
Overriding the Class Menu 
In the preceding programs, the main menu has been specified in the lpszMenuName member of the WNDCLASSEX  structure. As mentioned, this specifies a class menu that will be used by all windows that are created of its class. This is the way most main menus are specified for simple applications. However, there is another way to specify a main menu that uses the CreateWindow( ) function. As you may recall from Lecture 2, CreateWindow( ) is defined like this: 
HWND CreateWindow ( 
LPCSTR lpClassName, /* name of window class */ 
LPCSTR lpWinName, /* title of window */ 
DWORD dwStyle, /* type of window */ 
int X, int Y, /* upper-left coordinates */ 
int Width, int Height, /* dimensions of window */ 
HWND hParent, /* handle of parent window */ 
HMENU hMenu, /* handle of main menu */ 
HINSTANCE hThisInst, /* handle of creator */ 
LPVOID lpszAdditional /* pointer to additional info */   ); 
Notice the hMenu parameter. It can be used to specify a main menu for the window being created. In the preceding programs, this parameter has been specified as NULL. When hMenu is NULL, the class menu is used. However, if it contains the handle to a menu, then that menu will be used as the main menu for the window being created. In this case, the menu specified by hMenu overrides the class menu. Although simple applications, such as those shown in his book, do not need to override the class menu, there can be times when this is beneficial. For example, you might want to define a generic window class which your application will tailor to specific needs. 
To specify a main menu using CreateWindow( ) , you need a handle to the menu. The easiest way to obtain one is by calling the LoadMenu( ) API function, shown here: 
HMENU LoadMenu(HINSTANCE hInst, LPCSTR lpName); 
Here, hInst is the instance handle of your application. A pointer to the name of the menu is passed in lpName. LoadMenu( ) returns a handle to the menu if successful or NULL on failure. Once you have obtained a handle to a menu, it can be used as the hMenu parameter to CreateWindow( ). 
When you load a menu using LoadMenu( ) you are creating an object that allocates memory. This memory must be released before your program ends. If the menu is linked to a window, then this is done automatically. However, when it is not, then you must free it explicitly. This is accomplished using the DestroyMenu( ) API function. Its prototype is shown here:
            BOOL DestroyMenu(HMENU hMenu);   Here, hMenu is the handle of the menu being destroyed. The function returns nonzero if successful and zero on failure. As stated, you will not need to use DestroyMenu( ) if the menu you load is linked to a window. 
An Example that Overrides the Class Menu 
To illustrate how the class menu can be overridden, let's modify the preceding menu program. To do so, add a second menu, called 
PlaceHolder, to the MENU.RC file, as shown here. 
//; Define two menus .  
#include \<windows.h>  
#include "menu.h" 
//Placeholder class menu. 
PlaceHoIder MENU 
{POPUP "&File" 
{MENUITEM "&Exit\\t Ctrl-X", IDM_EXIT} 
MENUITEM "&Help", IDM_HELP} 
//Menu used by CreateWindow. 
 MyMenu MENU 
{POPUP "&File"{MENUITEM "&Open\\t F2", IDM_OPEN 
              MENUITEM "&Close\\t F3", IDM_CLOSE 
              MENUITEM "&Exit\\t Ctrl-X", IDM_EXIT } 
POPUP "&Options" {MENUITEM "&Colors\\t Ctrl-C", IDM_COLORS 
              POPUP "&Priority"{MENUITEM "&Low\\t F4", IDM_LOW  
                             MENUITEM "&High\\tF5", IDM_HIGH} 
              MENUITEM "&Font\\t Ctrl-F", IDM_FONT 
             MENUITEM "&Resolution\\t Ctrl-R", IDM_RESOLUTION} 
             MENUITEM "&Help", IDM_HELP}
//  Define menu accelerators  MyMenu ACCELERATORS 
{VK_F2,    IDM_OPEN,    VIRTKEY 
VK_F3, IDM_CLOSE, VIRTKEY 
"^X", IDM_EXIT 
"^C", IDM_COLORS 
VK_F4, IDM_LOW, VIRTKEY 
VK_F5, IDM_HIGH, VIRTKEY 
"^F", IDM_FONT 
"^R", IDM_RESOLUTION 
VK_F1, IDM_HELP, VIRTKEY 
"^T", IDM_TIME } 
The PlaceHoIder menu will be used as the class menu. That is, it will be assigned to the lpszMemuName member of WNDCLASSEX.  MyMenu will be loaded separately and its handle will be used in the hMenu parameter of CreateWindow( ). Thus, MyMenu will override PlaceHoIder.
The contents of MENU.H are shown here. They are unchanged from the original version except for the addition of IDM_TIME, from the previous section. 
#define IDM_OPEN        100 
#define IDM_CLOSE      101 
#define IDM_EXIT            102 
#define IDM_COLORS     103 
#define IDM_LOW            104 
#define IDM_HIGH            105 
#define IDM_FONT                106 
#define IDM_RESOLUTION             107 
#define IDM_HELP                108 
#define IDM_TIME                          500 
Here is the complete program that overrides the class menu. This program incorporates all of the features discussed in this lecture. Since we have made so many changes to the menu program throughout the course of  this chapter, the entire program is shown here for your convenience.  
 
/* Overriding the class menu. */ 
#include \<windows.h>  
#include \<string.h> 
#include \<stdio.h>  
#include \<time.h> 
#include "menu.h" 
LRESULT CALLBACK WindowFunc(HWND, UINT, WPARAM, LPARAM); 
 char szWinName\[ ] = "MyWin"; 
/* name of window class */ 
int WINAPI WinMain(HINSTANCE hThislnst, HINSTANCE hPrevInst, LPSTR lpszArgs,  int nWinMode){HWND hwnd;MSG  msg; WNDCLASSEX wcl;HACCEL hAccel; 
HMENU hmenu; wc1.cbSize = sizeof(WNDCLASSEX);
 wc1.hlnstance = hThisInst;  
wc1.lpszClassName = szWinNam
e; wc1.lpfnWndProc = WindowFunc; wc1.style = 0;  
wc1.hlcon = LoadIcon(NULL, IDI_APPLICATION); 
wc1.hIconSm = LoadIcon (NULL, IDI_WINLOGO );  
wcl.hCursor = LoadCursor(NULL, IDC_ARROW);
wc1.lpszMenuName = "PlaceHolder"; 
wc1.cbClsExtra =0;wc1.cbWndExtra =0; 
wc1.hbrBackground=GetStockObject(WH1TE_BRUSH); if(IRegisterClassEx(&wc1)) 
return 0; 
/* load main menu manually */ 
hmenu = LoadMenu(hThisInst, "MyMenu"); 
/* Now that a window class has been registered, a window can be created. */ 
hwnd = CreateWindow(szWinName, "Using an Alternative Menu",  
WS_OVERLAPPEDWINDOW, CW_USEDEFAULT, CW_USEDEFAULT,  
CW_USEDEFAULT,CW_USEDEFAULT,HWND_DESKTOP, hmenu, hThisInst,NULL );
/* load the keyboard accelerators */ hAccel = LoadAccelerators (hThisInst, "MyMenu"); 
/* Display the window. */  ShowWindow (hwnd, nWinMode);   UpdateWindow(hwnd) ; 
while (GetMessage(&msg, NULL, 0, 0)) 
  {if ( !TranslateAccelerator (hwnd, hAccel, &msg) )  
        {TranslateMessage(&msg) ; Dispat
chMessage(&msg) ; } } return msg.wParam;   } 
/*This function is called by Windows NT and is passed messages from the message queue. */
LRESULT CALLBACK WindowFunc(HWND hwnd, UINT 
WPARAM wParam, LPARAM lParam) {int response;struct tm *tod;t i me_t t;char str\[80]; 
switch(message)  
{case WM_COMMAND: 
switch(LOWORD(wParam)} { 
case IDM_OPEN: MessageBox(hwnd, "Open File", "Open", MB_OK);break; 
case IDM_CLOSE: MessageBox(hwnd, "Close File", "Close", MB_OK);break; 
case IDM_EXIT: response=MessageBox(hwnd, "Quit the Program?","Exit", MB_YESNO); 
     if(response == IDYES) PostQuitMessage(O); break;  
case IEM_COLORS: MessageBox(hwnd, "Set Colors", "Colors", MB_OK);break; 
case IDM_LOW: MessageBox(hwnd, "Low", "Priority", MB_OK);break; 
case IDM_HIGH: MessageBox (hwnd, "High", "Priority", MB_OK) ;break; 
case IDM_RESOLUTION: MessageBox(hwnd,"Resolution Options", "Resolution", 
MB_OK);  break; 
case IDM_FONT: MessageBox(hwnd, "Font Options", "Fonts", KB_QK);break; 
case IDM__TIME: /* show time */ t = time(NULL); 
    tod = localtime(&t); 
strcpy(str, asctime(tod)); 
    str\[strlen(str)-1] = '\\0'; /* remove /r/n */ 
    MessageBox(hwnd, str, "Time and Date", MB_OK); break;  
case IDM_HELP: MessageBox (hwnd, "No Help", "Help", MB_OK)
 ;break;}break; 
case WM_DESTROY: /* terminate the program */ PostQuitMessage(0); break;  
default:  return DefWindowProc(hwnd, message, wParam, IParam); }return 0; } 
Pay special attention to the code inside WinMain(). It creates a window class that specifies PlaceHoIder as its class menu. However, before a window is actually created, MyMenu  is loaded and its handle is used in the call to CreateWindow( ). This causes the class menu to be overridden and MyMenu to be displayed. You might want to experiment with this program a little. For example, since the class menu is being overridden, there is no reason to specify one at all. To prove this, assign lpszMenuName the value NULL. The operation of the program is unaffected. 

In this example, both MyMenu and PlaceHoIder contain menus that can be processed by the same window function. That  is, they both use the same set of menu IDs. (Of course, PlaceHoIder only contains two selections.) This allows either menu to work in the preceding program. Although you are not restricted in the form or structure of an overriding menu, you must always make sure that whatever menu you use, your window function contains the proper code to respond to it.   
One last point: since MyMenu is linked to the window created by CreateWindow( ), it is destroyed automatically when the program terminates. There is no need to call DestroyMenu( ). 
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