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Basic Rules Reference

This documentation provides detailed information about the following basic rules.
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3270 Keys Toolbar

BS2000 Keys Toolbar

Buttons for Main
Dialogs

Buttons for Child
Dialogs

Child Window

Control Attributes

Delete Characters
Delete Lines
Delete Prompt

Font and Colors for
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Font and Colors for
Child Dialogs

Frames

Function Keys
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Display a toolbar with buttons for the 3270 special function
keys (such as SysReq or PA1).

Display a toolbar with buttons for the BS2000 special function
keys (F keys, K keys, DUE1 and DUE2 keys).

Create push buttons which correspond to PF keys, 3270 keys or
BS2000 keys for the main dialogs.

Create push buttons which correspond to PF keys, 3270 keys or
BS2000 keys for the child dialogs.

Convert the popup windows in the character screens to child
windows.

Define the control size and special characters used in your
legacy application, and define VGA screen support.

Define the characters that are not to be displayed.
Define the lines that are not to be displayed.
Define the prompts that are not to be displayed.

Define the background color/image for the main dialogs, and
the font, style, size and/or color for the following attributes:
normal, underline, intensified, blinking and reverse.

Define the background color/image for the child dialogs, and
the font, style, size and/or color for the following attributes:
normal, underline, intensified, blinking and reverse.

Define up to four dialogs for which extended rules have been
defined. These dialogs can be placed at the top, bottom, left
and right of the dialog containing the basic rules.

Define the detection logic for the function keys in the character
screens.

Function Keys Toolbar Display a toolbar with buttons for host keys.

Group Box
Image

Iltem

Lines
Map Detection

Message Line

User Exit

Convert boxes in the character screens to group boxes.
Display images in the dialog.

Move or copy text from the character screen to the title bar or
status bar.

Convert lines in the character screens to Windows lines.
Identify a screen in which rules are to be applied in map scope.

Display the message line in the status bar or in a specific line
of the dialog.

Define a DLL file containing user exits.

See the documentati@efining the Rules Using the SOt further information.
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3270 Keys Toolbar

Use this basic rule to display a toolbar with buttons for the 3270 special function keys (Clear, Att, Reset,
SysReq, PA1, PA2 or PA3).

This chapter covers the following topics:
® Maintaining the 3270 Keys Toolbar Rule
® QOverview of Options
® Defining An Image for a 3270 Keys Toolbar Button

See als03270 Keys Toolbain theGUI Viewersdocumentation.

Maintaining the 3270 Keys Toolbar Rule

For each button that is to be shown in the 3270 keys toolbar, you can either define an image or a default
icon.

The default icons are shipped with Entire Screen Builder. They are provided as Windows resources in a
DLL file. It is not possible to edit or change the default icons.

¥ To display all defined toolbar buttons
® From theBasicmenu, choos&oolbars > 3270 Keys

The Toolbar 3270 Keys dialog box appears. When images and tooltips have already been defined for
a toolbar button, this is shown in this dialog box.

The following command buttons are available:

Edit Modify the toolbar button definition for the selected 3270 key.
Alternative: double-click a 3270 key. SPefining An Image
for a 3270 Keys Toolbar Button

Delete Delete the toolbar button definition for the selected 3270 key.
The 3270 key itself is not deleted.
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Overview of Options
Toobar 3270Keys _____________H|

[ Dizable the "Toolbar 3270 Keys' rule

Function keys:

3270 Feys | Imange name | T oalkip | Edit...
CLR 3270 E—
Att| 3270 Delete
Ret| 3270
Sws 3270
Pa 3270
PAZ 3270
PAT 3270

— Toolbar pozition in the main windae

o Top " Battom  Left " Right

k. Carcel Help

Disable the Toolbar 3270 Keys rule
When this check box is selected, the 3270 key toolbar is not shown.
Toolbar position in the main window

Select an option button to define the position in the window (top, bottom, left or right) at which
the toolbar is to be shown.
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Defining An Image for a 3270 Keys Toolbar Button
A toolbar button can be any GIF, JPG or BMP file with 16x16 or 19x19 pixels in size.
SeeGeneral Information on Image Filés the documentatioBefining the Rules Using the SDK
¥ To define an image for a toolbar button

1. Display the Toolbar 3270 Keys dialog box as described above.

2. Select the 3270 key for which you want to define an image.

3. Choose th&dit button.

The Toolbar Button dialog box appears.

Toolbar Button |

[ Usze the default icon
[T &lways show the button

lcon: I Browse... |

Tooltip: I

k. Cancel | Help |

4. Specify the following information:
Use the default icon

Select this check box, if you want to use the default icon that is shipped with Entire Screen
Builder.

When this check box is selected, then text box and th&rowse button are not available.
However, you can enter a tooltip in the Traltip text box. If theTooltip text box is
empty, the the name of the function that is to be invoked will be used as tooltip.

Always show the button

When this check box is selected, the toolbar button is always shown when an icon is to be
used (either the default icon or your own image).

When this check box is not selected, only the key that is detected on the character screen is
shown. A prerequisite for this is that the location of the key has been defined with the
Function Keysule. For example, when you have defined an image for PA1 and this key is
not detected on the character screen, a toolbar button is not shown for this key.
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If you define an image and tooltip for a toolbar button, this information overwrites the key
name and the name of the function that is to be invoked.

If the check boxAlways show the buttonis selected, the Function Keys rule is not
considered. In this case, toolbar buttons are only shown for the keys for which an image has been defined

in the Toolbar Button dialog box.
Icon
Not available, iflUse the default iconhas been selected.

Specify the path to the image in the rules repository (relative to the root folder of the rules
repository) that is to be shown on the toolbar button. You can also cho®@®wse
button to select the file from the Open dialog box.

Tooltip

Specify a short description that is to appear when the user moves the mouse pointer over
this toolbar button.

5. Choose th®K button.



Basic Rules Reference BS2000 Keys Toolbar

BS2000 Keys Toolbar

Use this basic rule to display a toolbar with buttons for the BS2000 special function keys (F keys, K keys,
DUE1 and DUE2 keys).

This chapter covers the following topics:
® Maintaining the BS2000 Keys Toolbar Rule
® QOverview of Options
® Defining An Image for a BS2000 Keys Toolbar Button

See alsoBS2000 Keys Toolban theGUI Viewersdocumentation.

Maintaining the BS2000 Keys Toolbar Rule

For each button that is to be shown in the BS2000 keys toolbar, you can either define an image or a
default icon.

The default icons are shipped with Entire Screen Builder. They are provided as Windows resources in a
DLL file. It is not possible to edit or change the default icons.

¥ To display all defined toolbar buttons
® From theBasicmenu, choos&oolbars > BS2000 Keys

The Toolbar BS2000 Keys dialog box appears. When images and tooltips have already been defined
for a toolbar button, this is shown in this dialog box.

The following command buttons are available:

Edit Modify the toolbar button definition for the selected BS200D
key. Alternative: double-click a BS2000 key. $fining An
Image for a BS2000 Keys Toolbar Button

Delete Delete the toolbar button definition for the selected BS2000
key. The BS2000 key itself is not deleted.
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Overview of Options
Toobar BS2000Keys _______________H|

[ Dizable the "Toolbar BS 2000 Keys'' e

Function keys:

BS2000 Keys | Imange name | T oalkip | - Edit...
F1/BS2000 | -
F2|B52000 Delete
F3|B52000

F4/B52000

F3|B52000

F& BS2000

F¥ BS2000 ;I

— Toolbar pozition in the main windae

o Top " Battom  Left " Right

k. Carcel Help

Disable the Toolbar BS2000 Keys rule
When this check box is selected, the BS2000 key toolbar is not shown.
Toolbar position in the main window

Select an option button to define the position in the window (top, bottom, left or right) at which
the toolbar is to be shown.
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Defining An Image for a BS2000 Keys Toolbar Button
A toolbar button can be any GIF, JPG or BMP file with 16x16 or 19x19 pixels in size.
SeeGeneral Information on Image Filés the documentatioBefining the Rules Using the SDK
¥ To define an image for a toolbar button

1. Display the Toolbar BS2000 Keys dialog box as described above.

2. Select the BS2000 key for which you want to define an image.

3. Choose th&dit button.

The Toolbar Button dialog box appears.

Toolbar Button |

[ Usze the default icon
[T &lways show the button

lcon: || Browse... |

Tooltip: I

k. Cancel | Help |

4. Specify the following information:
Use the default icon

Select this check box, if you want to use the default icon that is shipped with Entire Screen
Builder.

When this check box is selected, then text box and th&rowse button are not available.
However, you can enter a tooltip in the Traltip text box. If theTooltip text box is
empty, the the name of the function that is to be invoked will be used as tooltip.

Always show the button

When this check box is selected, the toolbar button is always shown when an icon is to be
used (either the default icon or your own image).

When this check box is not selected, only the key that is detected on the character screen is
shown. A prerequisite for this is that the location of the key has been defined with the
Function Keysule. For example, when you have defined an image for F1 and this key is

not detected on the character screen, a toolbar button is not shown for this key.
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If you define an image and tooltip for a toolbar button, this information overwrites the key
name and the name of the function that is to be invoked.

If the check boXAlways show the buttonis selected, the Function Keys rule is not
considered. In this case, toolbar buttons are only shown for the keys for which an image has been defined
in the Toolbar Button dialog box.

Icon

Not available, iflUse the default iconhas been selected.

Specify the path to the image in the rules repository (relative to the root folder of the rules
repository) that is to be shown on the toolbar button. You can also cho®@®wse
button to select the file from the Open dialog box.

Tooltip

Specify a short description that is to appear when the user moves the mouse pointer over
this toolbar button.

5. Choose th®K button.

10
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Buttons for Main Dialogs

Use this basic rule to create push buttons which correspond to the ENTER key, PF keys, 3270 keys or
BS2000 keys for the main dialogs.

This chapter covers the following topics:
® Maintaining the Buttons for Main Dialogs Rule
® QOverview of Options

e Defining the Properties for a Push Button

Maintaining the Buttons for Main Dialogs Rule

The following applies when you have enabledRbaction Keysule and have defined the pattern of the
function keys and their location on the characters screens.

You can use the Buttons for Main Dialog rule to create push buttons containing the following:
e the function key label from the character screen (dynamic text),
® an image related to the function key label from the character screen (dynamic image),
e constant text which ignores the function key label from the character screen,

® a constant image which ignores the function key label from the character screen,

» To display all defined push buttons
® From theBasic menu, choosButtons > Main Dialogs

The Main Dialog Buttons dialog box appears. When a constant or dynamic image or constant text has
already been defined for a push button, this is shown in the Buttons list box.

The following command buttons are available:

Edit Modify the push button definition for the selected function
key. Alternative: double-click a function key. Seefining thg
Properties for a Push Button

Delete Delete the push button definition for the selected function|key
and reset it to "dynamic text". The function key itself is no
deleted.

11



Buttons for Main Dialogs Basic Rules Reference

Overview of Options
Main DialogButtons K

[T Dizable the "Buttans" e
— Settingz

W Put a line between the buttons and the rest of the contrals

[ Put the buttons outzide the frames

— Buttans pozition in the dialog

" Top of the dialog " Left of the dialog
" Bottom of the dialog " Right of the dialog
— Configuration

Wfidth: I'I 2 _IQ Harizantal zpacing between the buttans: I':' E
Height: IE _l? Wertical spacing between the buttons: IEI _l?

Buttonz:

Funct... | Type | W alue | - Edi...
Eriter R
PF [Ielete
PF -
FF

PF

FF

PF |

[ lenfs oo [

k. Cancel | Help

Disable the Buttons rule
When this check box is selected, this rule is disabled.
Put a line between the buttons and the rest of the controls

When this check box is selected, a separation line will appear between the push buttons and the
dialog.

12



Basic Rules Reference

Put the buttons outside the frames

If you are using, for example, push buttons at the bottom of the dialog (as defined with this rule)
and a frame is also shown at the bottom of the dialog (as defined wihathesule), you can
select this check box so that the push buttons are moved from the bottom of the dialog to a

position below the frame.

If you are using frames and select this check box, the push buttons are moved as indicated in the

following table:

Buttons for Main Dialogs

Frame Position of the push The buttons are moved to a positior
name buttons

"TOP" Top of the dialog above the frame.

"BOTTOM" | Bottom of the dialog below the frame.

"LEFT" Left of the dialog to the left of the frame.

"RIGHT" Right of the dialog to the right of the frame.

Note:

The quotation marks are part of the frame name.

Buttons position in the dialog

Select an option button to define the position in the dialog (top, bottom, left or right) at which

the push buttons are to be shown.

Configuration

Specify the size (width and height) of the buttons and the distance between the buttons

(horizontal and vertical spacing). To do so, specify the number of characters (1-100) in the

corresponding spin boxes. For example, a button for which the width and height have been

defined with 1, has the same size as a character. When you change the font, the button is
automatically resized to the new font size.

13
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Defining the Properties for a Push Button

The Button Properties dialog box appears when you select a function key in the Main Dialog Buttons
dialog box and choose tiilit button.

Different pages are available in the Button Properties dialog box:
® Type
® Styles

® Mouse

Type

The Type page is used to define the content of a push button. A push button corresponds to a specific
function key.

The content of a push button can be plain text, a constant image or a dynamic image. Geaealab:
Information on Image Fileg the documentatioDefining the Rules Using the SDK

Button Properties |
Type |5t_l,lles I Mnusel

IV Always show the button

% Constant image Choose. .. |
" Dynamic image

" Constant text

™ Dynamic bext

Imange

] Cancel Help

Always show the button

Only available for a constant image or constant text. When this check box is selected, the push
button is always shown.

When this check box is not selected, a push button is only shown if the key is detected on the
character screen. A prerequisite for this is that the location and pattern of the keys has been
defined with thé~unction Keysule. For example, when you have defined a constant image for
PF1 and this key is not detected on the character screen, a push button is not shown for this key.

14
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Constant image

A constant image always shows the content of the same file.

% Constant image Choose. .. |

" Dynamic image
" Constant text
" Dynamic text

Image

When you select this option button, you have to specify the path and name of the image (relative
to the root folder of the rules repository) in theage text box. You can also choose thkoose
button to select the image from a list.

Dynamic image

A dynamic image shows the content of a file that has the same name as the selected function
key.

" Constant image Choose. .. |

* Dynamic image
" Constant text
" Dynamic text

Crirechary

When you select this option button, you have to choos€hlbesebutton. This displays the
Dynamic Image dialog box.

15
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Dynamic Image |

— |mages repositan

Falder nare: I Browsee...
Symbalic narme:
Type:  Bmp " Jpg

* Gif

— Symbalic name generation

Select a regior fram the screen Select,.. |
Select a host key: I j
] | Cancel | Help
Note:

The Selectbutton is not available for this rule.
Specify the following information:

® Folder name
Specify a folder in your rules repository (relative to the root folder of the rules repository),
or choose th8rowse button to select the folder from a dialog box. This is the folder
containing your image files.

® Type
Select the option button for the desired tyBmp, Gif orJpg). This is the extension of the
image files that are to be used.

® Select a host key
Select the ENTER key, a function key, a 3270 special key or a BS2000 key from this
drop-down list box. The name of the selected function key is then shownSgrittelic
nametext box. It is enclosed in percent (%) signs.

16
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Contant text

You can define your own text for a push button.

" Constant image Choose,.. |

" Dynamic image
% Conztant text

" Dynamic text

Caphion;

When you select this option button, you have to enter the desired texQaphtien text box.
Dynamic text

You can use the text received from the legacy application for a push button.

" Constant image Chooze, ., |

" Dynamic image
" Constant text
{* Dynamic text

[Eaption;

When you select this option button, no further specifications are required.

17
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Styles

The Styles page is used to define visual aspects of a push button.

Button Properties E |

Type  Shiles | b ouze |
[~ &dd the host key number to the buttan label
[T Dizable the button when the coresponding host kew is not detected
[T &djust the image b the button size

[ Flat effect

Aligry bext: Il:enter - I

Qk Cancel Help

18

Add the host key number to the button label

This option is only available if the check bakvays show the buttonhas not been selected
(i.e. only the host keys that are detected on the character screen are shown as push buttons).

When this check box is selected, the name of the corresponding host key is also shown in the
label of a push button. For example, "F1-Help". A prerequisite for this is that the content of each
push button is defined as dynamic text (see above).

Disable the button when the corresponding host key is not detected
This option is only available if the check bakvays show the buttonhas been selected.

When this check box is selected, each push button for which the corresponding host key cannot
be found on the screen is disabled.

When this check box is not selected, all push buttons are enabled.
Adjust the image to the button size
This option is only available for constant and dynamic images.

When this check box is selected, the image is resized so that it fills the whole push button. When
this check box is not selected, the image is shown in its original size in the center of the push
button.

Flat effect

When this check box is selected, the push button will not be shown with a 3D effect.
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Align text

Specify the alignment of dynamic or constant text on the push button. It can be shown on the
left, on the right or in the middle of the push button.

19
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Mouse

The Mouse page is used to define the appearance of the mouse pointer when it is positioned on a push
button.

Button Properties E |

Type I Styles MDUSE'

£ Default " Hand " Help " Custom

[Cuztom: I Browee... |

] Cancel Help

Select one of the following option buttons:

® Default
The mouse pointer as defined under Windows.

e Hand
Hand-shape mouse pointer.

® Help
Mouse pointer in the shape of a question mark.

® Custom
You can define your own mouse pointer. When this option button has been selected, you must
specify a path and file name in tGestom text box. This can be a file with the extensiom or ani.
Using theBrowse button, you can also choose the file from a dialog box.

20
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Buttons for Child Dialogs

Use this basic rule to create push buttons which correspond to the ENTER key, PF keys, 3270 keys or
BS2000 keys for child dialogs.

This chapter covers the following topics:
® Maintaining the Buttons for Child Dialogs Rule
® QOverview of Options

e Defining the Properties for a Push Button

Maintaining the Buttons for Child Dialogs Rule

The following applies when you have enabledRbaction Keysule and have defined the pattern of the
function keys and their location on the characters screens.

You can use the Buttons for Child Dialogs rule to create push buttons containing the following:
e the function key label from the character screen (dynamic text),
® an image related to the function key label from the character screen (dynamic image),
e constant text which ignores the function key label from the character screen,

® a constant image which ignores the function key label from the character screen,

» To display all defined push buttons
® From theBasic menu, choosButtons > Child Dialogs

The Buttons in the Child Dialogs dialog box appears. When a constant or dynamic image or constant
text has already been defined for a push button, this is shown in the Buttons list box.

The following command buttons are available:

Edit Modify the push button definition for the selected function key.
Alternative: double-click a function key. SBefining the
Properties for a Push Button

Delete Delete the push button definition for the selected function key
and reset it to "dynamic text". The function key itself is not
deleted.

21
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Overview of Options
ChidDialogButtons K

[T Dizable the "Buttans" e
— Settingz

W Put a line between the buttons and the rest of the contrals

[T Fut the buttons outside the frames

— Buttans pozition in the dialog

" Top of the dialog " Left of the dialog
" Bottom of the dialog " Right of the dialog
— Configuration

Wfidth: I'I 2 _IQ Harizantal zpacing between the buttans: I':' E
Height: IE _l? Wertical spacing between the buttons: IEI _l?

Buttonz:

Funct... | Type | W alue | - Edi...
Eriter R
PF [Ielete
PF -
FF

PF

FF

PF |

[ lenfs oo [

k. Cancel | Help

This dialog box contains the same information as the dialog box that is shown for the buttons in the main
dialogs. The only exception is that buttons cannot be put outside the frames. See th8statisrior
Main Dialogsfor detailed information on the options in this dialog box.

22
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Defining the Properties for a Push Button

The Button Properties dialog box appears when you select a function key in the Buttons in the Child
Dialogs dialog box and choose thdit button.

Button Properties E |

Type |5tyles I Ml:uusel

v Alwaps show the button

¥ Constant image Choose... |

™ Dynamic image
™ Constant text
™ Dwnamic text

Image

Qk Cancel Help

See the sectioButtons for Main Dialog$or detailed information on the options in this dialog box.

23
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Child Window

Use this basic rule to convert the popup windows in the character screens to child windows.
This chapter covers the following topics:
® Maintaining the Child Window Rules

® Qverview of Options

Maintaining the Child Window Rules

You have to define a pattern for each popup window that you want to convert to a child window.

Warning:
Do not define the same patterns for the Child Window rule and the
Group Box rule.

If there is more than one child window on a screen and one of the child windows completely overlaps
another child window, the overlapped child window is removed. When the bigger window is moved, the
child windows below are no longer displayed.

When the server is a UNIX or OpenVMS machine and Natural statements have been used to create the
popup windows, it is not necessary to define this rule. In this case, child windows are detected
automatically. However, if the popup windows have been drawn in the Natural map, you have to define
this rule so that the popup windows can be converted to child windows.

24
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» To display all defined Child Window rules
® From theBasic menu, choos€hild Window .

The Child Window dialog box appears.

Child Window |
Pattern:
[rezcription | Hew .
Bowx with plus zignz
Edit...
Delete
— Selected child window presiew
k. Cancel Help

When patterns have already been defined, the description of each pattern is shown in this dialog box.
When you select a description, the defined pattern is shown at the bottom of the dialog box.

The color red in the symbol to the left of a description indicates that this rule has been disabled. A
symbol with the color green indicates that the rule is enabled.

The following command buttons are available:

New Add a new Child Window rule (see below).

Edit Modify the selected pattern for a Child Window rule.
Alternative: double-click a pattern for a Child Window rulg.

Delete Delete the selected Child Window rule.

» To add a Child Window rule
1. Display the Child Window dialog box as described above.
2. Choose thélew button.
The Child Window Pattern dialog box appears.
3. Specify all required information as described below.

4, Choose th®K button.

25
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Overview of Options

Child Window Pattern |

[ Dizable thiz "Child Window Pattern's

Description: IEhiIn:I Window 1

Child window presiew

Upper left carmer: LIpper right carner:

I I Select...
Wertical char: Horizantal char:

Crowr |eft cormer: Crowsr right cormer:

[T Detect window onlw i at least one inpat field is inside the rectangle

0k, Cancel Help

Disable this Child Window Pattern

When this check box is selected, this rule is disabled.
Description

Enter a description for this pattern. A default description is automatically provided.
Child window preview

Depending on the characters you enter in the following text boxes, this region shows how the
popup window in the character screen is to look like.

Upper left corner

Defines the character that is used in the character screen to indicate the upper left corner of the
popup window. You can enter one or more characters in this text box.

Upper right corner

Defines the character that is used in the character screen to indicate the upper right corner of the
popup window. You can enter one or more characters in this text box.

26
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Vertical char

Defines the character that is used in the character screen to indicate the vertical lines of the
popup window. You can only enter one character in this text box.

Horizontal char

Defines the character that is used in the character screen to indicate the horizontal lines of the
popup window. You can only enter one character in this text box.

Down left corner

Defines the character that is used in the character screen to indicate the lower left corner of the
popup window. You can enter one or more characters in this text box.

Down right corner

Defines the character that is used in the character screen to indicate the lower right corner of the
popup window. You can enter one or more characters in this text box.

Select

This command button invokes the Characters Selector dialog box. Instead of typing the
characters in the corresponding text boxes, you can also select them from this dialog box.
Before choosing a character, position the cursor in the appropriate text box.

Detect window only if at least one input field is inside the rectangle

When this check box is selected, a popup window is only converted to a child window if one or
more input fields are detected inside the popup window. When this check box is not selected, all
rectangles in the screen with the same format as defined in this rule are transformed to child
windows.
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Control Attributes

Use this basic rule to define the control size and special characters used in your legacy application.
This chapter covers the following topics:
e Maintaining the Control Attributes Rule

® Qverview of Options

Maintaining the Control Attributes Rule
When you define this rule, you have to consider the following:
® Check whether the viewer will run when the screen resolution is 640x480.

e |f you are working in a UNIX or OpenVMS environment and your Natural application supports field
help, you have to know which character is used as the help character.

® In Windows applications, edit boxes do not contain filler characters. If your legacy application uses
filler characters, you should remove them using this rule.

» To define the control attributes
1. From theBasicmenu, choos€ontrol Attributes .
The Control Attributes dialog box appears.
2. Specify all required information as described below.

3. Choose th&®K button.
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Overview of Options

Control Attributes |

v adjust control's size when itz font i chahged

[ Support Standard WG screens (B40:480)

— Special input-field characters definition

Help character uzed in pour applicatian:

Filler character uzed in your application;

— Host keyz uzed on the input fisldz

Hozt key sent on left button double click: Enter -

Huost key zent on zelection of "Help" : FF1

— Host keyz uzed on the output figlds

NI

Huost key zent on left button double click: Enter -
Huozt key sent on selection of "Help'' FF1 il
k. Cancel | Help

Adjust control’s size when its font is changed

When this check box is selected, the size of a control is automatically increased or reduced
according to the font that has been defined for the text in this control.

Support standard VGA screens (640x480)

It is recommended that you select this check box when VGA screens are used. When this check
box is not selected, it may happen that a dialog is larger than can be displayed on the VGA
screen.

Help character used in your application

Only applies when your legacy application is running in a UNIX or OpenVMS environment. In
this text box, specify the help character that is used in your Natural application. When the user
works with the viewer and moves the mouse pointer to a field for which field help has been
defined, a question mark is automatically shown with the mouse pointer. When the user then
clicks such a field using the right mouse button, the defined help character is sent to the Natural
application and field help is displayed.
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Filler character used in your application

In mainframe, UNIX and OpenVMS applications, filler characters are used to differentiate
between unprotected and protected fields. Under Windows these filler characters are not
required. When you specify the filler character that is used in your legacy application in this text
box, the filler characters are no longer shown.

The following example shows a mainframe input field:

When you do not define the filler character, the viewer displays the corresponding control as
follows:

However, when you define the filler character, this control looks like a regular Windows edit
box:

Host key sent on left button double-click

This option is available twice. You can define different behavior for input fields and output
fields.

Select the host key that is to be sent to the legacy application when the user double-clicks on an
input or output field using the left mouse button. By default, the ENTER key is sent.

A BS2000 key can also be sent.

Host key sent on selection of "Help"

This option is available twice. You can define different behavior for input fields and output
fields.

Select the host key that is to be sent to the legacy application when the user clicks the right
mouse button on an input or output field and chobkas from the resulting context menu. By
default, the PF1 key is sent.

A BS2000 key can be also sent.
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Delete Characters

Use this basic rule to define the characters that are not to be displayed by the viewer.

You can define output fields that are to be deleted and thus not shown in the viewer. If one, and only one,
of the characters defined for this rule is contained in an output field, this output field will not be shown. If
the output field contains other characters in addition to this character (either defined or undefined), this
rule will not be applied. This rule can be used, for example, to delete fields containing the underscore ()
character. Blanks are ignored.

Example:
The following characters have been defined in the Delete Characters dialog box:
<>

The following table gives examples for fields that may appear in the character screen and informs you
whether they are removed by the above definition.

Field in the Character Screen Remove Characters
<**~k~k*~k*~k~k*****> N O

<LLLLLLLLLL Yes

SSS>SSSS>S>S>> Yes

* % % % % * *% Yes

CFE LLIIR S > SHK No

.......................... Yes

U.N.I.C.E.F. No
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® To define the characters that are to be deleted
1. From theéBasicmenu, choosBelete > Characters

The Delete Characters dialog box appears. When characters to be deleted have already been defined,
they are shown in this dialog box.

Delete Characters |

[" Dizable the "Delete Characters' wile

Characters to be removed: I Select...

k. Cancel Help

2. Either type the characters to be removed in the text box or cho&eehthutton to select them
from the Characters Selector dialog box.

Or, if the defined characters are no longer to be removed, sel&itsHige the Delete Characters
rule check box.

3. Choose th&®K button.
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Delete Lines

Use this basic rule to delete lines so that they are not displayed by the viewer.

You can delete any line (1 to 24) of the character screen. For example, you can delete the lines at the top
of a screen if you want to place an image with your company logo in this position. You can also delete a
line displaying a user ID and then place a dynamic image with a picture of this user in the same position.

This rule shrinks the dialog so that the following lines of the character screen are automatically moved up
when displayed with the viewer.

Important:
If a line contains an input field, it is not deleted.

» To define the lines that are to be deleted
1. From theBasicmenu, choosBPelete > Lines

The Delete Lines dialog box appears. When lines to be deleted have already been defined, the
corresponding check boxes are selected.

Delete Lines E |

[~ Dizable the "Delete Lines" rule
— Lines ta be remowved

1 v 13 [T 19
2 s 14 [ 20
2 s 18 2
[ 4 T [Cie [ 22
5 11 17 [ 23
& iz 1. [ 24

k. Cancel | Help

2. If you want to remove (additional) lines, select the corresponding check boxes.

Or, if the defined lines are no longer to be removed, sele@iiable the Delete Lines ruleheck
box.

3. Choose th&®K button.
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Delete Prompt

Use this basic rule to define the prompts that are not to be displayed.
This chapter covers the following topics:
® Maintaining the Delete Prompt Rules

® Qverview of Options

Maintaining the Delete Prompt Rules

This rule is useful, if you want to remove the prompt characters, consisting of filler and ending characters,
from the label of a field. In the following example, "." is the filler character and ":" is the ending character:

¥ To display all defined Delete Prompt rules
1. From theBasicmenu, choosBelete > Prompt

The Delete Prompt dialog box appears.

Delete Prompt E |

[T Disable the "Delete Prompt” rule
[+ lanore blanks between characters

Erompt entries:

D escriphion | Mew...
Dotz and colon
Edit...
[NElEtE
— Selected prompt previsw
] Cancel Help

When prompt entries have already been defined, the description of each entry is shown in this dialog
box. When you select a description, the defined prompt is shown at the bottom of the dialog box.

2. If you want to disable all defined Delete Prompt rules, sele@ifiable the Delete Prompt rule
check box.
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Or:
If you want to define a new Delete Prompt rule, proceed as described below.

3. Select thégnore blanks between charactergheck box, if the defined prompts are to be deleted
even if they contain blanks. For example:

Name . ...

The following command buttons are available:

New Add a new Delete Prompt rule (see below).

Edit Modify the selected pattern for a Delete Prompt rule.
Alternative: double-click a pattern for a Delete Prompt rule.

Delete Delete the selected Delete Prompt rule.

¥ To add a Delete Prompt rule

1. Display the Delete Prompt dialog box as described above.

2. Choose thdlew button.
The Prompt Entry dialog box appears.

3. Specify all required information as described below.

4, Choose th®K button.
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Overview of Options

T |

D ezcriphion; IF'rn:umpt 1

— Prompt characters

Filler character:

Ending character:

-
-

ak.

Cancel |

Select. . |

Help |

36
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Enter a description for this prompt. A default description is automatically provided.

Filler character

Defines the character that is used as the filler character in the character screen.

Ending character

Defines the character that is used as the ending character in the character screen.

Select

This command button invokes the Characters Selector dialog box. Instead of typing the
characters in the corresponding text boxes, you can also select them from this dialog box.
Before choosing a character, position the cursor in the appropriate text box.
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Font and Colors for Main Dialogs

Use this basic rule to define the background color for the main dialogs, and the font, style, size and/or
color for the following attributes: normal, underline, intensified, blinking and reverse.

You can also define that the colors are used as sent from host. The following applies for the different
operating systems:

® Mainframe
Foreground and background colors are taken from the color scheme that has been defined using the
System Management Hub. S@elor Schemes Entire Screen Builder'System Management Hub
documentation.

Blinking is not supported. This attribute is ignored.

e UNIX and OpenVMS
The foreground color is taken from Natural.

The backgound color is taken from the Font and Colors dialog box (see below).
The font is always taken from tiNormal option in the Font and Colors dialog box (see below).

Instead of a background color, you can also define a background image. In this case, all controls generated
using the basic rules are transparent. Static text controls and edit box controls that result from the built-in
rules are also transparent. Exception: if you are using the baskrantesyou must define the

"Transparent" style for the dialogs using the resource editor.
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» To modify font and/or color for the main dialogs

1.

2.

38

From theéBasicmenu, choosEont and Colors > Main Dialogs

The Main Dialog Font and Colors dialog box appears showing the currently defined fonts and colors
for the main dialogs.

Main Dialog Font and Colors |

[T Disable the "Font and Colors" ule

[T Use the colors sent from the host

— Background
Color: ||:| Cilver j & Color 7 Image
Image narne; I Chonze,.. |
—Font and colars
Marmal; Entire Screen Builder Setup...
Underline: Entire Screen Builder Setup...
Intensified: Entire Screen Builder Setup...
Blinking: Entire Screen Builder Setup...
Reverze: Entire Screen Builder Setup...
Setup All..
k. Carcel Help

If you want to disable the current settings, seledDibable the Font and Colors rulecheck box.

Or:
If you want to change the font and/or color, proceed as described below.

If you want to use the colors that are sent from the host, select the corresponding check box. In this
case, the only option that is available in the Font and Colors group Hoxmsl.

If you want to define the background color for the dialogs, make sure ti@adltreoption button is
selected and select the desired color fromQbker drop-down list box. When you selegystem

from the drop-down list box, the background color as defined under Windows will be used. When
you selecCustom...from the drop-down list box, the Color dialog box appears and you can select
additional colors or define custom colors. The currently defined color is shown 1@&stmm. ..



Basic Rules Reference

Or:

Font and Colors for Main Dialogs

If you want to use a background image instead of a background color, make surelthagthe

option button is selected. In thlmage nametext box, specify the path to an image in the rules
repository (relative to the root folder of the rules repository). You can also chod3edbgebutton

to select the file from the "Open" dialog box. The background image can be any GIF, JPG or BMP file.
SeeGeneral Information on Image Filés the documentatioBefining the Rules Using the SDK

5. If you want to define different fonts and/or colors for the different attributes, choose the
correspondingsetup button for an attribute.

Or, if you want to define the same font and/or color for all attributes, chooSetine All button.

In both cases, the Font dialog box appears.

Font EE
Faont ztyle:
IFieguIar oK,
Italic Cancel
Garamond Bold
Georgia — |Eold Italic
% Haettenschweiler
Impact
T Letter Gothic MT 7]
— Effects —Sample
[ Stikeout
LaBhTvaE
[T Undedine iy
Calar:
I- Purple x| | Scipt
I"-.-'-.r"estern =]

6. Specify all required options and choose@te button.

The Main Dialog Font and Colors dialog box now shows the new settings for the attributes.

7. Choose th®K button to close the Main Dialog Font and Colors dialog box.
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Font and Colors for Child Dialogs

Use this basic rule to define the background color for the child dialogs, and the font, style, size and/or
color for the following attributes: normal, underline, intensified, blinking and reverse.

The information given for the main dialogs also applies for the child dialog&d®¢and Colors for
Main Dialogsfor detailed information.

¥ To modify font and/or color for the child dialogs
1. From theBasicmenu, choosEont and Colors > Child Dialogs

The Child Dialog Font and Colors dialog box appears showing the currently defined fonts and colors
for the child dialogs.

Child Dialog Font and Colors E3 |

[T Dizable the "Font and Colars" ule

[T Use the colors sent from the host

— Background
Colar: ||:| Silver j @ Color 7 Image
Image narme: I Choose,.. |
—Font and colars
MHormal; Entire Bcreen Builder Setup...
Underline: Entire Screen Builder Setup...
Intenszified: Entire Screen Builder Setup...
Blinking: Entire Screen Builder Setup...
Reverze: Entire Screen Builder Setup...
Setup Al
k. Cancel Help

This dialog box contains the same information as the dialog box that is shown for the font and colors
in the main dialogs.
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2. Proceed as described in the sedfiont and Colors for Main Dialogs
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Frames

Use this basic rule to define up to four dialogs for which extended rules have been defined. These dialogs
are used as frames.

The frames can be placed at the top, bottom, left and right of the dialog containing the basic rules. This is
helpful, for example, if you always want to place the same image at the top of a dialog and the same
buttons for the PF keys at the bottom of a dialog. The end-user cannot see that different frames are used.

The dialogs to be used as frames must be contained in a BDD file. The dialogs must be named as follows
(the quotation marks are part of the name):

e "TOP"
o "LEFT"

® "RIGHT"
e "BOTTOM"

SeeBuilding the BDD Filein the documentatioBefining the Rules Using the SDét further
information.

¥ To define the Frames rule
1. From theBasicmenu, choosErames

The Frames dialog box appears. When frames have already been defined, this information is shown
in this dialog box.

Frames E3 |

[T Disable the "Frames" mile

— Configuration

BOD file: I Brovese... |

[T I0P dialog defined in the BOD file

[~ LEFT dialog defined in the BDD file
W BIGHT dialog defined in the BDD file

[T BOTTOM dialog defined in the BDD file

k. Cancel Help

2. If the defined frames are no longer to be shown, seleBtishble the Frames rulecheck box.
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Or:
Modify the information in this text box as described below.

3. In theBDD file text box, specify the path to the BDD file.

Or:
Choose th&rowse button to select the BDD file from the Open dialog box.

4. Select the corresponding check box for each dialog that is to be used as a frame.

5. Choose th&®K button.
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Function Keys

Use this basic rule to define the detection logic for the function keys in the character screens. To do so,
you have to define the lines that are to be searched for function keys and an identifier for each function
key that is to be detected.

The following keys can be detected:
e the ENTER key,
e function keys (PF1 through PF48),
® 3270 special function keys (PAL, PA2, PA3, Att, Reset, Clear or SysReq),
® BS2000 special function keys (F1 through F24, K1 through K14, DUE1 and DUE2).

The following applies when the host is a UNIX or OpenVMS machine and when the function keys have
been defined using Natural statements: if the environment variable

NSW_PF _MSG_LINES NATIVE_FORMA®s not been set to "YES", it is not necessary to define this
rule. In this case, the function keys are detected automatically by Natural UNIX and Natural OpenVMS.
See the sectioriastalling Entire Screen Builder on Natural UNIX HoarsdInstalling Entire Screen

Builder on Natural OpenVMS Hoststhelnstallation and Configuratiomocumentation for further
information on this environment variable. However, if the function keys have been defined manually in
the Natural map, you must also define the function keys using this rule.

This chapter covers the following topics:
® Maintaining the Function Keys Rules
® QOverview of Options

e Defining the Detection Rule for a Specific Function Key
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Maintaining the Function Keys Rules

When function keys are detected on a screen, they are removed from the character screen. They are then
added to one of the following toolbars - depending on the session type:

e function keys toolbar
® 3270 keys toolbar
® BS2000 keys toolbar

To send PF keys in AS/400 style, the session has to be defined as an AS/400 sesSmmngagcation
Properties for Telnet TN327@ Entire Screen Builder'System Management Hdbcumentation.

If you do not define a Function Keys rule, function keys cannot be detected by the following rules:
e Buttons for Main Dialogs
® Buttons for Child Dialogs

¥ To display all defined Function Keys rules
® From theBasicmenu, choosEunction Keys.

The Function Keys dialog box appears.

Function Keys |
Patterr:
| Description | New
B Function Keys 1 _
¥ Function Keys 2 Edi...
Delete
Ok Cancel Help

When function key rules have already been defined, the description of each rule is shown in this
dialog box.

The color red in the symbol to the left of a description indicates that this rule has been disabled. A
symbol with the color green indicates that the rule is enabled.

Caution:

If the same key has been defined in two different rules which are both active, the definition from the
first rule in the above dialog box is used.
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The following command buttons are available:

New Add a new Function Keys rule (see below).

Edit Modify the selected Function Keys rule. Alternative:
double-click a a Function Keys rule.

Delete Delete the selected Function Keys rule.

» To add a Function Keys rule
1. Display the Function Keys dialog box as described above.
2. Choose thélew button.
The Function Keys Detection dialog box appears.
3. Specify all required information as described below.

4, Choose th®K button.
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Overview of Options

Function Keys Detection |

[ Dizable the "Function keys" mule

Function keys:

Function kens | Walue - Edit...
Enter -
FF [Delete
FF -
FF

FPF

PF

FF -
N | _'*|_I
Scan ztarting at line IEEI 3: to line |24 3:

[ Shiink function name bo: IEI 3: characters

|2 o oo o= [

k. Cancel Help

When a detection rule has already been defined for a specific key, this is shown in the Value column.
Disable the Function Keys rule
When this check box is selected, this rule is disabled.
Scan starting at linen to linen

The lines of the screen that are to be searched for the function keys. Example: lines 20 through
24.

Shrink function name to n characters

When this check box is selected, the names of the functions that are to be invoked are truncated
to the number of characters specified in the spin box.

The following command buttons are available:

11%

Edit Add/modify the detection rule for the selected function key (se
below). Alternative: double-click a function key.

Delete Delete the detection rule for the selected function key. The funiction
key itself is not deleted.
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Defining the Detection Rule for a Specific Function Key
You have to define a detection rule (identifier), if you want to detect the following:

e a function key on a mainframe screen,

e a function key that has been added manually to a Natural UNIX or Natural OpenVMS screen.
¥ To define the detection rule for a specific function key

1. Display the Function Keys Detection dialog box as described above.

2. Select the function key for which you want to define a detection rule.

3. Choose th&dit button.

The Function Key Detection dialog box appears.

Function Key Detection Ed |

Identifier: I

Style
|7 " ertical ™ Harizantal

k. Cancel | Help

4. In theldentifier text box, specify a case-sensitive string that is considered as an indicator of a
possible function key. The identifier depends on the style (see below).

5. In the Style group box, select one of the following option buttons:

® Vertical
The key name is above the function name that is invoked with this key.

Example:

Enter---PF1---PF2---PF3---
Intro Help Exit

If you want to define the detection rule for PF1, you have to define "PF1" idahgfier text
box.
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® Horizontal
The key name is to the left of the function name that is invoked with this key.

Example:

Enter=Intro PF1=Help PF3=Exit

If you want to define the detection rule for PF1, you have to define "PF1="ldehtfier text
box.

6. Choose th®K button.
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Function Keys Toolbar

Use this basic rule to display a toolbar with buttons for function keys (PF keys and ENTER key).
This chapter covers the following topics:

® Maintaining the Function Keys Toolbar Rule

® Qverview of Options

® Defining An Image for a Function Keys Toolbar Button

See alsoFunction Keys Toolbain theGUI Viewersdocumentation.

Maintaining the Function Keys Toolbar Rule

For each button that is to be shown in the function keys toolbar, you can either define your own image or a
default icon.

The default icons are shipped with Entire Screen Builder. They are provided as Windows resources in a
DLL file. It is not possible to edit or change the default icons.

¥ To display all defined toolbar buttons
® From theBasicmenu, choos&oolbars > Function Keys

The Toolbar Function Keys dialog box appears. When images and tooltips have already been defined
for a toolbar button, this is shown in this dialog box.

The following command buttons are available:

Edit Modify the toolbar button definition for the selected function
key. Alternative: double-click a function key. S8efining An
Image for a Function Keys Toolbar Button

Delete Delete the toolbar button definition for the selected functio
key. The function key itself is not deleted.

=
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Overview of Options
Toobar Functionkeys _______________H|

[ Dizable the "Toolbar Function Keys' mile

Function keys:

Function kens | Imange name | T oalkip | - Edit...
Enter (-
FF [elete

PF -
FF

FPF

PF

FF hd
— Toolbar pozition in the main windae

o Top " Battom  Left " Right

P Lo | [

k. Carcel Help

Disable the Toolbar Function Keys rule
When this check box is selected, the function key toolbar is not shown.
Toolbar position in the main window

Select an option button to define the position in the window (top, bottom, left or right) at which
the toolbar is to be shown.
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Defining An Image for a Function Keys Toolbar Button

A

toolbar button can be any GIF, JPG or BMP file with 16x16 or 19x19 pixels in size.

SeeGeneral Information on Image Files the documentatioDefining the Rules Using the SDK

¥ To define an image for a toolbar button

1. Display the Toolbar Function Keys dialog box as described above.
2. Select the function key for which you want to define an image.
3. Choose th&dit button.

The Toolbar Button dialog box appears.

Toolbar Button |

[ Usze the default icon
[T &lways show the button

lcon: I Browse... |

Tooltip: I

k. Cancel | Help |

4. Specify the following information:

52

Use the default icon

Select this check box, if you want to use the default icon that is shipped with Entire Screen

Builder.

When this check box is selected, then text box and th&rowse button are not available.
However, you can enter a tooltip in the Traltip text box. If theTooltip text box is
empty, the name of the function that is to be invoked will be used as tooltip.

Always show the button

When this check box is selected, the toolbar button is always shown when an icon is to be

used (either the default icon or your own image).

When this check box is not selected, only the key that is detected on the character screen is

shown. A prerequisite for this is that the location of the key has been defined with the

Function Keysule. For example, when you have defined an image for PF1 and this key is

not detected on the character screen, a toolbar button is not shown for this key.
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If you define an image and tooltip for a toolbar button, this information overwrites the key
name and the name of the function that is to be invoked.

If the check boXAlways show the buttonis selected, the Function Keys rule is not
considered. In this case, toolbar buttons are only shown for the keys for which an image has been defined
in the Toolbar Button dialog box.

Icon

Not available, iflUse the default iconhas been selected.

Specify the path to the image in the rules repository (relative to the root folder of the rules
repository) that is to be shown on the toolbar button. You can also cho®@®wse
button to select the file from the Open dialog box.

Tooltip

Specify a short description that is to appear when the user moves the mouse pointer over
this toolbar button.

5. Choose th®K button.
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Group Box

Use this basic rule to convert boxes in the character screens to group boxes.
This chapter covers the following topics:
® Maintaining the Group Box Rules

® Qverview of Options

Maintaining the Group Box Rules

You have to define a pattern for each box that you want to convert to a group box.

Warning:
Do not define the same patterns for the Group Box rule and the Child
Window rule.

Two types of pattern are available:

® One for detecting all characters that are used to make up the box.

® Another for using diagonal detection (the upper left and the lower right corners). If you want to place
a title in the group box, you have to define the title mark character. With diagonal detection you have
to modify the map of your legacy application: insert an output field in the upper left corner and
another output field in the lower right corner. Set the Natural attribute "no display” for both fields. It
is important that you use characters that are not used in your legacy application.
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Example for Diagonal Detection:

In the following example, the character "{" is used for the upper left corner and "}" is used for the lower
right corner. The hash character (#) is used as the title mark.

SOFTWARE AG ** EMPLOYEE MANAGEMENT *** 21/04/99
NSWEMPAL1 ADD EMPLOYEES 17:45:09

{# PERSONAL DATA

NAME......: SURNAME..........
MARITAL ST:__ DATE OF BIRTH...

{# ADDRESS

ADDRESS...: CITY......:
COUNTRY....__ POST CODE.:

{# COMPANY DATA

DEPARTMENT.....:
CATEGORY.......:
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» To display all defined Group Box rules
® From theBasicmenu, choos&roup Box.

The Group Box dialog box appears.

GopBox g

Patterns:
| Description | Hew
? Fluz zignz in cormers
Edit...
Delete
— Selected group box preview
+111+
1‘- I ;
— Group box font
Font sample text
] Cancel Help

When patterns have already been defined, the description of each pattern is shown in this dialog box.
When you select a description, the defined pattern is shown as a preview.

The color red in the symbol to the left of a description indicates that this rule has been disabled. A
symbol with the color green indicates that the rule is enabled.

The following command buttons are available:

New Add a new Group Box rule (see below).

Edit Modify the selected pattern for a Group Box rule.
Alternative: double-click a pattern for a Group Box rule.

Delete Delete the selected Group Box rule.

Choose font Invoke the Font dialog box in which you can define the font

and/or color for the title that is shown in the frame of thg
group box. The currently defined font and color, which
applies to all defined patterns, is shown next to this
command button.
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» To add a Group Box rule

1. Display the Group Box dialog box as described above.

2. Choose thdlew button.
The Group Box Pattern dialog box appears.
3. Specify all required information as described below.

4. Choose th®K button.

Group Box
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Overview of Options
Group BoxPattem |

[T Dizable this "Group Bos" rle

Deschption: IGrl:uup Box

Group box presview

pper left corner: Ilpper right cormer:

I I Select. .
Wertical char: Title mark char Honizantal char:

Drow left cormer: Daown right cormer:

[T Use diagonal detection [only upper-left and down-right comers)

k. Cancel Help

Disable this Group Box rule

When this check box is selected, this rule is disabled.
Description

Enter a description for this pattern. A default description is automatically provided.
Group box preview

Depending on the characters you enter in the following text boxes, this region shows how the
box in the character screen is to look like.

Upper left corner

Defines the character that is used in the character screen to indicate the upper left corner of the
box. You can enter one or more characters in this text box.

Upper right corner
Not available when thgse diagonal detectiorcheck box is selected.

Defines the character that is used in the character screen to indicate the upper right corner of the
box. You can enter one or more characters in this text box.
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Vertical char
Not available when these diagonal detectiorcheck box is selected.

Defines the character that is used in the character screen to indicate the vertical lines of the box.
You can only enter one character in this text box.

Title mark char
Only available when these diagonal detectiorcheck box is selected.

Defines the character that is used in the character screen to detect the group box title. You can
only enter one character in this text box.

Horizontal char
Not available when these diagonal detectiorcheck box is selected.

Defines the character that is used in the character screen to indicate the horizontal lines of the
box. You can only enter one character in this text box.

Down left corner
Not available when thgse diagonal detectiorcheck box is selected.

Defines the character that is used in the character screen to indicate the lower left corner of the
box. You can enter one or more characters in this text box.

Down right corner

Defines the character that is used in the character screen to indicate the lower right corner of the
box. You can enter one or more characters in this text box.

Use diagonal detection (only upper-left and down-right corners)

When this check box is selected, you can define the title mark character. In this case, it is only
possible to define the upper left and down right corners.

Select

This command button invokes the Characters Selector dialog box. Instead of typing the
characters in the corresponding text boxes, you can also select them from this dialog box.
Before choosing a character, position the cursor in the appropriate text box.
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Image

Use this basic rule to display images in the dialog.
This chapter covers the following topics:

® Maintaining the Image Rules

® Qverview of Options

® Defining Constant and Dynamic Images

Maintaining the Image Rules

The images can be stored in any folder of the rules repositorg&ugal Information on Image Filés
the documentatioBefining the Rules Using the SDK

¥ To display all defined Image rules
e From theBasicmenu, choostmage.

The Image dialog box appears. When this dialog box is shown, a check mark is shown next to the
Image command.

D efined regions:

Image name | T op-left | B attarn-right | Hew. .
b dsoceceoi [T (4.0

Edit...

Delete

Cloze Help

When images have already been defined, the defined regions are shown in this dialog box. The scope
window then shows the outlines of all defined images.

The color red in the symbol to the left of each defined region indicates that this rule has been
disabled. A symbol with the color green indicates that the rule is enabled.
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The following command buttons are available:

New Add a new Image rule (see below).

Edit Modify the selected Image rule. Alternative: double-click an
Image rule.

Delete Delete the selected Image rule. Alternative: chaslete
from theEdit menu or press DEL to delete the selected Image
rule.

» To add an Image rule

1. Make sure that the screen file that is to be used as a template is shown in the scope window.

n

Display the Image dialog box as described above.

w

. Choose thdlew button.

»

In the scope window, use the mouse to select the region that is to contain the image.

The Image Configuration dialog box appears.

62

. Specify all required information as described below.

6. Choose th®K button.
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Overview of Options

Image Configuration |
™ Disable the "Imags" rule
—Previeww———— [~ Poazition
Row: |10 = Colume; |17 —
Width: IH _IQ Height; 4] _:I
— Image
& Congtant " Dynamic Chooze. .. |
Pathname: Iltem 2
[~ Apply 30 gfect
— Show thiz image. .
¥ Only in parent windows = Only in child windows i~ In Both
k. Carcel Apply Help

Disable the Image rule

When this check box is selected, this Image rule is disabled.
Preview

Only applies to constant images. Shows the image defined Hatheametext box.
Position

The dialog position (row, column, width and height) at which the image is to be inserted. This is
the region that has been selected using the mouse. Using the spin buttons, you can manually
adjust the values.

Constant / Dynamic / Pathname

Select one of the following option buttor@onstant or Dynamic. See the description below for
further information.

Apply 3D effect

When this check box is selected, the image is shown with a 3D effect.
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Show this image
Select an option button to define whether the image is to be shown
e only in parent windows,
e only in child windows, or

® in both parent and child windows.

Defining Constant and Dynamic Images

A constant image always shows the content of the same file.

A dynamic image shows the content of a file that has the same name as the string that is found in the
defined region of the screen. For example, when the content of this field is a user ID, an image that has the

same name as this user ID will be displayed.

¥ To define a constant image
1. Select th€onstant option button.
2. Choose th€hoosebutton.
The Open dialog box appeatrs.
3. Select the desired image.
4. Choose th®pen button.

The path is now shown in tiathnametext box.

» To define a dynamic image
1. Select th®ynamic option button.
2. Choose th€hoosebutton.

The Dynamic Image dialog box appears.
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Dynamic Image |

— Images repozitary

Folder narme: || Browsze. .. |
Symbalic name: |

Tupe: " Bmp T Jpg
i+ Gif

— Symbalic hame generation

Select a region from the zcreen Select.. |

Select & host kew j

k. Cancel | Help

w

. Specify a folder in your rules repository (relative to the root folder of the rules repository), or choose
the Browse button to select the folder from a dialog box.

This is the folder containing your image files.
4. Select the option button for the desired typmg, Gif or Jpg).
This is the extension of the image files that are to be used.
5. Choose th&electbutton.
6. Select a region in the scope window.

The content of this region is then used to display an image with the same name as the character found
in the defined region. The location of the defined region is now shown Bythbolic nametext
box. It is enclosed in percent (%) signs.

Note:
TheSelect a host keyrop-down list box is not available for this rule.

7. Choose th®K button.

The path is now shown in the Image Configuration dialog box.
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ltem

Use this basic rule to move or copy text from the character screen to the title bar or status bar.
This chapter covers the following topics:
® Maintaining the Item Rules

® Qverview of Options

Maintaining the Item Rules

You have to specify the region which contains the desired text. Text can be moved or copied to the status
bar, the window title or the dialog title. It is also possible that specific regions are not shown at all.

» To display all defined Item rules
® From theBasicmenu, chooskdem.

The Item dialog box appears. When the Item dialog box is shown, a check mark is shown next to the
Item command.

D efined regions:
| Description | T op-left | Biottamn-i... | Hew. .
W 1un1333  [1.70) [1.80) _
W Cabinet KOL  [2.2) (213 Edit..
elete
Cloze Help

When items have already been defined, the defined regions are shown in this dialog box. The scope
window then shows the outlines of all defined items.

The color red in the symbol to the left of each defined region indicates that this rule has been
disabled. A symbol with the color green indicates that the rule is enabled.
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Basic Rules Reference

The following command buttons are available:

New Add a new Item rule (see below).

Edit Modify the selected Item rule. Alternative: double-click an
Item rule.

Delete Delete the selected Item rule. Alternative: chdosketefrom
theEdit menu or press DEL to delete the selected Item rulg.

¥ To add an Item rule

66

. Make sure that the resource file that is to be used as a template is shown in the scope window.

Display the Item dialog box as described above.

Choose thélew button.

In the scope window, use the mouse to select the region in which this rule is to be applied.
The Item Configuration dialog box appears.

Specify all required information as described below.

Choose th®K button.
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Overview of Options

Item Configuration E3 |

[ Disable "this ltem's

Boaow:  Columt: %fidtk: Description:
|1 _,I|?|J_,I |11 = I'II:I.I:ICI:.EEIEIE

— Location — alignment
{+ Status bar &~ |Left
 window title

. i~ Center
" Dialog title
" Mon Disgplay " Bight

—apphy this iterm. .. —| — Copy/tove

& Only in parent windows
blE & Move text to the location

 Only in child windows

i~ Copy text to the location
" InBoth B

k. Carcel Apply Help

Disable this Item

When this check box is selected, this Item rule is disabled.
Row / Column / Width

The position of the selected region. Using the spin buttons, you can manually adjust the values.
Description

The text found in the selected region is automatically provided as a description. This helps to
identify the different Item rules.
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68

Location

Select one of the following option buttons to specify where the text found in the defined region
is to be shown:

® Status bar
The text is shown at the left, center or right of the status bar, depending on the option
button selected in the Alignment group box.

e \Window title
The text is shown in the title bar of the viewer window (instead of "Entire Screen Builder"
which is shown by default).

e Dialog title
The text is shown in the title bar of the viewer window. When a window title has also been
defined, it is shown behind the window title.

e Non Display
The text is not shown at all.

Alignment

Only available when the option butt&tatus baris selected. Select one of the option buttons in
this group box to specify whether the text is to be shown at the left, center or right of the status
bar.

Apply this item
Select one of the option buttons in this group box to define where this rule is to be applied:
e only in parent windows,
e only in child windows, or
® in both parent and child windows.
Copy/Move

Select one of the option buttons in this group box to specify whether the text in the defined
region is to be copied or moved. When the text is moved, it is no longer shown in its original
position.
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Lines

Use this basic rule to convert lines in the character screens to Windows lines. For example:

This chapter covers the following topics:
® Maintaining the Lines Rules
e Qverview of Options

e Examples

Maintaining the Lines Rules
You have to define a pattern for each line that you want to convert to a Windows line.
¥ To display all defined Lines rules

® From theBasicmenu, chooskines.

The Lines dialog box appears.

Lines E |
Line patterns:
ipt I Mew
Edit...
Delete
—Selected line preview
k. Cancel Help

When patterns have already been defined, the description of each pattern is shown in this dialog box.
When you select a description, the defined pattern is shown at the bottom of the dialog box.

The color red in the symbol to the left of a description indicates that this rule has been disabled. A
symbol with the color green indicates that the rule is enabled.
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The following command buttons are available:

New Add a new Line rule (see below).

Edit Modify the selected pattern for a Line rule. Alternative:
double-click a pattern for a Line rule.

Delete Delete the selected Line rule.

» To add a Line rule
1. Display the Lines dialog box as described above.
2. Choose thélew button.
The Line Pattern dialog box appears.
3. Specify all required information as described below.

4, Choose th®K button.
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Overview of Options

Line Pattern |

[ Dizable thiz "Line Pattern't

D escriphion; ILir‘IE 1

— Line properties edition
Select... |

B eqginning patterm: I

LCenter characters: I

End pattern: I

k. Cancel Help

Disable this Line Pattern

When this check box is selected, this rule is disabled.
Description

Enter a description for this pattern. A default description is automatically provided.
Beginning pattern

Defines the character that is used in the character screen for the beginning of the line. You can
enter one or more characters in this text box.

Center characters

Defines the character that is used in the character screen for the center of the line. You can enter
one or more characters in this text box.

End pattern

Defines the character that is used in the character screen for the end of the line. You can enter
one or more characters in this text box.

Select

This command button invokes the Characters Selector dialog box. Instead of typing the
characters in the corresponding text boxes, you can also select them from this dialog box.
Before choosing a character, position the cursor in the appropriate text box.
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Examples

The following table gives examples for defining the rules for different types of line:
Example 1 Example 2

Line in character screen ~ |----mmemee- <<<======>>>

Beginning pattern - <<<

Center characters - =

End pattern - >>>

Tip:
If you want to prevent dashes or hyphens to be converted to lines, enter one or more minus characters as
the beginning, center or end pattern.
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Map Detection

Use this basic rule to identify a screen in which rules are to be applied in map scope. This rule is only
available in application scope.

This chapter covers the following topics:
® Maintaining the Map Detection Rules

® QOverview of Options

Maintaining the Map Detection Rules

A screen is detected when a defined region is found on a host screen, or when a definaddadjion
defined subregions are found on a host screen. For each host screen, you can define more than one region.

When a screen that has been defined with the Map Dectection rule is detected, the rules defined for
application scope are not applied. Instead, the rules defined for map scope (i.e. for this screen) are applied.

¥ To display all defined Map Detection rules
e From theBasicmenu, choosiap Detection

The Map Detection dialog box appears. When this dialog box is shown, a check mark is shown next
to theMap Detection command.

Map Detection |

D efined regions:

| dentification | T op-left | B attarn-right | MHew. ..
M-MACHIME [15.55] (15,64

Edit...

Delete

Cloze Help

When Map Detection rules have already been defined, they are shown in this dialog box. The scope
window then shows the outlines of all defined Map Detection rules.

The color red in the symbol to the left of a defined region indicates that this rule has been disabled. A
symbol with the color green indicates that the rule is enabled.
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The following command buttons are available:

New Add a new Map Detection rule (see below).

Edit Modify the selected Map Detection rule. Alternative:
double-click a Map Detection rule.

Delete Delete the selected Map Detection rule. Alternative: choogse
Deletefrom theEdit menu or press DEL to delete the sele¢ted

Map Detection rule.

¥ To add a Map Detection rule

1.

n

74

Make sure that the resource file that is to be used as a template is shown in the scope window.
Display the Map Detection dialog box as described above.
Choose thélew button.

In the scope window, use the mouse to select the region which contains the string that is to be used to
detect the screen.

The Map Detection Configuration dialog box appears.
Specify all required information as described below.

Choose th®K button.
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Overview of Options

Map Detection

Different pages are available in the Map Detection Configuration dialog box:

® General

® Regions

General

Map Detection Configuration Ed |

General | Hegigngl

[T Disable the "Map Detection” rule

kap name: I

ok

Cancel

Help

Disable the Map Detection rule

When this check box is selected, this Map Detection rule is disabled.

Map name

Specify the name that is to be used for map scope. The name can be up to 8 characters long. An
ini file with this name is created in the folder that has been created for application scope. This
map name is then available in the Open Scope dialog box)steg Different Scopes the
documentatioefining the Rules Using the SD& further information.

You can close the current application scope and open map scope. All rules that you define in
map scope are written to th@ file that has been created for this map.
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Regions

The Regions page is used to define regions and subregions, i.e. unique strings which appear on the host
screen that is to be detected.

Map Detection Configuration E |

General Regions |

Reqion: Identification

1':|F|':I x NEW...

o

[16.20}[16.37] *
[23.211[23.30] * Paszward: :
[(23.02](23.09] * Userid erlelinignlont
R [18.08][18.15] * METwark -
Edit...
Delete
k. Carcel Help

On this page, a defined region is indicated by the letter "R" at the beginning of a line. Lines which do not
begin with the letter "R" apply to subregions.

Example: with the above definitions, the screen is detected when regiwhall defined subregions are
found,or when region 2 is found.

The following command buttons are provided:

New Define a new region for the current map.

New subregion Define a new subregion for the selected region. For one region
several subregions can be defined.

Edit Modify the selected region or subregion. Alternative: double-click a
region or subregion to modify it. S&&odifying a Region or
Subregiorbelow.

Delete Delete the selected region or subregion. When you delete a regipn, all
of its subregions are automatically deleted.
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Modifying a Region or Subregion

The Region dialog box appears when you select a region or subregion on the Regions page and choose the
Edit button (or when you double-click it).

|

R o Calurim: width: | dettification:
B = |55 & |11 = |[N-MACHINE

k. Cancel | Help |

Row / Column / Width

The position of the string that is to be used to detect the screen. This is the region that has been
selected using the mouse. Using the spin buttons, you can manually adjust the values.

Identification

This is the string that has been selected using the mouse. This string is used to detect the screen
on which the rules for map scope are to be applied.
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Message Line

Use this basic rule to display the message line in the status bar or in a specific line of the dialog.

Important:
If the message line contains an input field, it is not moved to another position.

On BS2000 hosts there may be an input field at the end of the message line. To remove this input field,
use the Natural comman#&=9756 and%KNTo change this back, us&=9750 and%KS

This chapter covers the following topics:
® Maintaining the Message Line Rule

e Qverview of Options

Maintaining the Message Line Rule
The text from the message line can be moved to the status bar or to a specific line of the dialog.

The viewer needs to know where the message line is shown in the character screen so that it can be moved
to the status bar or a specific line in the dialog.

Example 1 - The message line appears in the bottom of the main screen:

SOFTWARE AG ** EMPLOYEE MANAGEMENT *** 21/04/99
NSWEMPA1 ADD EMPLOYEES 17:45:09

PERSONAL DATA

CODE......:
NAME......: SURNAME..........
MARITAL ST:__ DATE OF BIRTH...
ADDRESS

ADDRESS...: CITY......
COUNTRY..._ __ POST CODE.:

COMPANY DATA

DEPARTMENT......
CATEGORY.......:

CODE field is mandatory.
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Message Line

Example 2 - The message line appears in the bottom of a child window (help routine):

SOFTWARE AG ** EMPLOYEE MANAGEMENT ***

NSWEMPA1

ADD EMPLOYEES

PERSONAL DATA e +

I I
COBDE...... | 1.- GER [
NAME......: SURNAME......| 2.- SPA
MARITAL ST:__ DATE OF BIRTH]| 3.- UK

| 4.- USA |
ADDRESS | Option: __ |

I I
ADDRESS...: CITY......: |
COUNTRY.... ?___ POSTCODE.._  +--—--

COMPANY DATA

DEPARTMENT.....:
CATEGORY.......:

21/04/99
17:45:09

Example 3 - The message line appears in the bottom of the main screen (help routine):

SOFTWARE AG ** EMPLOYEE MANAGEMENT ***

NSWEMPA1

ADD EMPLOYEES

PERSONAL DATA e +

I I
CODE......: | 1.- GER [
NAME......: SURNAME......] 2.- SPA
MARITAL ST.__ DATE OF BIRTH]| 3.- UK

| 4.- USA |
ADDRESS | Option: |

I I
ADDRESS...: CITY...... B
COUNTRY.... ?___ POST CODE.: S —

COMPANY DATA

DEPARTMENT.....:
CATEGORY.......:

Select country.

21/04/99
17:45:09
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» To define the Message Line rule
1. From théBasicmenu, choosklessage Line
The Message Line dialog box appears.
2. Specify all required information as described below.

3. Choose th®K button.

Overview of Options
Messageline |

[ Dizable the "Message Line" il

[T The messzage line always appears in the main screen

— [zet line fram character zcreen

& Top(1)
" Bottom [24]

= Other; I'I _%

— Dizplay ling in output window

% Status Bar ILEH =]
= In dialog line: |24 _% Earit.. |
k. Cancel | Help

Disable the Message Line rule
When this check box is selected, the Message Line rule is disabled.
The message line always appears in the main screen
When this check box is selected, the viewer assumes that the message line is always shown in

the main screen. When this check box is not selected, the viewer gets the message line from the
last detected main screen or child window.
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Get line from character screen

So that the message line can be detected, you have to specify its location in the character screen.
Select one of the following option buttons:

e Top
The message line is located in the first line of the screen.

® Bottom
The message line is located in the 24th (i.e. the last) line of the screen.

® Other
Use the spin box to specify the number of any other line (1 to 24).

Under Natural UNIX and Natural OpenVMS, the message line is detected automatically if the
environment variabl&dlSW_PF_MSG_LINES NATIVE_FORMA®s not been set to "YES".

See the sectioriastalling Entire Screen Builder on Natural UNIX HoatsdInstalling Entire
Screen Builder on Natural OpenVMS Hastshelnstallation and Configuratiomlocumentation

for further information on this environment variable.

Display line in output window
Select one of the following option buttons to specify where the message line is to appear:

e Status bar
The information from the message line is shown in the status bar of the viewer. Use the
drop-down list box to specify whether the message line is to appear at the left, right or
center of the status bar.

® In dialog line
The information from the message line is shown in a specific line of the dialog. Use the
spin box to specify the number of the line (1 to 24). If you want to define another font
and/or color for the message line, chooseFret button and specify all required options
in the resulting Font dialog box.
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User Exit

Use this basic rule to define a DLL containing user exits.

Basic Rules Reference

When a user exit has been defined, the viewer will then call the funbiBWwaBefore andNSWATfter
for each received and sent screen. Se&fee Exitsdocumentation for further information.

¥ To define the DLL containing the user exits

1. From theBasicmenu, choosEser Exit.

The User Exit dialog box appears. When a DLL has already been defined, the corresponding path is

shown in this dialog box.

T |

[ Disable the "User Exit* rule

DLLfle: |

ak.

Cancel

Browsze ...

Help

2. To define a DLL, specify the path to the DLL in the text box, or choodgrtivese button to select

the DLL from the Open dialog box..

Or:

If the defined DLL is no longer to be used, selectDisable the User Exit rulecheck box.

3. Choose th&®K button.

82



