LAB 2: Introduction to ARX


Purpose:


The purpose of this lab is to introduce you to the steps involved in creating Rx dynamic linked libraries, defining Rx classes, and defining and registering commands. The lab also an example of one technique for separating the API and implementation of an  ARX class.    


Lab Exercises:


Using the information supplied at the end of this document,  create a project file for class1.cpp.  You will need to include the following files in the project:


�CLASS1.CPP


CLASS1.DEF


ACAD.LIB


ACEDAPI.LIB


RXAPI.LIB





Examine the usage of acrxEntryPoint() in the .cpp files to initialize the application, and study how classes and commands are registered.


Load the compiled ARX DLL modules into an AutoCAD session using ARX/LOAD command.


Use ARX/?/COmmands and ARX/?/CLasses to list the registered commands and classes


Build the program.  Now use the information below to set up the debugger part of the project.  Then try out the program under the debugger.  Experiment with breakpoints and watches to see how it all works.


Close the class1 project


Create a new project for class2.  The files to be included are:


�CLASS2.CPP


CLASS2.DEF


ACAD.LIB


ACEDAPI.LIB


RXAPI.LIB





Examine the usage of class2i derived from class2.  Especially note the pseudo-constructor newClass2() (which creates a new class2i object),  and how it’s used in the class2 constructor so that “new class2” is really creating a class2i object.  This is a simple limited technique for separating implementation from interface.


Again,  


Home Exercises:


Study the header file rxdef.h to examine the other messages that can be sent to an ARX application via the acrxEntryPoint function call.


Create an ARX application which contains ads_printf() statements to implement the responses to the various messages described above. Place the name of the application in the file acad.rx and observe the results of the print statements to understand when the various messages are sent to the application (Caution: kInitAppMsg may be sent before the display driver or any drawing is loaded, and kUnloadAppMsg may be sent after the display driver and drawings are unloaded. Make sure to load your ARX application manually *after* the drawing e
