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Figure 6 shows a window that has been configured with
various interface elements. It also shows the controls

category of interface elements in the palette window.
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Figure 6. Designing your
interface.
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To create the interface for our Save Pages as eps Files
application, locate the radio button, pop-up button,
standard button, and text field interface elements, and
drag them into your project’s window. Next, arrange

them to match the example window shown in figure 6.

Each interface element has various modifiable attributes.
To edit attributes of an interface element, first display
the inspector palette by selecting TooLs © SHOW
INSPECTOR. At the top of the inspector palette, select
ATTRIBUTES from the pop-up menu. Next, click on an
element in the window, or on the window itself, to
display the attributes for that element. Figure 7 shows

the attributes for the window in the inspector palette.
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Figure 7. The inspector palette in Interface Builder

Adding Code to Your Script
Once you have added all desired interface elements to
your window, it is time to begin linking the interface to

AppleScript code within your Xcode project.

An AppleScript Studio project can be configured to
execute AppleScript code when certain types of events
occur within the interface. For example, an interface can
be configured to execute certain code when a button is
clicked. Each type of interface element has various events
that can be configured to respond. For our project’s
interface, we are going to configure AppleScript code

to run when a user clicks either the cancel button or

the save button.

First, select the SAVE button. Next, choose APPLESCRIPT
from the pop-up menu at the top of the inspector
palette. You are now ready to configure this button to
trigger AppleScript code when it is clicked. In the
inspector palette, you should see a list of various event
handlers. Each of these represents a type of event to
which the button may be configured to execute
AppleScript code. Select the check box next to the
ACTION © cLIcKED event handler. Next, in the script area,
select SAVE PAGES AS EPS FILES.APPLESCRIPT. This tells
the interface which script will contain the AppleScript
code to be executed. As a final step, enter a name of SAVE
into the name field. Naming interface elements provides a
way to ensure that the AppleScript code in our project is
referencing the proper element. See figure 8 for an

example of a properly configured save button.

Figure 8. Linking your interface to your code.

Next, perform the same process for the cancel button.
Select the ACTION © cLICKED event handler and specify
the SAVE PAGES AS EPS FILES.APPLESCRIPT script. For this

button, assign a name of cancel.



Next click on the window itself, deselecting the CANCEL
button. In the inspector palette, select the NIB © AWAKE
from Nib event handler. Again, specify the Save Pages as
eps Files.applescript script. The awake from nib event
code will be triggered when the window is first displayed,
and, as you will see, we will use this opportunity to
populate the page pop-up button with a list of page

numbers from the opened QuarkXPress document.

You are now ready to begin adding AppleScript code to
your project. At the bottom of the inspector window,
with the window still selected, click the EpIT button. This
should bring you back to Xcode, and display an opened
script window for you. This window may already contain
some default AppleScript code. Go ahead and replace

any existing code in this window with the code below.

on awake from nib theObject
—Verify that a document exists

if checkDocumentExists() =
false then

display dialog “Please open a
Quark document to proceed.”

quit
return
end if
— Populate the page popup

set thePageCount to
countDocumentPages ()

tell menu of popup button
“pages” of window 1

delete every menu item

repeat with a from 1 to
thePageCount

make new menu item at
end of menu items with
properties {title:a as
string}

end repeat
end tell
end awake from nib

on clicked theObject

— Quit if the user clicked the

cancel button

if name of theObject =
“cancel” then

quit

IN THE TRENCHES - APPLESCRIPTING

end if

— Get selections from the
interface

if (title of current cell of
matrix “saveType” of window 1)
= “All Pages” then

set thePageCount to count-
DocumentPages ()

repeat with a from 1 to
thePageCount

savePageAsEPS(a)
end repeat
else

set thePage to title of
popup button “pages” of
window 1

savePageAsEPS (thePage)
end if
end clicked
on checkDocumentExists()

tell application “QuarkXPress”
to return document 1 exists

end checkDocumentExists
on countDocumentPages()
tell application “QuarkXPress”

return count pages of
document 1

end tell
end countDocumentPages
on savePageAsEPS (thePage)

set theOutputFolder to path to
desktop folder as string

tell application “QuarkXPress”

save page thePage of
document 1 in (theOutput-
Folder & thePage & “.eps”)
EPS format Standard EPS

end tell

end savePageAsEPS

The code above was written for use with QuarkXPress 7. If you're using
QuarkXPress 6.5, use the following version of the SAVEPAGEASEPS code in

place of the version above.
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on savePageAsEPS(thePage)

set theOutputFolder to path to
desktop folder as string

tell application “QuarkXPress”

save page thePage of
document 1 in (theOutput-
Folder & thePage & “.eps”)
EPS format Mac color

end tell
end savePageAsEPS

Once you have finished entering this code, your window in
Xcode should look like the window displayed in figure 9.
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Figure 9. Adding project code
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Figure 10. A completed AppleScript Studio script.

You are now ready to test your project. To do so, select
BUILD and go from the tool bar of your script’s window
in Xcode. This should build the project and launch it.
Since the window will be initially populated with a list of
pages from a QuarkXPress document, make sure that
you have a QuarkXPress document opened prior to
running the project. If successfully launched, you should

be presented with the window you built. Figure 10

shows an example of my completed project window.
As you can see, | have cleaned up the interface a bit and
have even added QuarkXPress’ icon to the window.

To begin processing, make the desired selections in the
interface window and click the save button. If all goes
well, your document page, or pages, should be saved in

EPS format to your desktop.

In Conclusion

Again, the purpose of this issue’s column was to show
you what is possible with AppleScript Studio. As | am
sure that you can see, there are a lot of possibilities.
However, we have truly only scratched the surface.
Hopefully, you are now growing full of ideas for how this
great technology can improve your existing and future

AppleScripts for QuarkXPress.

If you're interested in learning more about AppleScript
Studio, be sure to visit Apple’s AppleScript Studio web
page at http://www.apple.com/macosx/features/
applescript/studio.html. Also, visit the Apple
Developer Connection at http://developerapple.com/
and sign up for a free online membership, there you will
find dozens of great resources for continued AppleScript
Studio learning. You may also want to consider
subscribing to Apple’s AppleScript Studio mailing list,
which is host to thousands of AppleScript developers
who will no doubt be happy to answer any questions
that you have as you get started. This mailing list, and
countless other lists, can be found at

http://lists.apple.com.

The Mac 0S X Developer Tools package also includes
dozens of great, fully editable example AppleScript
Studio projects to help get you up and running. After
installing the developer tools, these can be found in the
DEVELOPER © EXAMPLES C APPLESCRIPT STUDIO folder.

Be sure to check them out.

Finally, you may download the example QuarkXPress
AppleScript Studio project outlined in this issue’s column
from http://www.automatedworkflows.com/
files/demos/XRay0606Example.zip. Included in the
download is the complete Xcode project, along with the
fully built Save Pages as EPS Files application. Feel free to

download it and explore it on your own.

See you in the trenches. X





