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You can now zoom in using the mouse wheel or the zoom bar on the left. Get close enough and you will 
see the ComponentOne building and the new Borders store across the freeway. 

 

 

 

C1Maps can display geographical information from several sources. By default it uses Microsoft LiveMapsTM 
as the source, but you can change that using the Source property, which takes an object of type 
MultiScaleTileSource. The following sources are included: 

 
map1.Source = new VirtualEarthAerialSource();    // Virtual Earth Aerial 
map2.Source = new VirtualEarthRoadSource();      // Virtual Earth Road 
map3.Source = new VirtualEarthHybridSource();    // Virtual Earth Hybrid 
map4.Source = new GoogleMapsMapSource();         // Google Maps Road 
map5.Source = new GoogleMapsSatelliteSource();   // Google Maps Satellite 

 

Note: These services are not free, and C1Maps does not include a license to use them in live applications. If 
you want to use C1Maps, you are responsible for contacting the information provider and procuring the 
necessary license. 

The portion of the map that is currently visible is determined by the Center and Zoom properties, and by the 
size of the control. 

The Center property is of type Point but it actually represents a geographic coordinate, in which the X 
property is longitude and the Y property is latitude. The user can change the value of the Center property by 
dragging the map with the mouse, or by using the navigator control shown on the left top corner. 
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The Zoom property indicates the current resolution of the map. A zoom value of 0 has the map totally zoomed 
out, and each increment of 1 doubles the map resolution. The user can change the value of the Zoom property 
using the mouse wheel, or the zoom control on the left side of the control. 

C1Maps uses three coordinate systems: 

• Geographic coordinates mark points in the world using latitude and longitude. This coordinate system is 
not Cartesian, which means the scale of the map may change as you pan. 

• Logical coordinates go from 0 to 1 on each axis for the whole extent of the map, and they are easier to 
work with because they are Cartesian coordinates. 

• Screen coordinates are the pixel coordinates of the Control relative to the top-left corner. These are useful 
for positioning items within the control and for handling mouse events. 

C1Maps provides four methods for converting between these coordinate systems: ScreenToGeographic, 
ScreenToLogic, GeographicToScreen, and LogicToScreen. 

In addition to the geographical information provided by the source, you can add layers of information to the 
map. C1Maps includes four layers by default: 

• C1MapItemsLayer is the layer used to display arbitrary items, positioned geographically on the map. This 
layer is an ItemsControl, so it supports directly adding UIElement objects or generic data objects with a 
DataTemplate that can convert them into visual items. 

• C1MapVirtualLayer displays items that are virtualized, so they are only present in the visual tree when 
they need to be displayed on the map. 

• C1MapToolsLayer is the next layer, used to display tools for panning and zooming, and a scale. 

• C1MapTilesLayer is the background layer where the map tiles are displayed. You normally don't have to 
use this layer because it is managed by C1Maps automatically. 

Note: C1Maps only works in solutions that include a web site or web application project. If you use it in a 
standalone, single-project Silverlight solution, it will not display anything. 

C1.Silverlight.Chart.dll 
The C1.Silverlight.Chart.dll assembly contains the C1Chart control. 

The C1Chart control is a full-featured charting tool that supports several chart types, built-in color palettes, 
and special effects including animations, zooming, and panning.  

C1Chart 
To see C1Chart in action, complete the following steps: 

1. Add the XAML below to the Page.xaml file, below the last Border element: 

 
<!-- C1Chart --> 
<Border Style="{StaticResource ControlBorder}" > 
  <StackPanel> 
    <TextBlock Text="C1Chart (C1.Silverlight.Chart)" 
               Style="{StaticResource ControlTitle}" /> 
 
    <!-- Controls to customize the chart --> 
    <StackPanel Orientation="Horizontal" HorizontalAlignment="Center"> 
      <TextBlock Text="Chart Type: " FontSize="11" 
VerticalAlignment="Center" /> 
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      <c1:C1ComboBox x:Name="_cbChartType" FontSize="11" Width="120"  
           SelectedItemChanged="_cbChartType_SelectedItemChanged" 
           SelectedIndex="0" > 
        <c1:C1ComboBoxItem Content="Line"/> 
        <c1:C1ComboBoxItem Content="Area"/> 
        <c1:C1ComboBoxItem Content="Column"/> 
      </c1:C1ComboBox> 
      <TextBlock Text="Palette: " FontSize="11" VerticalAlignment="Center" 
                 Margin="20,0,0,0"/> 
      <c1:C1ComboBox x:Name="_cbPalette" FontSize="11" Width="120"  
           SelectedItemChanged="_cbPalette_SelectedItemChanged" 
           SelectedIndex="0" > 
        <c1:C1ComboBoxItem Content="Default"/> 
        <c1:C1ComboBoxItem Content="Standard"/> 
        <c1:C1ComboBoxItem Content="Office"/> 
        <c1:C1ComboBoxItem Content="GrayScale"/> 
        <c1:C1ComboBoxItem Content="Apex"/> 
        <c1:C1ComboBoxItem Content="Aspect"/> 
        <c1:C1ComboBoxItem Content="Civic"/> 
        <!-- actual sample includes over 20 color schemes… --> 
      </c1:C1ComboBox> 
      <Button x:Name="_btnChart" Content="Generate" 
        Margin="20,0,0,0" Padding="5,0,5,0" Click="_btnChart_Click" /> 
    </StackPanel> 
 
    <!-- Chart and legend --> 
    <StackPanel Orientation="Horizontal" HorizontalAlignment="Center"> 
      <c1c:C1Chart x:Name="_chart" Width="500" Height="350" /> 
      <Border CornerRadius="5" BorderThickness="2" BorderBrush="DarkGray" 
              Background="WhiteSmoke" Padding="5" 
VerticalAlignment="Center" > 
        <c1c:C1ChartLegend x:Name="_legend" /> 
      </Border> 
    </StackPanel> 
 
  </StackPanel> 
</Border> 

 

This XAML starts by creating a C1Chart and a C1ChartLegend. C1Chart does not display the legend 
within the control. Instead, you must create a separate C1ChartLegend control and connect it to the chart 
using the legend's Chart property. This design provides maximum flexibility when styling and positioning 
the legend. 

Below the chart and legend, the XAML adds some controls that will be used to select the chart type, color 
scheme, and to generate some random data. 

Now that the controls have been defined, we need to add some code to handle the buttons.  
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2. Open the Page.xaml.cs file in Visual Studio and add the following code to the page constructor to handle 
the buttons: 

 
public Page() 
{ 
  InitializeComponent(); 
 
  // Initialize other controls 
  // No changes here 
  //... 
 
  // Initialize the chart 
  _legend.Chart = _chart; // Connect legend to chart 
  GenerateChart();        // Show the chart       
} 

 

The code starts by connecting the legend to the C1Chart, then calls the GenerateChart method to 
populate the chart.  

3. Add the following code for the GenerateChart method to the Page.xaml.cs file: 

 
// Populate chart with some random series 
void GenerateChart() 
{ 
  // Don't repaint while creating the chart 
  _chart.BeginUpdate(); 
 
  // Clear existing content if any 
  _chart.Data.Children.Clear(); 
 
  // Configure X axis 
  _chart.View.AxisX.IsTime = true; 
  _chart.View.AxisX.AnnoFormat = "MMM dd"; 
 
  // Configure Y axis 
  _chart.View.AxisY.AnnoFormat = "0 "; 
 
  // Add a few data series 
  foreach (string seriesName in  
      "North;East;South;West;Center;Overseas".Split(';')) 
  { 
    AddSeries(_chart, seriesName + " Region"); 
  } 
 
  // Finish 
  _chart.EndUpdate(); 
} 

 

The code sets up the chart, then calls the AddSeries method a few times to populate the chart.  
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Add the following code for the AddSeries method: 

 
// Add a series with some random data 
Random _rnd = new Random(0); 
void AddSeries(C1Chart chart, string name) 
{ 
  // Create some random data to plot 
  int len = 50; 
  DateTime[] x = new DateTime[len]; 
  double[] y = new double[len]; 
  double lastY = 0; 
  for (int i = 0; i < len; i++) 
  { 
    x[i] = DateTime.Today.AddDays(i); 
    y[i] = Math.Max(0, lastY + (_rnd.NextDouble() - 0.45) * 10); 
    lastY = y[i]; 
  } 
 
  // Create the series 
  XYDataSeries ds = new XYDataSeries(); 
  ds.XValuesSource = x; 
  ds.ValuesSource = y; 
  ds.Label = name; 
  ds.ConnectionStrokeThickness = 3; 
 
  // Add series to chart 
  chart.Data.Children.Add(ds); 
} 

 

The code generates two arrays with data for the X and Y axis, then creates a new data series and populates 
is using the ValuesSource and XValuesSource properties. Finally, it adds the new series to the chart. 

The only parts still missing are the event handlers for the controls that determine the chart appearance.  

4. Add the following event handlers that determine the chart appearance: 

 
// Change chart type 
void _cbChartType_SelectedItemChanged(object sender, 
                  C1.Silverlight.PropertyChangedEventArgs<object> e) 
{ 
  switch (_cbChartType.SelectedIndex) 
  { 
    case 0: 
      _chart.ChartType = ChartType.LineSymbols; 
      break; 
    case 1: 
      _chart.ChartType = ChartType.AreaStacked; 
      break; 
    case 2: 
      _chart.ChartType = ChartType.ColumnStacked; 
      break; 
  } 
} 
 
// Change chart palette 



78 · Quick Start 

 

void _cbPalette_SelectedItemChanged(object sender, 
                C1.Silverlight.PropertyChangedEventArgs<object> e) 
{ 
  _chart.Palette = (Palette)_cbPalette.SelectedIndex; 
} 
 
// Re-generate chart 
void _btnChart_Click(object sender, RoutedEventArgs e) 
{ 
  GenerateChart();   
} 

 

5. Run the application.  

If you scroll all the way to the bottom of the screen, you should see this: 

 

 

 

Use the combo boxes to change the chart type and palette, or click the Generate button to generate a new 
set of random data. 

This concludes the quick start guide. 
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DataTemplates 
The previous sections focused on the ComponentOne Silverlight controls. This section focuses on 
DataTemplates, and how they are applied to Silverlight controls in general (including the ones provided by 
Microsoft). If you are an experienced Silverlight developer, this information may be of no interest to you. 

DataTemplates are a powerful feature in Silverlight 2.0. They are virtually identical to the DataTemplates in 
WPF, so if you know WPF there's nothing really new about them. 

On the other hand, if you have never used WPF and have seen pieces of XAML that contain styles and 
templates, you may be confused by the concepts and notation. The good news is DataTemplates are very 
powerful and are not overly complicated. Once you start using them, the concept will make sense in a couple 
of minutes and you will be on your way. Remember, just reading the tutorial probably won't be enough to fully 
grasp the concept. After reading, you should play with the projects. 

Create the "Templates" Solution 
To illustrate the power of DataTemplates, let us create a new Silverlight solution. Call it "Templates". 

1. Select File | New | Project to open the New Project dialog box in Visual Studio 2008. 

2. In the Project types pane, expand either the Visual Basic or Visual C# node and select Silverlight.  

3. Choose Silverlight Application in the Templates pane. 

4. Name the project "Templates", specify a location for the project, and click OK. 

Next, Visual Studio will prompt you for the type of hosting you want to use for the new project. 

5. In the Add Silverlight Application dialog box, select Web Application Project from the Project Type 
drop-down box. Select OK to accept the default name ("TemplatesWeb") and create the project. 

6. Right-click the Templates project in the Solution Explorer and select Add Reference. 

7. In the Add Reference dialog box locate and select the C1.Silverlight.dll assembly and click OK to add a 
reference to your project.  

This is required since we will be adding C1.Silverlight controls to the page. 

8. Now, open the Page.xaml file in the Templates project and paste in the XAML below: 

 
<UserControl x:Class="Templates.Page" 
    xmlns="http://schemas.microsoft.com/client/2007" 
    xmlns:x="http://schemas.microsoft.com/winfx/2006/xaml" 
    xmlns:C1_Silverlight="clr-
namespace:C1.Silverlight;assembly=C1.Silverlight"> 
 
  <Grid x:Name="LayoutRoot" > 
    <Grid.Background> 
      <LinearGradientBrush EndPoint="0.5,1" StartPoint="0.5,0"> 
        <GradientStop Color="#FF7EB9F0"/> 
        <GradientStop Color="#FF284259" Offset="1"/> 
      </LinearGradientBrush> 
    </Grid.Background> 
 
    <!-- Grid layout --> 
    <Grid.RowDefinitions> 
      <RowDefinition Height="30" /> 
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      <RowDefinition Height="*" /> 
    </Grid.RowDefinitions> 
    <Grid.ColumnDefinitions> 
      <ColumnDefinition Width="*"/> 
      <ColumnDefinition Width="*"/> 
    </Grid.ColumnDefinitions> 
 
    <!-- Page title --> 
    <TextBlock Text="Silverlight Templates" Grid.Column="0" 
Grid.ColumnSpan="2" 
        TextAlignment="Center" FontSize="18" FontWeight="Bold" /> 
 
    <!-- ListBox on the left --> 
    <StackPanel Grid.Row="1" Margin="5" > 
      <TextBlock Text="ListBox Control" /> 
      <ListBox x:Name="_listBox" /> 
    </StackPanel> 
 
    <!-- C1ComboBoxes on the right --> 
    <StackPanel Grid.Column="2" Grid.Row="1" Margin="5" > 
      <TextBlock Text="C1ComboBox Controls" /> 
      <C1_Silverlight:C1ComboBox x:Name="_cmb1" Margin="0,0,0,5" /> 
      <C1_Silverlight:C1ComboBox x:Name="_cmb2" Margin="0,0,0,5" /> 
    </StackPanel> 
 
  </Grid> 
</UserControl> 

 

This creates a page with two columns. The left column has a standard ListBox control and the right has 
two C1ComboBoxes. These are the controls we will populate and style in the following steps. 

Populate the controls 
Before we start using templates and styles, let us populate the controls first. To do that, complete the following: 

1. Open the Page.xaml.cs file and paste the following code into the page constructor: 

 
public Page() 
{ 
    InitializeComponent(); 
 
    // Get list of items 
    IEnumerable list = GetItems(); 
 
    // Add items to ListBox and in C1ComboBox 
    _listBox.ItemsSource = list; 
    _cmb1.ItemsSource = list; 
 
    // Show fonts in the other C1ComboBox 
    FontFamily[] ff = new FontFamily[] 
    { 
       new FontFamily("Default font"), 
       new FontFamily("Arial"), 
       new FontFamily("Courier New"), 
       new FontFamily("Times New Roman"), 
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       new FontFamily("Trebuchet MS"), 
       new FontFamily("Verdana") 
    }; 
    _cmb2.ItemsSource = ff; 
} 

 

The code populates the ListBox and both C1ComboBoxes by setting their ItemsSource property. 
ItemsSource is a standard property present in most controls that support lists of items (ListBox, 
DataGrid, C1ComboBox, and so on). 

2. Add the following code to implement the GetItems() method in the Page class: 

 
List<DataItem> GetItems() 
{ 
  List<DataItem> members = new List<DataItem>(); 
  foreach (MemberInfo mi in this.GetType().GetMembers()) 
  { 
    members.Add(new DataItem(mi)); 
  } 
  return members; 
} 

 

3. Add the definition of the DataItem class. to the Page.xaml.cs file, below the Page class definition: 

 
public class DataItem 
{ 
    public string ItemName { get; set; } 
    public MemberTypes ItemType { get; set; } 
    public DataItem(MemberInfo mi) 
    { 
        ItemName = mi.Name; 
        ItemType = mi.MemberType; 
    } 
} 
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If you run the project now, you will see that the controls are being populated. However, they don't do a very 
good job of showing the items: 

 

 

 

The controls simply convert the DataItem objects into strings using their ToString() method, which we didn't 
override and by default returns a string representation of the object type ("Templates.DataItem"). 

The bottom C1ComboBox displays the font family names correctly. That's because the FontFamily class 
implements the ToString() method and returns the font family name. 

It is easy to provide a ToString() implementation that would return a more useful string, containing one of 
more properties. For example: 

 
public override string ToString() 
{ 
    return string.Format("{0} {1}", ItemType, ItemName); 
} 

 

If you add this method to the DataItem class and run the project again, you will see a slightly more satisfying 
result. But there's only so much you can do with plain strings. To represent complex objects effectively, we 
need something more. Enter Data Templates! 

Defining and using Data Templates 
Data Templates are objects that map regular .NET objects into UIElement objects. They are used by controls 
that contain lists of regular .NET objects to convert these objects into UIElement objects that can be displayed 
to the user. 
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For example, the Data Template below can be used to map our DataItem objects into a StackPanel with two 
TextBlock elements that display the ItemName and ItemType properties of the DataItem. This is what the 
template definition looks like in XAML: 

 
<UserControl x:Class="Templates.Page" 
  xmlns="http://schemas.microsoft.com/client/2007" 
  xmlns:x="http://schemas.microsoft.com/winfx/2006/xaml" 
  xmlns:C1_Silverlight="clr-
namespace:C1.Silverlight;assembly=C1.Silverlight"> 
 
  <!-- Data template used to convert DataItem objects into UIElement objects 
--> 
  <UserControl.Resources> 
    <DataTemplate x:Key="DataItemTemplate" > 
      <StackPanel Orientation="Horizontal" Height="30" > 
        <TextBlock Text="{Binding ItemType}" 
          Margin="5" VerticalAlignment="Bottom" Foreground="Red" 
FontSize="10" /> 
        <TextBlock Text="{Binding ItemName}" 
          Margin="5" VerticalAlignment="Bottom" /> 
      </StackPanel> 
    </DataTemplate> 
  </UserControl.Resources> 
 
  <!-- Page content (same as before)… --> 

 

This template tells Silverlight (or WPF) that in order to represent a source data object, it should do this: 

1. Create a StackPanel with two TextBlocks in it,  

2. Bind the Text property of the first TextBlock to the ItemType property of the source data object, and 

3. Bind the Text property of the second TextBlock object to the ItemName property of the source object. 

That's it. The template does not specify what type of control can use it (any control can, we will use it with the 
ListBox and also with the C1ComboBox), and it does not specify the type of object it should expect (any 
object will do, as long as it has public properties named ItemType and ItemName). 

To use the template, add an ItemTemplate attribute to the controls where you want the template to be applied. 
In our example, we will apply it to the ListBox declaration in the Page.xaml file: 

 
<!-- ListBox on the left --> 
<StackPanel Grid.Row="1" Margin="5" > 
  <TextBlock Text="ListBox Control" /> 
  <ListBox x:Name="_listBox" 
           ItemTemplate="{StaticResource DataItemTemplate}" /> 
</StackPanel> 

 

And also to the top C1ComboBox: 

 
<!-- C1ComboBox on the right --> 
<StackPanel Grid.Column="2" Grid.Row="1" Margin="5" > 
  <TextBlock Text="C1ComboBox Controls" /> 
 
  <!-- C1ComboBox 1 --> 
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  <C1_Silverlight:C1ComboBox x:Name="_cmb1" Margin="0,0,0,5" 
        ItemTemplate="{StaticResource DataItemTemplate}" /> 

 

Note that we can now change the appearance of the DataItem objects by modifying the template in one place. 
Any changes will automatically be applied to all objects that use that template, making application 
maintenance much easier. 

Before you run the application again, let's add a template to the second C1ComboBox as well. This control 
contains a list of font families. We can use templates to display each item using the actual font they represent. 

This time, we will not define the template as a resource. It will only be used in one place, so we can insert it 
inline, as shown below: 

 
<!-- C1ComboBox 2 --> 
<C1_Silverlight:C1ComboBox x:Name="_cmb2" FontSize="12" Margin="0,0,0,5" > 
  <C1_Silverlight:C1ComboBox.ItemTemplate> 
    <DataTemplate> 
      <TextBlock Text="{Binding}" FontFamily="{Binding}" Margin="4" /> 
    </DataTemplate> 
  </C1_Silverlight:C1ComboBox.ItemTemplate> 
</C1_Silverlight:C1ComboBox> 

 

Don't let the XAML syntax confuse you. This specifies that in order to create items from data, the control 
should use a DataTemplate that consists of a single TextBlock element. The TextBlock element should have 
two of its properties (Text and FontFamily) bound to the data object itself (as opposed to properties of that 
object). 

In this case, the data object is a FontFamily object. Because the template assigns this object to the Text 
property and also to the FontFamily property, the TextBlock will display the font name and will use the 
actual font. 

If you run the project now, you should see this result: 

 

 



Defining and using Data Templates · 85 

 

 

Note that if you assign a DataTemplate to the C1ComboBox, it will no longer be able to perform text-related 
tasks such as auto-search and editing. If you want to re-enable those features, you should provide your own 
ItemConverter that is a standard TypeConverter. 

Styles and Templates are extremely powerful concepts. We encourage you to play and experiment with this 
sample. Try modifying the templates to show the data in different ways. The more you experiment, the more 
comfortable you will feel with these concepts and with the Silverlight/WPF application architecture. 
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Control Templates 
Data Templates allow you to specify how to convert arbitrary data objects into UIElement objects that can be 
displayed to the user. But that's not the only use of templates in Silverlight and WPF. You can also use 
templates to modify the visual structure of existing UIElement objects such as controls. 

Most controls have their visual appearance defined by a native XAML resource (typically contained within the 
assembly that defines the control). This resource specifies a Style which assigns values to most of the control's 
properties, including its Template property (which defines the control's internal "visual tree"). 

For example: 

 
<Style TargetType="HyperlinkButton"> 
  <Setter Property="IsEnabled" Value="true" /> 
  <Setter Property="IsTabStop" Value="true" /> 
  <Setter Property="Foreground" Value="#FF417DA5" /> 
  <Setter Property="Cursor" Value="Hand" /> 
  <Setter Property="Template"> 
    <Setter.Value> 
      <ControlTemplate TargetType="HyperlinkButton"> 
        <Grid x:Name="RootElement" Cursor="{TemplateBinding Cursor}"> 
          <!-- Focus indicator --> 
          <Rectangle x:Name="FocusVisualElement" StrokeDashCap="Round" 
...=""/> 
          <!-- HyperlinkButton content --> 
          <ContentPresenter x:Name="Normal" 
               Background="{TemplateBinding Background}" 
               Content="{TemplateBinding Content}" 
               ContentTemplate="{TemplateBinding ContentTemplate}"...=""/> 
        </Grid> 
      </ControlTemplate> 
    </Setter.Value> 
  </Setter> 
</Style> 

 

This is a very simplified version of the XAML resource used to specify the HyperlinkButton control. It 
consists of a Style that begins by setting the default value of several simple properties, and then assigns a value 
of type ControlTemplate to the control's Template property. 

The ControlTemplate in this case consists of a Grid (RootElement) that contains a Rectangle 
(FocusVisualElement) used to indicate the focused state, and a ContentPresenter (Normal) that represents the 
content portion of the control (and itself contains another ContentTemplate property). 

Note the TemplateBinding attributes in the XAML. These constructs are used to map properties exposed by the 
control to properties of the template elements. For example, the Background property of the hyperlink control 
is mapped to the Background property of the Normal element specified in the template. 

Specifying controls this way has some advantages. The complete visual appearance is defined in XAML and 
can be modified by a professional designer using Expression Blend, without touching the code behind it. In 
practice, this is not as easy as it sounds, because there are logical relationships between the template and the 
control implementation. 

Recognizing this problem, Silverlight introduced a TemplatePart attribute that allows control classes to specify 
the names and types it expects its templates to contain. In the future, this attribute will be added to WPF as 
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well, and used by designer applications such as Blend to validate templates and ensure they are valid for the 
target control. 

For example, the Microsoft Button control contains the following TemplatePart attributes: 

 
/// <summary>  
/// Represents a button control, which reacts to the Click event. 
/// </summary> 
[TemplatePart(Name = Button.ElementRootName, Type = 
typeof(FrameworkElement))]  
[TemplatePart(Name = Button.ElementFocusVisualName, Type = 
typeof(UIElement))]  
[TemplatePart(Name = Button.StateNormalName, Type = typeof(Storyboard))] 
[TemplatePart(Name = Button.StateMouseOverName, Type = typeof(Storyboard))]  
[TemplatePart(Name = Button.StatePressedName, Type = typeof(Storyboard))] 
[TemplatePart(Name = Button.StateDisabledName, Type = typeof(Storyboard))] 
public partial class Button : ButtonBase 

 

These six template parts constitute a contract between the control implementation and the design specification. 
They tell the designer that the control implementation expects to find certain elements in the template (defined 
by their name and type). 

Well-behaved controls should degrade gracefully, not crashing if some non-essential elements are missing from 
the template. For example, if the control can't find a Storyboard named Button.StateMouseOverName in the 
template, it should not do anything when the mouse hovers over it. 

Well-implemented templates should fulfill the contract and provide all the elements that the control logic 
supports. Designer applications such as Blend can enforce the contract and warn designers if they try to apply 
invalid templates to controls. 

For the time being, the easiest way to create new templates for existing controls is to start with the original 
XAML and customize it. 

We will not show any actual examples of how to create and use custom control templates here. Instead, we 
suggest you download the examples developed by Corrina Barber: 

http://blogs.msdn.com/corrinab/archive/2008/03/11/silverlight-2-control-skins.aspx 

The link contains previews and downloads for three 'skins' (bubbly, red, and flat). Each skin consists of a set of 
Style specifications, similar to the one shown above, which are added to the application's global XAML file 
(App.xaml). The format is similar to this: 

 
<Application xmlns="http://schemas.microsoft.com/client/2007" 
    xmlns:x="http://schemas.microsoft.com/winfx/2006/xaml" 
    x:Class="Styles_Red.App" 
 
<Application.Resources> 
  <!-- Button --> 
  <Style x:Key="buttonStyle" TargetType="Button"> 
    <Setter Property="IsEnabled" Value="true" /> 
    <Setter Property="IsTabStop" Value="true" /> 
    <Setter Property="Foreground" Value="#FF1E2B33" /> 
    <Setter Property="Cursor" Value="Hand" /> 
    <Setter Property="TextAlignment" Value="Center" /> 
    <!-- A lot more XAML follows… --> 

 

http://blogs.msdn.com/corrinab/archive/2008/03/11/silverlight-2-control-skins.aspx�
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Once these styles are defined in the App.xaml file, they can be assigned to any controls in the application: 

 
<Button Content="Button" Style="{StaticResource buttonStyle}"/> 

 

If you are curious, this is what the Button control looks like after applying each of the skins defined in the 
reference above: 

 

Default 

 

Bubbly 

 

Red 

 

Flat 

 

 

This mechanism is extremely powerful. You can change what the controls look like and even the parts used 
internally to build them. 

Unlike data templates, however, control templates are not trivial to create and modify. Creating or changing a 
control template requires not only design talent but also some understanding of how the control works. 

It is also a labor-intensive proposition. In addition to their normal appearance, most controls have Storyboards 
that are applied to change their appearance when the mouse hovers over them, when they gain focus, get 
pressed, get disabled, and so on (see the C1ComboBox example above). 

Furthermore, all controls in an application should have a consistent look. You probably wouldn't want to mix 
bubbly buttons with regular scrollbars on the same page for example. So each 'skin' will contain styles for 
many controls. 

It is likely that professionally designed skin packages will become commercially available as soon as Silverlight 
2.0 ships. 

Some controls are designed with custom templates in mind. For example, the C1ComboBox has an 
ItemsPanel property of type ItemsPanelTemplate. You can use this property to replace the default drop-down 
ListBox element with any other UIElement you like. 

We will not demonstrate the ItemsPanel property here. Instead, we suggest you check the ControlExplorer 
sample distributed with the ComponentOne Studio for Silverlight. 




