and override the current OsnapMode value until
the user input the point he wants or cancel the command.

These are :

Command What do they do Example
These commands also overide the current OsnapMode and previous Open the VDFCad sample, in a new drawing add a circle and some
typed osnap commands. After user finishes input the OsnapMode lines and in the command line start a user command, like line or
returns to the previous value. polyline and while the program waits for user to input a point :

.end This enable the End Point object snap By typing .end the end point osnap is activated.

.cen This enable the Center Point object snap By typing .cen the center point osnap is activated.

.ins This enable the Insertion Point object snap By typing .ins the insertion point osnap is activated.

.int This enable the Intersection Point object snap By typing .int the intersection point osnap is activated.

.mid This enable the Middle Point object snap By typing .mid the middle point osnap is activated.

.nea This enable the Nearest Point object snap By typing .nea the nearest point osnap is activated.

.node This enable the Node Point (vdPoint) object snap By typing .node the node (for vdPoints) point osnap is activated.

.per This enable the Perpendicular Point object snap By typing .per the perpendicular point osnap is activated.

.qua This enable the Quadratic Point object snap By typing .qua the quadratic point osnap is activated.

.tang This enable the Tangent Point object snap By typing .tang the tangent point osnap is activated

X This enable the same X coordinate object snap, after that is waiting By typing .x the user selects the X coordinate of the point and the Y,Z
for Y,z coordinates should be given in the next step. In VDFCad you can type

.x and then .end to get the x coordinate of the endpoint of a line and
then choose the Y & Z coordinates.
Wy This enable the same Y coordinate object snap, after that is waiting By typing .y the user selects the Y coordinate of the point and the X,Z

for X,Z coordinates should be given in the next step.



Xy

Xz

.yz

.from

.par

This enable the same Z coordinate object snap, after that is waiting
for X,Y

This enable the same X & Y coordinate object snap, after that is
waiting for Z

This enable the same X & Z coordinate object snap, after that is
waiting for Y

This enable the same Y & Z coordinate object snap, after that is
waiting for X

This enable the same X coordinate object snap

This enable the Parallel Point to a given line segment object snap

By typing .z the user selects the Z coordinate of the point and the X,Y
coordinates should be given in the next step.

By typing .xy the user selects the X & Y coordinates of the point and
the Z coordinate should be given in the next step.

By typing .xz the user selects the X & Z coordinates of the point and
the Y coordinate should be given in the next step.

By typing .yz the user selects the Y & Z coordinates of the point and
the X coordinate should be given in the next step.

By typing .from the user can enter a temporary reference or base
point from which he can specify an offset to locate the next point.

By typing .par the user selects a line segment and then a parallel snap
to this line segment will be enabled.

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help file, topic(s): "OsnapMode
Enumeration (VectorDraw.Geometry)" and "osnapMode Property (vdDocument)".
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Getting Started - Section Clipping - vdFramedControl

VectorDraw uses section clipping planes to hide an area of the drawing. This SectionClip defines the side of the drawing that will be visible.
The rest will be hidden and this applies to the Render mode. The visible plane is defined in the vdSectionClip object by defining the
OriginPoint and the Direction vector. The direction of that vector defines the visible area. The area in the opposite direction will be hidden.

Direction with the OriginPoint define the plane that will do the section clipping. Their values are always in World Coordinating System.

Multiple vdSectionClip objects will show the common viewable area of all. This allows an unobstructed interior view of a 3D drawing by
hiding the defined area from view.

Before Applying Section Clips vdSectionClip 2 JAfter Applying Section Clips vdSectionClip 2

inFoink

k R ™ k :;Eectinnﬂlip 1

;i vdSectionClip 1 b )

Below is a sample code that will draw a sphere and will add two section clips :

private void TestC i ppi ngSections()

vdFC. BaseControl . Acti veDocunment. New(); // W create a new document

/1 W& change the active pen color so the created (and added to the docunent by the cndSphere
function) spheres will take this color.

vdFC. BaseControl . Acti veDocunent . Acti vePenCol or . Col or I ndex = 9;

vdFC. BaseControl . Acti veDocunent . CommandAct i on. CndSpher e( new Vect or Dr aw. Geonet ry. gPoi nt (5, 5),
2.0, 40, 40);

/1 Zoomin order to see the object.

vdFC. BaseControl . Acti veDocunent . Acti veLayQut. ZoomAl | () ;

vdFC. BaseControl . Acti veDocunent. CommandAct i on. Vi ew3D(" RENDER") ;

// Redraw t he docunent to see the above changes.

vdFC. BaseControl . Acti veDocunent . Redraw( true) ;

MessageBox. Show( " Sphere created and is shown in RENDER nobde.\r\n W will create a clip (center of
the sphere) to hide the left half of the sphere.");

//We will create a clip (center of the sphere) to hide the left half of the sphere.

Vect or Dr aw. Pr of essi onal . vdObj ects. vdSectionClip clip = new
Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdSectionClip();

clip. Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;

clip.Nane = "SLI CE1";

clip.Enable = true;

clip.OiginPoint = new Vector Draw. Geonetry. gPoi nt (5.0, 5.0, 0);

clip.Direction = new Vector Draw. Geonetry. Vector(1, 0, 0); //This is the direction where we want
the visible objects to be.

vdFC. BaseControl . Acti veDocunent . Acti veLayCQut . Sections. Addlten(clip);

vdFC. BaseCont rol . Redraw() ;

/1 \We create another clip that will hide the bottom half of the sphere.

MessageBox. Show("Now we will create a second clip to hide the bottom half of the sphere.");

clip = new Vector Draw. Prof essi onal . vdObj ects. vdSecti onClip();

clip. Set UnRegi st er Docurrent (vdFC. BaseCont rol . Acti veDocunent);

clip.Name = "SLI CE2";

clip.Enable = true;

clip.OiginPoint = new Vector Draw. Geonetry. gPoi nt (5.0, 5.0, 0.0);

clip.Direction = new VectorDraw. Geonetry. Vector(0, 1, 0); //This is the direction where we want
the visible objects to be.

vdFC. BaseControl . Acti veDocunent . Acti veLayQut. Sections. Addlten(clip);

vdFC. BaseControl . Redraw() ;

//\We will renove the sections now.
MessageBox. Show( " The sphere is not altered but only a fourth is showm. \r\n Now we will renove
all clippings to showit as a conplete sphere again.");



vdFC. BaseControl . Acti veDocurnent . Acti veLayQut. Secti ons. RemoveAl | ();
vdFC. BaseControl . Redraw) ;

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help file,
topic(s): "vdSectionClipping Class".
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Getting Started - Selections - vdFramedControl

The Selections objects (vdSelection) can be used in order to temporary (not saved in the drawing) create a

group of drawing objects (like lines, circles etc) in order to apply properties (like pencolor) or to transform
them (like using cmdMove):

1) A simple code:

private void but GetSel ection_Cick(object sender, EventArgs e)

{
vd. BaseControl . Acti veDocumnent . New() ;
AddSoneEntities(); // This function adds sone entities like lines and cirlces
vd. BaseControl . Acti veDocunent . Pronpt (" Sel ect Entities:");
vdSel ection selset = vd. BaseControl . Acti veDocunent. ActionUtility. getUserSelection();
vd. BaseControl . Acti veDocunent . Pronpt (nul |);
if (selset !=null) {
MVessageBox. Show " You have selected " + selset.Count + " figures");
foreach (vdFigure var in selset)
var . Hi ghLi ght = true;
vd. BaseControl . Acti veDocunent . Redraw(true); }
}

The code above starts an new empty document, call a function to create some entities, and prompts the user
to select some entities by choosing a window. If there are entities selected then displays the number of them
and set the HighLight property of each of them to true.

2) If we want to move (transform the location of) the entites that are selected then the code can be :
private void but Get Sel ection_Cick(object sender, EventArgs e)

{
vd. BaseCont rol . Acti veDocunent . New() ;
AddSoneEntities(); // This function adds sone entities like lines and cirlces
vd. BaseControl . Acti veDocunent . Pronpt (" Sel ect Entities:");
vdSel ection selset = vd. BaseControl . Acti veDocunent. ActionUtility. getUserSelection();
vd. BaseControl . Acti veDocunent . Pronpt (nul I);
if (selset !=null) {
gPoint ptl = new gPoint(0, 0, 0);
gPoint pt2 = new gPoint(2, 2, 0);
vd. BaseControl . Acti veDocunent . ConmandAct i on. CndMove(sel set, ptl , pt2);
vd. BaseControl . Acti veDocunent . Redraw(true); }
}

The code above will move the selected entities from point {0,0,0%} to point {2,2,0%}.

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdSelection Class".
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Getting Started - SupportPath - vdFramedControl

SupportPath is a very useful property of the VectorDraw Developers Framework. This property specifies the
directories in which VDF searches for files when using methods for drawings like insert, file open, images and
XRef (External Reference) attach, SHX font files. It is a string with multi paths separated by semicolon < ; >

like:
c:\;c:\temp;c:\Program Files/VectorDraw;

The order when VectorDraw searches is :
1) The folder that drawing is placed.
2) The Support path.

You can get/set the support path property like :

/1 adds the c:\tenp folder to the SupportPath property
string SupPat h;

SupPat h = vdFC. BaseControl . Acti veDocunent . SupportPat h; // Cet
SupPath = SupPath + @c:\tenp;";

vdFC. BaseControl . Acti veDocunent . Support Pat h = SupPath;// Set

For more detailed information about properties/methods/events etc of the above object(s), you can also

check our vdf.chm help file, topic(s):"SupportPath Property".
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Getting Started - Tooltips & URL - vdFramedControl

The ToolTips is a property that applies to vdFigures, it is used to display a text when the mouse is over this object if
EnableToolTips property of vdDocument is true. Like :

HighLight False

Label

Layer 0 o !
LineType BYLAYVER This is a Tooltip
LineTypeScale 1 i Using 2 lines of text

LineWeight LW_BYLAYER
¥ PenColor [ | ByLayer
Penvidth 0.0000

ToolTip This is a Tooltip \n using 2 lines of te
LRL
visibility Visible

The tooltip can be a multi line text like in the above example that "\n" is used to break the text to 2 lines.

You can change the way that the tooltips appear using the properties that you can find under the in
"ToolTipDisplayProps Class, Members" topic of our help. Like:

g s

El TooMpDispProps [Font: Mame=Nina, Size=9, Units= s R—
BkColor [ ] vellow s 5 3 Toolp

Nina, 9pt o using 2 lines of text
FrameColor [l Green

TextColar B raroon

E Grid

Beside tooltips you can use URLs that can be used in order to guide the user to an external link like a website. URLs
apply to an vdFigure if this object has an non-empty URL property and also the EnableUrls Property is true. For
example you can set the URL property of a vdFigure to "http://www.vdraw.com” in order to open this web page
when the user clicks (holding down CTRL keyboard key) this figure. If CTRL keyboard key is not down then the web
page will not open.

For more detailed information about properties/methods/events etc of the above object(s), you can also check our

vdf.chm help file, topic(s): "EnableUrls Property", "EnableToolTips Property", "ToolTip Property" and "URL Property".
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Getting Started - Undo & Redo - vdFramedControl

The VectorDraw Developer Framework has Undo and Redo functionality which is unlimited. You can undo the
last actions one by one or group them and undo the whole group. The same is for redo previously undo
actions. A simple code will be like adding an entity (using for example cmdCircle) and undo the last action.
Like :

private void Button cndCircl e(object sender, Event Args e)
{ //This will draw one user-defined (center point and radius) circle. This
code nust be run before the UNDO code

vdFC. BaseControl . Acti veDocunent . CommandActi on. CrdCircle(null, null);

}
private void button_Undo(object sender, EventArgs e)
{ //This will Undo the last action if exists. cndCircle code nust run before
t hi s.
vdFC. BaseControl . Acti veDocunent . CommandAct i on. Undo("");
}

After the Button_cmdCircle code run and the button_Undo run then the Redo can run and bring back the
circle, like :

private void button Redo(object sender, Event Args e)
{ //This will REDO the last action if exists

vdFC. BaseControl . Acti veDocunent . ConmandAct i on. Redo() ;
}

Except this simple undo/redo calls, you can also group some code so this can be undo/redo as a group. See
the code below :

private void Button Circles(object sender, EventArgs e)
{ //This will draw 4 circles inside a undo G oup
vdFC. BaseControl . Acti veDocunent . ConmandAct i on. Undo("BEGQ N'); //The Undo-
G oup begins
Vect or Draw. Geonet ry. gPoi nt pt = new Vect or Draw. Geonetry. gPoi nt (1. 0d,
1.0d, 0.0d);
vdFC. BaseControl . Acti veDocunent . ConmandActi on. CndCircl e(pt, 0.4d);
pt.x = 2.0d; pt.y = 2.0d;
vdFC. BaseControl . Acti veDocunent . ConmandActi on. CndCircl e(pt, 0.4d);
pt.x = 3.0d; pt.y = 3.0d;
vdFC. BaseControl . Acti veDocunent . ConmandActi on. CndCircl e(pt, 0.4d);
pt.x = 4.0d; pt.y = 4.0d;
vdFC. BaseControl . Acti veDocunent . ConmandActi on. CndCircl e(pt, 0.4d);
vdFC. BaseControl . Acti veDocunent . CommandAct i on. Undo("END");// The Undo-
Group ends here

}

After this code run, 4 circles will be created. One undo call and these 4 circles will disappear like they were
never drawn. After this undo, one Redo will bring back thes four circles.

Beside this, you can also clear the undo & redo history, and after that previous undo/redo actions will not be
available. You can do this using a code like :

private void button_C earUndo(object sender, Event Args e)
{ //This will Cear the Undo & Redo history. No Undo/redo will be avail able
fromthis point

vdFC. BaseControl . Acti veDocunent . Acti veLayQut. UndoHi story. C ear();

}



You can also get the undo & redo actions count using a code like:

private void button_ Get URCount (obj ect sender, EventArgs e)
{ //This will wite to a textbox the undo/redo that are avail able

t ext Box1. Text = " Undo : " +

vdFC. BaseControl . Acti veDocunent . UndoHi st ory. UndoSt ackLengt h. ToString() + "
Redo : " +
vdFC. BaseControl . Acti veDocunent . UndoHi st ory. RedoSt ackLengt h. ToStri ng() ;

}

For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "Undo Method (vdCommandAction)™.
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Getting Started - Units (Linear - Angle) - vdFramedControl

Coordinates are being expressed in drawing units (D.U.). Drawing units are not expressing particular units (meters, inches etc). In this part
user have to make some assumptions in order to define that the coordinates of the drawing mean particular units (meters, inches etc).

For example: For a mechanical drawing we can make the assumption for example: where one drawing unit defines one millimeter(1 D.U.
=1mm). For a architectural/technical drawing we can make the assumption for example: where one drawing unit defines one meter(1 D.U.
=1m). This can be very helpful in designing, dimensioning, retrieving information from the drawing (distances, area calculations etc)

You can specify the type of the current unit of measurement (linear and angle) and the precision for the current units as also the current angle
format and the precision for the current angle display. The type of measurement can be:

Linear LUNITS Angle AUNITS
Scientific like 1.6449E+001 lu_Scientific = 1 Decimal degrees au_Decdegrees = 0
Decimal like 16.4492 lu_Decimal = 2 Degrees/minutes/seconds au_Degrees =1
Engineering like 1'-4.4492" |u_Engineering = 3 Gradians au_Gradians = 2
Architectural like 1' -4 7/16" lu_Architectural = 4 Radians au_Radians = 3
Fractional like 16 7/16 lu_Fractional = 5 Surveyor au_Surveyor = 4
Windows desktop (It takes the
settings of the regional lu_windesk = 6

settings)

These Properties change only the display and not the values which are in Drawing Units.

Running a code like :

private void buttonl _dick(object sender, EventArgs e)

vdFC. BaseControl . Acti veDocunent . Acti veLayQut. |l units. UType =
Vect or Draw. Geonetry. LUni ts. LUni t Type. | u_Architectural;
vdFC. BaseControl . Acti veDocunent . Acti veLayQut. aunits. UType =
Vect or Draw. Geonetry. AUni ts. AUni t Type. au_Radi ans;
}

You will get a display like :

Commands

Fle Edit Draw GBlocks Modify  View 3D

vdCocument () w
2|4
N
MirrorText  True
Model Model
osnapMode  MOME
Bl Units
AnoBase 0d
Angdir COUNTER_CLOCKWISE
aunits au_Degrees,4,None
lunits lu_Architectural 4, None
B view

BasePoint 0,00
Focallength ©
Lensangle 0
PenCapssous False
ActiveDimStyle
GetfSet the active dimstyle of the document.,

Madel £ >

Command:

2",115/16",0 ) PAPER Snap OFF Grid OFF Ortho OFF Osnap OM I

The Angular & Linear units also apply to the vdDimensions and Dimension Styles. See the following code :



private void button2_d ick(object sender, EventArgs e)

vdFC. BaseCont rol . Acti veDocunent . New() ;

vdFC. BaseControl . Acti veDocunent . ConmandAct i on. CmdDi m( Vect or Dr aw. Pr of essi onal . Const ant's. VdConst Di nilype. di m_Angul ar,
"USER', "USER', 0);
Vect or Dr aw. Pr of essi onal . vdFi gur es. vdDi nensi on di ne;
dine =
vdFC. BaseControl . Acti veDocunent . Acti veLayQut. Entiti es[ vdFC. BaseControl . Acti veDocunent. Acti velLayQut. Entities. Count
- 1] as VectorDraw. Professional . vdFi gures. vdDi nensi on;
if (dine I'= null)
{
MessageBox. Show( " The Angul ar units will now change from au_Degrees to au_Radi ans.");
di me. I nval i date();
di me. Di mAunit = Vect or Draw. Geonetry. AUni ts. AUni t Type. au_Radi ans;
di me. Updat e() ;
di me. I nval i date();

For more detailed information about properties/methods/events etc of the above object(s), you can also check our vdf.chm help file, topic(s):
"LUnits Class" and "AUnits Class".
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Getting Started - XProperties - vdFramedControl

The XProperties are used to store extended data in a object. For example you might add the part number as
a string in a vdlnsert object that represents graphically the part. This can be connected to a database with
more information for this object.

For example if you like the user to input a point in the drawing the you can call a code like :

/IWe will add a circle (assunme that the circle represents a part) to the
nodel with a xproperty in it's collection that will represent the part nunber
in our database.

Vect or Dr aw. Pr of essi onal . vdFi gures.vdCircle circle = new

Vect or Dr aw. Pr of essi onal . vdFi gures. vdCircl e();

circl e. Set UnRegi st er Docurrent (vdFC. BaseCont r ol . Acti veDocunent) ;

circl e.set Docunent Defaul ts();

circle.Radius = 5.0;

circle.Center = new Vector Draw. Geonetry. gPoi nt (2, 2, 0);

/1 Add string value xproperty that will represent in our applicatio the part
nunber of this part.

Vect or Dr aw. Pr of essi onal . vdObj ect s. vdXProperty Xprop = new

Vect or Dr aw. Pr of essi onal . vdQbj ect s. vdXProperty();

xprop. Nanme = "Part No.";

xprop. PropVal ue = "FG 127- 34566";

circle. XProperties. Addl t en( xprop);

vdFC. BaseControl . Acti veDocunent . Model . Entities. Addlten(circle);

vdFC. BaseControl . Acti veDocunent . Redraw( true) ;

You can also see topic "vdLinetype Class" in our VDF help (VDF.CHM).

The XProperties can also be stored in other objects than graphical entities. The objects can be vdLayouts,
vdLayers etc.

There are also some Xproperties that are dynamic and are binded to the geometrical information of the
objects. For example you can have the length of the line binded to the line and when this line is stretched or
scaled the value of the XProperty is changed accordingly. See the code below:

Vect or Dr aw. Pr of essi onal . vdQbj ects. vdXProperty xprop = new

Vect or Dr aw. Pr of essi onal . vdObj ects. vdXProperty();

Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne line = new

Vect or Dr aw. Pr of essi onal . vdFi gures. vdLi ne();

[ i ne. Set UnRegi st er Docurrent (vdFC. BaseCont r ol . Acti veDocunent) ;

I i ne. set Docunent Defaul ts();

[ine.StartPoint = new Vect orDraw. Geonetry. gPoint (0, 0, 0);

[ i ne. EndPoi nt = new Vector Draw. Geonetry. gPoint(2, 2, 0);

xprop. Name = "Thi sLi neLength";

xprop. PropVal ue = Iine. EndPoi nt. Di stance3D(!i ne. Start Point);

xprop. Transform D =

Vect or Dr aw. Pr of essi onal . vdQbj ects. vdXProperty. Transformati onType. Wr | dSpaceDi st ;
i ne. XProperties. Addl t en{ xprop);

vdFC. BaseControl . Acti veDocunent . Mbdel . Entities. Addlten{li ne);

vdFC. BaseControl . Acti veDocunent . Redraw(true);

MessageBox. Show("Line's length : " + line.Length().ToString() + " Line's
XProperty value : " + xprop.PropValue + "\n Line will now be scaled.");
vdFC. BaseControl . Acti veDocunent . CommandAct i on. CdScal e(li ne, new

Vect or Dr aw. Geonetry. gPoi nt (0, 0, 0), 1.5);

MessageBox. Showm("Line is scaled. \n Line's length : " +
[ine.Length().ToString() + " Line's XProperty value : " +

Xxprop. PropVal ue) ;

line.lnvalidate();

vdFC. BaseControl . Acti veDocunent . Redraw(true);



For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "vdXProperty Class".



Product : Engine - vdFrammedControl, Version : 6
Getting Start Guide VDF vdFramedControl version 6

Getting Started - External Reference (Xrefs) - vdFramedControl

External Reference files (XRefs) are drawings that can be attached for reference in a drawing. When you
attach a drawing as an xref, you link that referenced drawing to the current drawing; any changes to the
referenced drawing are displayed in the current drawing when it is opened or reloaded. A drawing can be
attached as an XRefs to multiple drawings at the same time and multiple drawings can be attached as
referenced drawings to a single drawing.

Note that the objects in the XRefs attached to the current drawing are model space objects only. You can
insert the xref into the current drawing in either model space or paper space. The XRefs can be attached at
any location, scale, and rotation. The XRefs is a vdBlock object that is inserted (instance) in the drawing as a
vdInsert object.

Below is a sample code that will add an existing drwaing as an XRef file. This should be defined as a vbBlock
with ExternalReferencePath property :

private void AddExt ernal Ref erences() {
//We will add a vdbl ock object as an external reference to the bl ocks dial og.
string path = Application. Execut abl ePat h. Substri ng(O0,
Application. Executabl ePat h. Last | ndexOF ("\\")) + "\\..\\..\\wrap. vdm ";//the
nane and path of the file that will be added as XRef
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdBl ock xref = new
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdBl ock();
xr ef . Set UnRegi st er Docunent (vdFC. BaseControl . Acti veDocunent) ;
xref . set Docunent Def aul t s() ;
xref. Name = "wmap";
xr ef . Ext er nal Ref erencePath = pat h;
//Wth update the file is opened and the docunent of the file is added to
the External references of the file.
xref . Updat e();
vdFC. BaseControl . Acti veDocunent . Bl ocks. Addl t en{ xref);

After this the XRef (vdBlock) should be inserted in the drawing. See the sample code below :

private void AddReferenceslnserts() {
/I Now we will add the vdinsert object that will show t he external
reference that we created.
Vect or Dr aw. Pr of essi onal . vdFi gures. vdl nsert ins = new
Vect or Dr aw. Pr of essi onal . vdFi gures. vdl nsert ();
i ns. Set UnRegi st er Docunent (vdFramedCont r ol 1. BaseControl . Acti veDocunent) ;
i ns. set Docunent Def aul ts();
/I'We check if the block exists and then give it to the insert.
Vect or Dr aw. Pr of essi onal . vdPri mari es. vdBl ock bl k =
vdFC. BaseControl . Acti veDocunent . Bl ocks. Fi ndNane(" wrap");
if (blk '= null)
{
i ns. Block = bl k;
vdFC. BaseControl . Acti veDocunent . Model . Entities. Addlten{ins);

}

// Note that the Sane operation |like above coul d have been done with the
foll ow ng function cndXref.
/lstring path = Application. Execut abl ePat h. Substri ng(O0,
Appl i cation. Execut abl ePat h. Last I ndexOF ("\\")) + "“\\..\\. . \\wmap. vdm ";
/1 vdFC. BaseCont r ol . Acti veDocunent . CommandAct i on. CmdXref ("A", path, new
Vect or Dr aw. Geonetry. gPoint (), new double[] { 1.0, 1.0}, 0.0, 0);
/1 Zoom t he npbdel to show the entity.
vdFC. BaseControl . Acti veDocunent . Model . ZoonmExt ent s() ;
vdFC. BaseControl . Acti veDocunent . Redraw( true) ;



For more detailed information about properties/methods/events etc of the above object(s), you can also
check our vdf.chm help file, topic(s): "ExternalReferencePath Property".
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