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First Steps with Natural Single Point of
Development - Overview

This tutorial provides an introduction to Natural Studio which is part of the Single Point of Development (SPoD)
concept. It is intended for mainframe Natural developers who are not yet familiar with the Windows version of
Natural.

This tutorial is not intended to be a comprehensive description of the full range of possibilities provided by
Natural Studio. Therefore, explanations are kept to a minimum. For detailed information, see Natural Studio in
the Natural for Windows documentation.

It is recommended that you follow the tutorial in the sequence indicated below.

First Steps with Natural Single Point of Development
Starting Natural

Customizing the Natural Studio Window

Local and Remote Environment

Issuing Commands

Handling Programs

Locking and Unlocking

¢ ¢ ¢ v ¢ @

Handling Applications

Estimated duration for this tutorial: 2 hours.
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Starting Natural Starting Natural

Starting Natural

This tutorial assumes the following:

Natural 6.1.1 for Windows has been installed with setup type "Development Client for Single Point of
Development (SPoD)" .

A development server has been installed on the mainframe. See Natural Development Server Installation
under OS/390.

The dataset NDV111.EXPL has been loaded with INPL on the development server. This dataset contains
the sample libraries SYSSPODA and SYSSPODX that will be used in this tutorial.

You have a basic understanding of how to use Microsoft Windows.

You have already reddtroducing Natural Single Point of Development

" To start Natural

From the Start menu, chooBeograms > Software AG Natural 6.1.1> Natural.
Or double-click the following shortcut on your Windows desktop (only available if specified during
installation).

Natural Studio, the development environment for Natural, appears:

Menu Bar Toolbar Workspace

] Natural 5.1.1

Object” Yiew Libray |Toolz Help

HerEat cHey | EaEE e E T

o e

EIQ Laocal Ervironment
EIQ IJzer Libranes

-l
Ca System Libraries

o Logical View| | e Flat Visw | ggs File View

1 7

Library Workspace Status Bar

When you start Natural for the very first time, Natural Studio shows only your local environment containing
the library workspace. The differemivironmentsare explained later in this tutorial.
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Starting Natural Starting Natural

You can now proceed with the first exerci€eistomizing the Natural Studio Window
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Customizing the Natural Studio Window Customizing the Natural Studio Window

Customizing the Natural Studio Window

This section provides the following information:

Moving and Docking Windows
Resizing Windows

Using Different Views
Displaying Additional Toolbars
Displaying the Command Line

Moving and Docking Windows

Using the mouse, you can drag each window within the Natural Studio window to another position:

® so that it is shown at another position within the Natural Studio window, or
® so thatit is shown in a window of its own, for example:

Library Workzpace =]

=2 Local Environmert
El% User Libraries
- - [SYSTEM
% Spstern Libraries

= Logical View | o, FlatView | gas File View

In the following exercises, you will undock, dock, hide and redisplay the library workspace window.

¥ To move a docked window so that it is shown in a window of its own (undock)

1. Move the mouse pointer to the two horizontal lines at the top border of the library workspace window.
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Customizing the Natural Studio Window Moving and Docking Windows

r o] x
I —
=2 Local Erefrorment

El% User Libraries
e SYSTEM
- g System Libraries

= Logical View | o FlatView | pgs File View

2. Click and hold down the mouse button.
3. Drag the mouse to move the window to a position outside the Natural Studio window.
An outline of the window is shown.

4. Release the mouse button.
The library workspace is now shown in a window of its own.

Note:
When you release the mouse button while the outline of the window is still shown within the Natural Studio

window, it is docked at another position within the Natural Studio window. You can prevent docking by pressing
CTRL while moving the mouse.

» To move an undocked window back to the Natural Studio window (dock)

1. Click the title bar at the top of the undocked window and hold down the mouse button.
2. Drag the mouse to move the undocked window back to the Natural Studio window.
An outline of the window is shown.

3. Release the mouse button.
The window is now again docked within the Natural Studio window.

Note:
The position at which the window is docked depends on the position of the mouse pointer.

¥ To hide the library workspace window

® Click the following button at the top right of the library workspace window (this can be either a docked or
undocked window):
=

The library workspace window is no longer shown in the Natural Studio window.

¥ To toggle display of the library workspace window

® From theView menu, chooskibrary Workspace.

Or press ALT+1.
When the library workspace window is displayed in the Natural Studio window, a check mark is now

shown next to theibrary Workspace command. The window is always restored in the same state it was
before it was hidden (either docked or undocked).
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Moving and Docking Windows Customizing the Natural Studio Window

Note:
When you exit Natural Studio, the settings iniew menu as well as position and size of the Natural Studio

window and its subwindows are stored in the Windows registry. The next time you start Natural Studio, its
window is restored as it appeared when you last used it.
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Customizing the Natural Studio Window Resizing Windows

Resizing Windows
You can modify the size of each window within the Natural Studio window.

In this exercise, you will resize the library workspace window which is initially docked within the Natural Studio
window.

" To resize a docked window

1. Move the mouse pointer over the right border of the library workspace window until the pointer changes,
showing two arrows pointing in opposite directions.

| a] =

Elg Lacal Ervironmmernt
El% zer Libraries
g oo TEH

% Systemn Libranies

= Logical View | o, FlatView | gas File View

2. Click and hold down the mouse button.
3. Drag the mouse to make the window larger or smaller.
4. When the window has the desired size, release the mouse button.
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Using Different Views Customizing the Natural Studio Window

Using Different Views
The library workspace window provides tabs for different views:

® |[ogical View
In logical view, different nodes are provided for user libraries, system libraries and DDMs (FDIC). The
objects in a library are grouped into different folders, according to their types.

 al x

=8 Local Envionmert -
g User Libraries
E% Syatem Libraries

H-{y SYSDDM

-G SYSERR

-7y Programs

--C_] Subprograms

--1::_] Subroutines

--{::J Helproutines

--C_] Dialogs

--1::_] Maps

--{::J Local Data Areas

--C_] Global Data &reas

--1::_] Pararneter Data Areas

--{:‘;] Resources

-y SYSEXBAT j

= Logicaliew | e Flat iew | pas Filetiew

For example, all programs are shown in a folder called "Programs". Thus, if you want to view the available
programs in a library, you must first open the corresponding folder by clicking the plus sign next to the
folder name. This is not required in flat view.

® Flat View
In flat view, different nodes are provided for the Natural parameters: FUSER, FNAT and FDIC. The objects
in a library are displayed without any grouping. However, the object type is always indicated by the icon
next to an object.

| x
=8 Local Environment ﬂ
- _g FUSER
- Cg FNAT
-y SYSDDM
=-Gg S5rSERR
523 ERRCHAR
% ERRCSETA
----- "% ERRGDA
=2 ERRMENU
% ERROR-MESSAGE
-£=5 ERRUPPER
- HELF1
& HELP2
i HELP3
i3 HELP4
B8 LASTPROG =]
ooy Logical View = Flat Wiew |D;-ﬁ File "igw
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Customizing the Natural Studio Window Using Different Views

® File View
In file view, the name of each mapped remote database is shown with database ID and file number

(mappingis explained later in this tutorial). Different folders are provided for each library (provided that the
corresponding objects exist in this library): "Src" containing all Natural sources, "Gp" containing all generated
programs (object code), and "Err" containing all error messages. "Res??"

2l X
=~ 2 Local Environment ﬂ
: % C:APROGRAM FILESWSOFTWARE

: % C:A\PROGRAM FILESNSOFTWARE
- IBM2 [4714] Environment

E% ADARAS VB [10,941)

- USR-MSG -
1| | »

,}:ﬂ Logical "-.r"iewl ; Flak *iesw D;a File g

2 USRFLD

In the different views, icons are shown for the Natural objects. For example:

This icon is shown for a program.

E% When both source code and a generated program are available for an object, a green dot is displayed on the
icon.

%’é When only a generated program is available and no source code, the icon is gray.

Note:
If you want to see more icons for the different objects types, expand the node for SYSMAIN in logical view and

then expand the nodes for the different folders.

When you resize the library workspace window, it may happen that the window is not wide enough to display all
tabs at the bottom. In this case, arrow buttons are provided. To display another view, you can either enlarge the
window and click the corresponding tab, or you can click an arrow button to display the corresponding view.

,}:u Lagical Wiew ;. Flat H'-'fiB'f‘\'l i
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Displaying Additional Toolbars Customizing the Natural Studio Window

Displaying Additional Toolbars

Natural Studio provides several toolbars. Only a few of them are initially shown in the Natural Studio window.

In this exercise, you will activate the Tools toolbar which provides buttons for commands that you will use later
in this tutorial:

R WM S s S

Note:

You can undock and dock each toolbar that is shown in the Natural Studio window as described above for the
library workspace window.

¥ To display the Tools toolbar

1. From théTools menu, choos€ustomize
The "Customize" dialog box appears.
2. Click the "Toolbars" tab.

Customize |

Commands  Toolbars |Ke_lrlh-:|ard| L zer Enmmandsl

T oolbars:

M _ompiler Options
[]Dvata drea Editor Fields
[Data drea Editar Insert
[1DDM Editor

[]Dialog Editor

[]Dialog Editar Contral Rezet
[ ]Dialog Editor Inzert

[]Dialog Editor Optioks Reset Al

[ Dialog Selection -
[w] E dit ll Mew...

¥ Show ToolTips
¥ with Shortcut Keys

Taolbar Narne: Elete

Cloze

3. To proceed to the bottom of the list box, click the down arrow repeatedly.
Or drag the scroll bar to the bottom of the scroll box.
Initially, the "Tools" check box is not selected. This means that the Tools toolbar is currently not shown in
the Natural Studio window.

4. Select the "Tools" check box so that a checkmark is shown in the box.
Each toolbar that you activate is immediately shown in the Natural Studio window. It is always shown in its
last state (either docked or undocked).

5. Choose th€losebutton.
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Customizing the Natural Studio Window Displaying the Command Line

Displaying the Command Line

You can issue all Natural commands directly from the command linexampleis given later in this tutorial.

Command: I j Library: IS"r’STEM Erwironment; IL::u:aI

Note:
You can undock and dock the command line as described above for the library workspace window.

Initially, the command line is not shown.

» 10 toggle command line display

® From theView menu, choos€ommand Line.
Or press ALT+3.
When the command line is displayed in the Natural Studio window, a check mark is shown next to the

Command Line command.

You can now proceed with the next exerclsecal and Remote Environment
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Local and Remote Environment Local and Remote Environment

Local and Remote Environment

A Natural development environment contains all application components such as parameter modules, system
files and buffer pool.

The following topics are covered below:

Checking the Environment
Connecting to a Development Server for the First Time
Connecting to a Previously Mapped Development Server

[ J
[ J
[ J
® Logging on to a Library

Checking the Environment

SPoD supports the following types of environment:

® |ocal environment on a workstation (this is also the runtime environment of Natural Studio)
® remote environment on a development server

You can check which of these two environments is currently active. The active environment is always indicated
in the command line, next to the "Command" drop-down list box. When the command line is not shown, you can
display it as described previouslyisplaying the Command Line

In the example below, the local environment is active and you are currently logged on the the library SYSTEM.

Commard: j Library: |SYSTEI‘-1 Ervviranment: |L|:u:al

All commands that you issue are always applied to the active environment. When you edit a Natural object, the
corresponding editor is invoked and the object is taken from the active environment. When you execute an
object, it is executed in the active environment.

Only one environment can be active at one point in time.

12 Copyright © Software AG 2003



Local and Remote Environment Connecting to a Development Server for the First Time

Connecting to a Development Server for the First Time

In order to perform remote development, you have to activate a remote Natural environment. You do this by
connecting to the appropriate Natural development server. Each Natural development server provides all remote
services (such as access or update) for a specific FUSER.

If you want to connect to a development server for the very first time, you have to map it as described below.
Once you have connected to a development server, a node for this development server session is automatically
shown in the tree the next time you invoke Natural Studio.

If you do not know the name and port number for your development server, ask your administrator before
proceeding with the next exercise.

Note:

It is possible to map the same development server more than once, for example, if you want to have development
server sessions with different session parameters. To switch to another session, you simply click the
corresponding node in your library workspace.

P To connect (map) to a development server

1. From theTools menu, choosMap > Environment.
Or click the following toolbar button.

&

The "Map Environment" dialog box appears. Your user ID is automatically provided.

Map Environment @

Server

Host name: |

Server port;

Ervironment name:

Startup
Seszion parameters:
Uzer ID:

Fazswiornd:

] 4 ] [ Cancel ] [ Help

2. In the "Host Name" text box, enter the name of the development server on the mainframe.

. In the "Server port" text box, enter the TCP/IP port number of the development server.

4. In the SEnvironment nameS box, enter a logical name as shown in the treeview. If this box is left blank,
Natural will automatically generate a name.

5. If dynamic parameters are required for your development server, specify them in the "Session parameters
text box. Otherwise, leave this text box blank.

6. If Natural Security is installed on the development server, specify the required password in the "Password"
text box. Otherwise, leave this text box blank.

w
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Connecting to a Development Server for the First Time Local and Remote Environment

7. Choose th&K button.
When the connection has been established, all libraries (according to the security profile) for this session are

shown in your library workspace. You are automatically logged on to your default library. The command line
now shows the name of the library that is currently selected in the tree and the name of the active environment

(i.e. the name you specified for the development server on the mainframe).
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Local and Remote Environment Connecting to a Previously Mapped Development Server

Connecting to a Previously Mapped Development Server

Once you have connected to a development server, its name is automatically shown as a node in the tree of your
library workspace. Each time you restart Natural, the state of each development server is set to "unmapped". This
information is shown in the tree.

ol X]

E8=%Local Environment
- [E-_g User Libraries
% Syztem Libranes

Bl IBM2 [4714) Urmapped

= Logical View | o FlatView | pas File View

Note:
It is also possible to delete an unmapped development server so that its name is no longer shown in the tree
(select the server, click the right mouse button and from the resulting context menu,xéletde

P Toconnectto a previously mapped development server

1. Exit Natural and start it once more.
The development server you have previously mapped is now shown with the state "Unmapped".
2. Click the plus sign next to the node name.
Or double-click the node name.
The "Map Environment" dialog box appears. It shows the information that you have previously provided for
this development server.

Map Environment @

Server

Host name: |

Server port;

Ervironment name:

Startup
Seszion parameters:
Uzer ID:

Fasswiord:

Qk. ] ’ Cancel ] ’ Help ]

3. If Natural Security is installed on the development server, specify the required password in the "Password"
text box. Otherwise, leave this text box blank.
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Connecting to a Previously Mapped Development Server Local and Remote Environment

4. Choose th®K button.
The libraries for this development server session are now shown in the library workspace. You are
automatically logged on to your default library.
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Local and Remote Environment Logging on to a Library

Logging on to a Library

You will now log on to the library SYSSPODA which contains the objects that will be used in this tutorial.

F 1o log on to a library

1. Make sure that logical view is active in your library workspace.

2. Under the node for the development server session that you have just mapped, click the plus sign next to
"System Libraries".
The system libraries are now listed.

al ¥
=83 Local Envionment -
- #-_g User Libraries
% Systemn Libraries
=251 IBM2 (4714) Environment

g User Libraries
EI% System Libraries
-y STSADA
H-y 5r5A05
H-my STSEPM
-y SYSBPMT
M-y SY5DB2
E-y SYSDDM
B SYSDDMY ]

= Logical View | =, Flat View | jas File View |

3. Scroll down the list until the library SYSSPODA is shown in the tree.

4. To log on to the library, simply click the library name SYSSPODA.
The status line at the bottom of the Natural Studio window informs you that this operation has been sent to
the server.

5. To display the contents of the library, click the plus sign next to the library name SYSSPODA to expand the
tree.

al ¥
By SYSPCA o]
-y SYSRDC
By SYSRPC

-7y Programs

--[::] Subprograms

--{;:_] Copycodes
B Test
E-y SYSSPODK
-y SYS50L
M-y SYSTEM

[

B SYSTR
By SYSTRANS -

= Logical View | =, Flat View | jas File View |
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Logging on to a Library Local and Remote Environment

You can now proceed with the next exerclssuing Commands
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Issuing Commands Issuing Commands

Issuing Commands

Natural Studio commands are usually issued via context menus as explained in this section. Several important
context menus are shown, and copying and moving via drag-and-drop is explained.

Natural Studio also provides a command line in which you can directly enter Natural system commands. The
prerequisite is that a certain logical context is given. For exampl8AW&command can only be executed
when a source is currently shown in the editor.

A graphical user interface is not provided for all system commands that are available on the mainframe. When
you issue such a command in the command line, terminal emulation will be started in a separate window,
showing the corresponding character screen. You can then work in the same way as on the mainframe.

Certain system commands (for examB,T) are not available in Natural Studio and can therefore not be
executed from the command line.

For further information on system commands, refer to the Natural System Command Reference documentation.
The following topics are covered below:

Context Menus

Creating User Libraries
Copying and Moving Objects
Deleting Objects

Cataloging Objects

Displaying the Last Commands
Listing Objects

Invoking Terminal Emulation
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Context Menus

Context Menus

Context menus are invoked using tigght mouse button. The commands provided in the context menu depend

Issuing Commands

on the object or the position within the Natural Studio window that has been clicked.

Note:

The menu bar at the top of the Natural Studio window can be customized. Thus when a menu is not shown in the

menu bar, you can still issue the commands that apply to the selected object from the context menu.

When you click an element in a tree with the right mouse button, all valid commands for this element are shown

in a context menu.

e The following example shows a context menu that has been invoked by clicking the name of a Natural

object with the right mouse button.

 al X]

£
£

By SYSPCA &
E-gy SYSROC

M-y SYSRPC
F-{y SYSSEC
-y SYSEN
@8 SYSSPODA
Eﬁ. Programs

""" @ Catalog
:::::% ¢ B St

(73 Subpn lﬁ Execute

-7y Coppe ﬁ Debug

vaw Logical Yiew |=. F G4 Find Objects

Commard: I Fiename F2

20

Delete
& Cut Chrl+<
Ciopy Crl+C
E Easte B[+

L Piint Chl+P

Properties &J+E nter
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Issuing Commands Context Menus

e A different context menu is shown when you click the name of a library with the right mouse button. For
example:

2] x
F-{y SYSPCA -]
E-{zy SYSROC

-y SYSRPC

F-{ SYSSEC

- STYSSN

=- Wﬁ:ﬁ;“
Eﬁ, Pro Open Chrl+0

% Mew Source k
Ei% Mew Besource »
i (38 Catal

% Gl Find Dbjects

FE Sut Befresh F§
-y Lo
,}:u Logical Yigw E Fiznze B
Delete
Comrmand; I
& Cut Chrl+<
Ciopy Crl+C
E Easte B[+

Properties B t+E nter

When you click any other position outside the library workspace with the right mouse button, different
commands are shown in the context menu.

® The following example shows a context menu has been invoked by clicking the menu bar with the right
mouse button:

[X] Matural 5.1.1

Object  “Wiew Librap  Tosle Hals
Libram *orkzpace Alt+1

a M E :.: l. Application Workspace  Alt+2
%] % %] | % @ |7 Cammand Line Al+3

F Statuz Bar Alt+d
Rezults Alt+h

-y SYSPCA
F-(y SYSRDC [ Dbject
- SYSRPC v Edit
B SYSSEC v Taok
-3 S5TSEN
=@ SYS5POD _

Elﬁ Progra Windo

E% b Compiler Options

8 M

Libram

=8 PC Cuztomize. ..
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Context Menus Issuing Commands

e A different context menu is shown when you click the right mouse button in a program editor window. For
example:

8! DEMO [KDL - IBM2 [4714]] - Program =
DEFINE DP.R_}T.E‘JCM. ?
1 L [L5) Unda Chl+Z
END-DEFINI cu Feds (il
INPUT 'Eni
DISPLAY & o Luf (B %
END [Eapy (B 5
@ Paste Chrl+f
> Delete
@ Find... Ctrl+F
dm Find Mext F3
ﬂ"l I ﬁ Beplace. .. Chrl+H LILI
_ ﬁ Feplace Mext  Chi+F3

"1 GoTo.. Ctrl+G
ﬁr Open Chrl+0
i List

Note:
When a toolbar button or shortcut key is available, this information is shown in the context menu. Commands
that are dimmed, are currently not available.
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Issuing Commands

Creating User Libraries

Creating User Libraries

You will now create the following user libraries that will be used later in this tutorial:

e SPODLIB
e SPODADD
e SPODTEST

Make sure to create these libraries in an environment in which a Natural development server has been installed.

¥ To create the user libraries

1. Depending on the current view, you have to select one of the following (below the node of the development
server to which you have previously connected):

Logical view: "User Library"
Flat view: "FUSER"

File view: the name of the database

. From theLibrary menu, choosBlew.
Or click the right mouse button and from the resulting context menu, cNesge

A new library with the default name USRNEW is now shown in the tree.
The default name is selected so that you can immediately enter a new name. Any text you enter
automatically deletes the selection.

. Specify SPODLIB as the name of the library.

. Press ENTER
Or click any other position in the library workspace.

. Create the libraries SPODADD and SPODTEST as described above.

23
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Copying and Moving Objects Issuing Commands

Copying and Moving Objects

With the following exercises, you will

® copy the contents of the system library SYSSPODA to your user library SPODLIB,
® move all subprograms from library SPODLIB to library SPODADD,
® copy the program PGMCHECK from library SPODLIB to library SPODTEST.

These objects will be used later in this tutorial.

Different methods can be used to copy and move objects:

® menu commands (s&wopy andPastein the first exercise in this section)
e shortcut keys (see CTRL+C and CTRL+V the first exercise in this section)

e toolbar buttons (se andE' in the first exercise in this section)
e drag-and-drop (see the last two exercises in this section)

¥ To copy the contents of the system library SYSSPODA to the user library SPODLIB

1.

2.

AW

Select the system library SYSSPODA.

Click the right mouse button and from the resulting context menu, cGopge
Or press CTRL+C.

Or click the following toolbar button:

You can now paste the contents of the library to your user library.

. Scroll to the user library SPODLIB that you have previously created.
. Select the user library SPODLIB.
. Click the right mouse button and from the resulting context menu, cReste

Or press CTRL+V.
Or click the following toolbar button:

ic!

All objects from the system library SYSSPODA are now copied to your user library SPODLIB.

» To move all subprograms from the library SPODLIB to the library SPODADD using drag-and-drop

a b wnN kP

24

. Make sure that logical view is active.

. Click the plus sign next to the library SPODLIB to expand the tree.
. Click the "Subprograms" node and hold down the mouse button.

. Drag the selected object to the name of the node SPODADD.

. Release the mouse button.

All subprograms are nhow moved to the library SPODADD.
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Issuing Commands Copying and Moving Objects

¥ To copy the program PGMCHECK from the library SPODLIB to the library SPODTEST using
drag-and-drop

1. Make sure that flat view is active.

Thus you need not open the folder containing all programs which is provided in logical view.
. Under the node FUSER, click the plus sign next to the library SPODLIB to expand the tree.
. Click the program PGMCHECK and hold down the mouse button.
. Hold down CTRL.
. Drag the selected object to the name of the node SPODTEST.
. Release the mouse button and then CTRL.

The program is now copied to the library SPODTEST.

o Ul WN

Note:
When you move an object, you cut it at its original position and paste it at a new position. To copy an object,
press CTRL while dragging. This does not cut the object at its original position.
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Deleting Objects Issuing Commands

Deleting Objects

Since you have copied the program PGMCHECK in the previous exercise, it is available in two libraries. You
will now delete this program from the library SPODLIB. This exercise assumes that flat view is still active.

¥ To delete the program PGMCHECK from the library SPODLIB

1. Under the node for the library SPODLIB, select the program PGMCHECK.
2. From théDbject menu, choosBelete
Or click the right mouse button and from the resulting context menu, cbedse
A dialog box appears, asking whether you really want to delete the program.
3. Choose th¥eshutton to delete the program.

Note:
You can switch off display of delete messages. FronT tioés menu, choos®ptions. In the resulting dialog
box, display the "Workspace" tab, deselect the "Display delete messages" check box and clodmitta.

With all nodes expanded in flat view, your new libraries should now look as follows:

] x
=@ SPODADD -]
[ SUBT
i suB2
[ sUB3
[ SUB4
i SUB5

-G SPODLIB

----- IH] coPvC

58 MAINPGM

&8 MENUA

58 PROG1

{8 PROG2

% PROGZ —
g TExT1

- TEXT2

=@ SPODTEST

-[EB PGMCHECK ]

E:u Logical Yiew ; Flat Wigw n;a File "-.-’iewl
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Cataloging Objects
CATALL s one of the Natural commands for which a graphical user interface is provided in Natural Studio.

You will now catalog the objects of the libraries you have just created.

¥ To catalog all objects in a library

1. Select the library SPODLIB.

2. From thd.ibrary menu, choos€at All.

3. Or click the right mouse button and from the resulting context menu, cabsd! .
The "Catalog Objects in Librarfibrarynamé' dialog box appears.

4. Make sure that the option button "Catalog all sources" is selected.
Leave the check boxes in the "Object Types" group box with their default settings.

Catalog Objects in Library: SPODLIB |

Catalog Object: I"

— Achion

.............................................

" Recatalog only exizting modules

— Ohject Types
¥ DDMs [¥) ¥ Helproutines
V¥ Global Data sreas V¥ Maps
¥ Local Data Areas ¥ Programs
¥ Parameter Data Areas V¥ Dialogs
[V External Subroutines ¥ Claszes [4)
¥ Subprograms M) [T Generate new map source

Select Al Clear All

] Cancel Help

5. Choose th®K button.
A dialog box appears with statistics about the performed command.

Catall Statistics E3 |

Ohjects Current Correct Failed

5 5 5 0

Current object
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6. Choose th®K button to close the dialog box.
A dialog box appears, informing you that cataloging was successful.

NATURAL |

@ CATALL was successful.

7. Choose th®K button to close the dialog box.
8. Repeat the above steps for the libraries SPODADD and SPODTEST.

Note:

You can switch off display of success messages. Frofidbls menu, choos®ptions. In the resulting dialog
box, display the "Workspace" tab, deselect the "Display success messages" check box and db&ose the
button.
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Displaying the Last Commands
Natural commands can be executed from the drop-down list box of the command line.

Natural Studio saves each character string you enter in the command line for the current session. The drop-down
list box contains your last entries. You can select an entry and press ENTER to execute it once more.

Command: | j

SONVE B
EDIT MEMLT

LOGOM SPODLIE
LOGOM SYSPODA

When you enter the first character of a command that you have previously entered, the corresponding command
is automatically copied to the command line. In this case, you just have to press ENTER to execute it.

When the mouse pointer is positioned on the command line, you can use the right mouse button to invoke a
context menu. Using the commands from this context menu, you can, for example, paste a text string in the
command line.

TheLAST * command is an example of a Natural command for which a menu command is not provided with
Natural Studio. In contrast to the commands that you enter in the command linaSthé command displays

all system commands in the order in which they were entered in a dialog box. It considers all Natural commands
that were issued during a session: for example, when you click a library to log on to it, or when you execute a
program using a menu command, toolbar button or shortcut key. Furthermore, it allows you to select several
commands to be executed one after the other (see below).

If the command line is not shown in the Natural Studio window, display it as described previdisiylaying
the Command Line
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P To execute thdlAST * command from the command line

1. Enter the following command in the command line and press ENTER:

LAST *
The following dialog box is now shown:

T]LAST [X]

Last Commands Selected Commands

LOGOM 5v3TEM
LOGOM Sv3TEM
LOGOM SPODLIE

CATALL
LOGON SPODADD Copy » |
LATALL [Welete

LOGOM SPODTEST 4|—

(K | Help |
| |

2. On the left, select the first command that you want to execute.

3. Choose th€opy button.
The selected command is now shown on the right.

4. Optionally. Modify the command on the right (for example, specify another library name with the LOGON
command).

5. Repeat the above steps to copy all commands that you want to execute to the right.
The commands will be executed in the same sequence in which they appear in the list.

6. Choose th®K button to execute all selected commands one after the other.
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Listing Objects

You will now list the objects contained in one of the libraries you have previously created. You can do this in
two different ways:

® chooseOpen from the context menu, or
e enter thelIST* command in the command line

When using th©pen command, the contents of the window depends on the current view. For example, in
logical view, all folders are shown, and in flat view all objects are shown.

When enterind.IST * in the command line, all objects of a library are shown. The contents of the resulting
window is always the same. The current view is not considered. An advantagé&l&ftheommand is that you
can also specify that only objects starting with a specific letter are show.(STR* ).

¥ To list all objects in a library with the Open command

1. Make sure that logical view is active for this exercise.

2. Select the library SPODLIB in the library workspace.

3. Click the right mouse button and from the resulting context menu, cOpese
The following window appears displaying a list of folders.

#. Object types [SPODLIB - IBM2 [4713]] =] E3

Type Murmber | Size
(Bt Program: JiE 15545
{73 Copycodes | 1 71
oy Test 2 38

4. Double-click the "Programs" folder to display its contents.

B! Programs [SPODLIB - IBM2 (4713]] Mi=] E3
£ Mame Hzer D | Source Date Source Size | Catalog Date Catalog Size | Mode
tAINPGH JRAS 2001-071011:48 | &7 2001-10-08 10:06 | 3000 Structured
E% FMEMNLIT REE 2001-071011:59 | B5 2001-10-08 10:08 | 3000 Structured
E% FROG1 REE 2001-071011:59 | 73 2001-10-08 10:06 |+ 3250 Structured
E% FROG?2 REE 2001-0710 1200 | &5 2001-10-08 10:06 | 3000 Structured
E% FROG?3 REE 2001-07-1012:00 | B5 2001-10-08 10:08 | 3000 Structured

5. To change the display sequence, click the column header "Source Date".
An arrow is now shown in this column header indicating the current display sequence.
6. Click the column header "Source Date" once more.
This toggles between ascending and decending display sequence.
7. Close each of these two windows by clicking the standard close button at the top right of a window.
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Invoking Terminal Emulation

SYSBPM is a Natural utility for which a graphical user interface is not provided in Natural Studio. When you
invoke this utility, its character-based mainframe screen is shown in a terminal emulation window.

Note:
As long as terminal emulation is active, you cannot work with Natural Studio.

¥ To invoke the SYSBPM utility in a terminal emulation window

1. Enter the following command in the command line:
SYSBPM
The terminal emulation window appears.

] Terminal Emulation

Sezzion Edit Yiew Help

#EwES NATURAL EFM UTILITY #*##%#%
. - Main Menu - ¥pe Local NAT
EPPFROP OFF
Code Function

Buffer Fool
EF Cache 3

Code ..

Conmand ===
Enter-PFl1---FPFZ---PF3
Heln E Flip

You can now use the utility in the same way as on the mainframe. Command buttons are provided for
frequently-used PF keys. When they are not shown, you can display them as described with the following
step.

2. From theView menu, choose a PF-key set (for exampleKeys 1-12 to display the command buttons for
the PF keys.

3. To terminate terminal emulation, issue the EXIT command (either by issuing it in the command line or by
pressing the corresponding PF key).

You can now proceed with the next exercldandling Programs

32 Copyright © Software AG 2003



Handling Programs Handling Programs

Handling Programs

This section shows the most important steps for handling programs, including testing and debugging.
For more information, see Program Editor in the Natural for Windows Editors documentation.

For detailed information on the debugger and remote debugging, see Utilities in the Natural for Windows
documentation.

The following topics are covered below:

® Creating a New Program
e Stowing a Program

® Executing a Program

® Debugging a Program
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Creating a New Program

You will now create a small program which prompts the user for input and displays this input. You can create
this program in any library that you are allowed to use.

¥ To create a program

1. Click the name of the library in which you want to store the new program.

2. From thédbject menu, choosBlew > Program
Or click the right mouse button and from the resulting context menu, cNess&ource > Program
Or press CTRL+N.
Or click the following toolbar button:

An empty program editor window appears.

2! Untitled1 - Program

ol o

The status line at the bottom of the Natural Studio window now shows additional information (line and
column in which the cursor is currently positioned and the current size of the program).

When the program editor window is the active window, all toolbar buttons that apply to a program are
activated. When you move the mouse over the toolbar, tooltips appear. For example:

il e e EII:I"@ & [ S |

%500 U 0d B9 M T 2 [res T

3. In the program editor, enter the following code:
DEFINE DATA LOCAL
1A (A5)
END-DEFINE
INPUT 'Enter’ A
DISPLAY A
END
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Stowing a Program

You will now stow the program you have just created.

Since it is possible to edit several programs at the same time (this is not possible on the mainframe), you have to
make sure that the editor window for the program that you want to stow is the active window. To activate a

window, you simply have to click it.

¥ To stow a program

1. Make sure that the editor window containing your new program is active.

2. From theDbject menu, choos8tow.
Or click the following toolbar button:

E3

The "Stow As" dialog box appears.
Stow As |

WEEA(LIHTITLED! ok
Library: FOL Cariel

Libraries:

(K2
ME
4[]

Help

LI

-

Tope:

Frogram j

3. In the "Name" text box, enter "DEMOQ" as the name of your program.

4. To stow the program in the current library, choosédebutton.
If you have not switched off the success messages, a dialog box appears, informing you that the stow
operation was successful. When this dialog box appears, press ENTER to close it.
The new program is now shown in the library workspace. The title bar of the program editor window now
shows the program name, the library in which it is stored, and the name and port number of the current
development server.

5. Close the program editor by clicking the standard close button at the top right of the program editor

window.
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Executing a Program

You will now execute your DEMO program.

» To execute a program
1. In the library workspace, select the program DEMO.
2. Click the right mouse button and from the resulting context menu, cEzesate
Or click the following toolbar button:

le

The INPUT statement from the above example program invokes a terminal emulation window. You are

prompted for input.

m Terminal Emulation =] B
Seszzion Edit Wiew Help

PF1 | PE2 | PE3 | PE4 | PES | PEG | PE7 | PES | PED |PF1I]|PF11|PF12|

Enter

3. Enter the string "Demo" at the "Enter" prompt and press ENTER.
The DISPLAY statement from the above example program now shows the string you have just entered.
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Seszion Edit View Help

PF1| PF2| PF3| PF4 |PF5| PF6| PE? |PFB |PF9 |PF10|PF11|PF12|

0l-lo-08 10:51:13

L EMO

MOLE
4 ATT

] Terminal Emulation =] B3

4. Press ENTER.
The example program is ended and the terminal emulation window is automatically closed.
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Debugging a Program
You will now debug your DEMO program.

Note:
As long as the debugger is active, you cannot work with Natural Studio.

» 1o debug a program

1. In the library workspace, select the program DEMO.
2. From théTools menu, choosBevelopment Tools > Debugger
Or click the right mouse button and from the resulting context menu, cbedse)
%click the following toolbar button:
The Natural Debugger is invoked in a window of its own. The trace bar is positioned in the first executable
source code line (i.e. the line containing the INPUT statement).

“# Debugging remote HATURAL client [\\MAINFRAME:-K.OL::1%] [break]

Bun “anable Sowce Call:  Optionz  Window Help

I DEMO [Program]
8818 DEFIHE DATA LOCAL =
PO20 1 A (A5)

8838 EHD-DEFIHE

8048 IHPUT “"Enter" A
8058 DISPLAY A

8868 EHD

4 |

& Varable Fo - EIEIED
Library |[KOL Timel“]:EH DatelEl]l]1-1 0-08

3. From theRun menu, choosAnimated step inta
Or press CTRL+A.
Or click the following toolbar button:

Note:
Similar toolbar buttons are available for the comméBigp into andAnimated step into. Make sure to

click the correct toolbar button. When you move the mouse pointer over the toolbar buttons, descriptions for
the buttons are shown in the status bar.

The program is now executed step by step until the end of the program. The debugger steps through any
Natural object invoked or included.

The INPUT statement invokes a terminal emulation window.
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] Terminal Emulation =] B3

Seszion Edit View Help

PF1 | PE2 | PE3 | PF4 | PES | PEe | PE? | PE%S | PED |PF1I]|PF11|PF12|

Enter

Note:
It may happen that the terminal emulation window is hidden behind the debugger window.

4. Make sure that the terminal emulation window cannot be overlapped by the debugger window.
Otherwise you cannot see the result of the DISPLAY statement (see below) in the terminal emulation
window.

5. Enter the string "Demo"” in the terminal emulation window and press ENTER.
The debugger window is shown again. The trace bar is positioned in the next executable source code line.
The DISPLAY statement shows the string you entered in the terminal emulation window. The debugger then
proceeds to the last line and displays the message that the debugging session has terminated.

6. Click OK to close the message box.
The debugger window is also closed. The terminal emulation window is still shown.

7. To close the terminal emulation window, press ENTER

You can now proceed with the next exerclsecking and Unlocking

Copyright © Software AG 2003 39



Locking and Unlocking Locking and Unlocking

Locking and Unlocking

An object locking mechanism prevents concurrent updates when working with objects that are stored on a
remote development server.

The exercises below demonstrate locking for an object that you are currently modifying in the program editor.
You will map to the same development server once more. When you then try to open the same object from the
new session, a locking message is shown.

For more information, see Object Locking in the Single Point of Development documentation.
The following topics are covered below:

Opening an Object

Opening the Same Object from Another Session
Unlocking Objects

Displaying a List of All Locked Objects

Moving Folders Containing Locked Objects
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Opening an Object
When you open an object, it is locked for all other users until you close it.

You will now display the Natural code of the DEMO program that you have previously created. It is assumed
that logical view is active.

¥ To open the DEMO program in logical view

1. Under the node for the user library in which you have stored the DEMO program, click the plus sign next to
the "Programs" folder.
This expands the node and shows all programs in this library.

2. Click the name of the DEMO program with the right mouse button and from the resulting context menu,
chooseOpen.
Or press CTRL+O.
Or double-click the program name.
The program is now shown in the source area of the Natural Studio window. The corresponding editor is
automatically invoked.

8! DEMO [KOL - IBM2 [4713]] - Program

1 4 (45)
END-DEF IMNE
INFUT 'Enter' &
DISPLAY A

ENI

Lol o

Do not close this program editor window. Leave it open so that locking can be demonstrated with the next
exercise.

DEFINE DATL LOCAL g
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Opening the Same Object from Another Session

When you try to open an object that is currently being modified by another user, the corresponding lock message
is shown. This message tells you which user is currently modifying the object and the date and time it was
locked.

F 1o map the same development server once more and try to open a locked program

1. From theTools menu, choosMap> Environment.

Or click the following toolbar button.

The "Map Environment" dialog box appears.
2. Proceed as described un@ennecting to a Development Server for the First Time
3. In the new session, expand the node of the library containing the DEMO program.

4. Double-click the program name DEMO.
A lock message is now shown in a dialog box. For example:

Error - NAT7600 [IBM2 (4714)] x|
Obiject iz already locked by VU on 2002-10-29 at 11:18. Ok
Cancel
Mare >

5. Choose th®K button to close the dialog box.
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Unlocking Objects

You will now unlock your DEMO program from the session in which it is currently locked (not the session in
which it was opened).

Note:
When Natural Security is active, it is possible that you cannot use certain commands. Thus, it may be possible

that you are not allowed to unlock your own objects.

P To unlock a locked object

1. In library workspace, select the library containing the locked DEMO program.
2. From théTools menu, choosBevelopment Tools > Unlock Objects
Or click the following toolbar button:
®
The "Unlock Objects" dialog box appears. The name of the library that is currently selected in library
workspace is automatically provided.

3] UNLOCK Objects E

— Objects

Application name: I

Library: IKEIL DEID: I'IEI EMR: IEM'I

Ohject narme: I“
Object type: I" j
— &dditionals
Locked uzer 1D IKEIL
Locked date: I j
k. Cancel Help

Enter application name, blank ar azterizk notation,

3. Choose th®K button (without entering any information).
The results window is now shown in the Natural Studio window.

|
| Type | Library: | DEID | FrE, | Locked User ID | Locked Date | Message |
Program & ooo10 o003z ML 2002-10-29 111822

Ly Find Objects | G& Cat Al S Unlock Objects I

4. In the results window, click the object to be unlocked with the right mouse button.

5. From the resulting context menu, choosdock Objects.
The object is still shown in the results window. The "Message" column, however, indicates that the object

has been unlocked.
6. To hide the results window, click the standard close button at the top of the results window.
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Or from theView menu, choosResults
Or press ALT+5.

When the results window is not shown in the Natural Studio window, no check mark is showdiawthe
menu next to th&esultscommand.

Note:
You canundock and dockhe results window as described previously in this tutorial.
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Displaying a List of All Locked Objects

You can display a list of all locked objects for the currently active development server. This includes the objects
of all users in all libraries. You can unlock any object contained in this list.

It is only possible to display and unlock objects from another user in a non-secure environment (i.e. when
Natural Security is not active on the development server). In a secure environment, the administrator defines

which user locks may be unlocked by other users.

¥ To display all locked objects

1. From theTools menu, choosBevelopment Tools > Unlock Objects
Or click the following toolbar button:

®

The "Unlock Objects" dialog box appears.

2. Enter an asterisk in the "Library" text box.
This displays the locked objects in all libraries.

3. Enter an asterisk in the "Locked user ID" text box.
This displays the locked objects of all users.

[{] UNLOCK Objects Ed

— Objects

Application name:

Library: I“ DRID: I'IEI EMR: IEM'I
Ohject narme: I“
Object type: I" j
— &dditionals
Locked uzer 1D I"
Locked date: I j
k. Cancel Help

Erter uzer |0 ar asterizk natation. |

4. Choose th®K button.
The results window is shown again. Since this is the second time you isstddble Objects command,

an additional "Unlock Objects" tab is provided.
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|
| Type | Librar | DEID | FhiF. | Locked User ID | Locked Date | Message |ﬂ
Progran GFR oonin a3z GFR 2002-08-05 16:20:30 el
Progran 450 oonin a3z A50 2002-10-07 17:06:12
Progran ik oonin a3z WE 2002-06-04 12:59:11
Progran 40000000 oonin a3z A50 2002-09-12 10:21:25
Prograrn A3 ooo1o ooz ASO 2002-09-12 10:25:29
Program AHAL oooio ooz NATURAL 2002-07-16 14:45:30 LI
) = !
Ugly Find Objects | CataAll| 5 Unlock Objects T Unlock Objects I

5. If you want to delete the first "Unlock Objects" tab, click it to display its contents.

6. Click an object in the "Name" column with the right mouse button and from the resulting context menu,
chooseDelete Tah

7. Before you continue with the next section, hide the results window as described above.

46 Copyright © Software AG 2003



Locking and Unlocking Moving Folders Containing Locked Objects

Moving Folders Containing Locked Objects

Locked objects cannot be moved.

When you try to move a folder containing locked objects to another folder (for example, via drag-and-drop), a
lock message appears.

Error - NAT7600 [IBM2 {4714}] a x|
DEMO: NAT7E00 Object is locked by MU on 2002-10-30 at 08:58, Ok
Cancel
Moare >3

Choose th®©K button to close the dialog box. Another dialog box appears, asking whether you want to continue
the move.

Move Objectts) |
O T —

@ Do pou wigh to continue the mowve?

Tex

. Cancel |

When you choose théesbutton, all objects except the locked objects are moved.

You can now proceed with the next exercldandling Applications
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Handling Applications

An application is a collection of Natural objects and non-Natural objects which build a functional unit from the
business point of view.

There are two types of applications:

® Base application
A set of Natural objects that are stored in the same user system file (FUSER). You can link objects of
different libraries to a base application.

e Compound application
You can link several base applications to a compound application. A compound application can be spread
across different hosts.

For detailed information, sefpplication Concepin the SPoD documentation.
The following topics are covered below:

Prerequisites

Displaying the Application Workspace

Creating a Base Application

Creating a Compound Application

Linking Objects to a Base Application

Linking Base Applications to a Compound Application
Managing Linked Objects

Mapping an Application

Displaying the Properties of an Application

Note:
The applications that you will create with the exercises below do not run. Their purpose is just to demonstrate the
basics for handling applications.

Prerequisites

It is assumed for the following exercises that you have:

® copied the contents of the system library SYSSPODA to your user library SPODLIB,
e moved all subprograms from library SPODLIB to library SPODADD,
® copied the program PGMCHECK from library SPODLIB to library SPODTEST

as describegreviouslyin this tutorial.
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Displaying the Application Workspace

The application workspace is the area in which all known applications can be displayed. It provides the same
views as the library workspace (logical view, file view and flat view). Your application workspace is initially
empty.

When you start Natural Studio for the first time, your application workspace is not shown. The exercise below
explains how to display it. It is initially displayed at the right of the Natural Studio window.

m Matural 5.1.1 =] 3
Object Wiew Library Toolz Help
S G
SR 20 B 2 e T o
mEl Al x]
--g& SPODADD -] +- 92 Applications
+-{ 7y Subprograms
= ﬂ SPODLIB
- g Programs
[rg MAIMPGHM
[rg MEML
[rg FROG1
[rg FROGZ ==
[rg FROG3
+-{ 7y Copycodes
+-{ 7y Test ﬂ
= Logical View | e FlatView | pas File View = Logical View | cm, FlatView | g File View

Command: | ﬂ Library: [KOL Ervironment; [IBM2 [4713]

» 10 toggle application workspace display

e From theView menu, choos@pplication Workspace.
Or press ALT+2.

When the application workspace is displayed in the Natural Studio window, a check mark is shown next to
the Application Workspace command.
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Creating a Base Application

You will now create two base applications with the names SPODAPPL1 and SPODAPPL2. You will create
them on the same development server that you have previously defined for library view.

¥ To create a new base application

1. In the application workspace, click the node name "Applications" with the right mouse button.

2. From the resulting context menu, chogsv.
The "Map Application Server" dialog box appears. This dialog box appears when you work with
applications for the first time. You have to enter the development server on which the Application Manager
is located. A development server session will then be started for the connection to the Application Manager.
When Natural is started the next time, the development server session for the Application Manager
connection will be started automatically and this dialog box will appear only if additional information (e.g.

a password) is required.
Map Application Server |

— Semver

M ame:; I

Fuort; I

— Startup

Sezzion Parameters: I

Userid: koL

Fazzwiord: I

] Cancel Help

3. In the "Name" text box, enter the name of the development server on which the Application Manager is

located.

4. In the "Port" text box, enter the port number of the development server.

5. If Natural Security is installed on the development server, specify the required password in the "Password"
text box. Otherwise, leave this text box blank.

6. Choose th&K button.
The "New Application - Base Settings" dialog box appears.
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Mew Application - Base Settings
et
NATURAL N arme:
Type of Application
{*+ Base " Compaound
5 scftmens
Lo
Cancel Help
7. Enter the name SPODAPPL1 for your first base application.
8. Make sure that the "Base" option button is selected.
9. Choose thalext button.
The "New Application - Description" dialog box appears.
Mew Application - Description
— Dezcription:
NATUAAL
& scltmr R
[
< Back Hext = Cancel Help

10. Optional. Enter a description for your application.
This can be any text.

11. Choose thBlext button.
The "New Application - Environment Settings" dialog box appears.
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12.

13.

14.

52

Mew Application - Environment Settings
Server |EM
et
Port: 4713
NHTL_J_F{HL Profile Settings
I arne: |
Database id: |
£ softurs i
— File pumber: |
¢ Back Einizh Cancel Help

Name and port number of the application server that you have previously mapped ("Map Application
Server" dialog box) are provided as the default values for the new application. For this tutorial, we will use the
default values. The application server is the development server where the Application Manager is located.
Note:

It is also possible to use another development server.

Optional. Specify the profile settings (Name, DBID and FNR) to control the session settings as on the
mainframe.

Choose thEinish button.

Note:

If a password is required, the "Map Applicatipplicationnamédialog box appears. Server name, port
number and session parameters cannot be changed in this dialog box. They are fixed for an application. If this
dialog box appears, specify the password and choosaikhegutton.

The new application is now mapped. It is shown in the application window. Each time you map an
application, a new development server session is started for this application.

Repeat the above steps to create the second base application with the name SPODAPPL2.

You will later link objects to these two base applications.

Note:

Since you have already defined the development server for the connection to the Application Manager, the
"Map Application Server" dialog box is not shown for the second application.
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Creating a Compound Application

You will now create a compound application with the name SPODCOMP.

¥ To create a new compound application

1. In the application workspace, click the node name "Applications" with the right mouse button.
2. From the resulting context menu, chogsv.
The "New Application - Base Settings" dialog box appears.
Enter the name SPODCOMP for your compound application.
. Make sure that the "Compound" option button is selected.
4. Choose thalext button.
The "New Application - Description” dialog box appears.
5. Optionally. Enter a description for your application.
This can be any text.
6. Choose th&inish button.
You will later link your two base applications to this compound application.

Note:
If a password is required, a dialog box appears in which you have to specify the password.

w

Your application workspace should now look as follows:

 al X

-y SPODAFPLY
- SPODAPPL2
-y SPODCOMP

= Logical Yiew | — Flat View | gg File Yiew
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Linking Objects to a Base Application

You can link any existing Natural object of the attached development server (for example, a program or map) to
your application.

With the exercise below, you will link the following objects to your base applications:

SPODAPPL1SPODAPPL2
SPODADD |SUB1 SUB2
SUB2

SPODLIB |MAINPGM |MENU1
MENU1 PROG1
PROG3 TEXT2
TEXT1

SPODTEST] PGMCHECK

¥ To link objects to a base application

1. Inthe application workspace, click your base application SPODAPPL1 with the right mouse button.
2. From the resulting context menu, chobis .
The "Link Objects to Application" dialog box appears.

Link Objects to Application

RS Ere ATOAA 2® COOLTESL & IULSDOLR
A2PDA AR aT0aN IUPDPCDO
= JH BELOWY GGSTEST i

™) i & BOE1 *EGUIDS KSPHUHLU
] ALTOAL 28 CL55 B IULMME ML LARGE
ALTOAL-A PCLIKEY ILILPMENL I=H L
[ APROGT @ CLPRO = IULSCLRD B3 tapo0
| 0
Ohject Mame: I (i
Objects of Type: I.fi'-.ll Programming Objects j Cancel

3. From the "Look in" drop-down list box, select the library SPODADD.
The content of the selected library is now shown in the dialog box.
4. Select the objects SUB1 and SUB2.
To select more than one object, press CTRL while selecting the objects with the mouse.

54 Copyright © Software AG 2003



Handling Applications Linking Objects to a Base Application

Link Objects to Application

|sPODADD =
Object Mame:  [SUBT; 5UB2 .
Objects of Type: I.ﬂ.ll Frograrmming Objects j Cancel

5. Choose th&K button.
When you expand the nodes in the application workspace, the linked objects are shown.

al x

E--I_E'Fé Applications

S8 SPODAPPLI

=-La& User Libraries

Eﬁ. SPODADD
Elﬁ Subprograms
% S1B1

E SR

P SPODAPPLZ

----- Ty SPODCOMP

= Logicaliew | e Flat iew | pas Filetiew

Note:
In logical view, the selected objects are automatically placed in the corresponding folders (i.e. a "Programs

folder is shown for all programs that you have selected).
6. Repeat the above steps to link the remaining objects as indicated in the above table.

Note:
If you notice that you have linked a wrong object to your base application, you can unlink it. To do so, select the
wrong object in the application workspace, click the right mouse button and from the resulting context menu,

chooséUnlink .
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Linking Base Applications to a Compound Application

You can link any existing base application on the attached development server to a compound application. You
can also link base applications that are stored on different servers. A compound application thus allows you to
combine objects that cannot be combined in library workspace.

You will now link your two base applications SPODAPPL1 and SPODAPPL2 to your compound application
SPODCOMP.

¥ To link base applications to a compound application

1. In the application workspace, click your compound application SPODCOMP with the right mouse button.

2. From the resulting context menu, chobisek .
The "Link Application to Application" dialog box appears.

Link Application to Application

Applications:
M ame | Type | Server | Puort |
SPODAPPLA Baze IEMZ 4714
SPODAPPLZ Baze Bk 4714

Userid: koL

Pazzword: I

] Cancel Help

3. Select your first base application named SPODAPPL1.

4. Optionally. If a password is required, specify it in the "Password" text box.
If you do not specify a required password, an additional dialog box will later prompt you for this

information.
5. Choose th&K button.
6. Repeat above steps to link second base application named SPODAPPL?2.
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Managing Linked Objects

The objects in the application workspace are just references (or links) to the objects on the development server.
They are not copies. For example, when you add a new program it will be visible in both the library workspace
and the application workspace.

When you want to modify an object, you can do this either in the library workspace or in the application
workspace. When an object is currently being modified by another user, the corresponding lock message is
shown. A lock message is also shown when you try to open an object in library workspace that you are currently
modifying in application workspace (and vice versa).

Note:
Not all commands are available in application workspace. For example, the conPeteidandRenameare
only available in library workspace.

The following exception applies in application workspace when cataloGigALL ) the objects in a library:

only the objects that have been linked with the application are cataloged (i.e. only the objects that are shown in
the application workspace). The objects that are only shown in the library workspace are ignored. To find out
which objects have been cataloged for the library that is currently selected in library workspace, [987e the

* command from the command line. You can then check the catalog date in the resulting window. The catalog
date in the following example shows that only the first two objects have been cataloged recently.

N ENE Type Uzer ID | Source Date Source Size | % Catalog Date | Catalog Size | Mode
FEEMEMUT | | Program  RKE  2001-07-1011:59 55 2001-10-0813:30 3000 Structured
Ez% PROG1T Frogram | REE 2001-071011:89 | 73 20011008 13:30 | 3250 Structured
Ei% PROGZ Program | REE 2001071071200 | 55 2001-10-0810:06 | 23000 Stuctured
E% MalHPGM | Program | REE 2001-071011:46 | &7 2001-10-08710:06 | 23000 Stuctured
Ez% FROG3 Frogram | REE 2001071071200 | 55 2001-10-08 710:08 | 3000 Structured
Eﬂ TE=T2 Text REE 2001071071201 | 49
Eﬁ TE=T1 Text REE 2001071071201 | 49
E} COPYC1 | Copycode | REE 2001-071011:44 1 1 Structured
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Mapping an Application

When you map an application, it is shown in the application workspace. You can map all applications that have
already been defined on the development server that you have defined in the "Map Application Server" dialog
box (i.e. the development server on which the Application Manager is located).

Each time you restart Natural Studio, your application workspace is empty. To display the previously mapped
applications, click the plus sign next to the node name "Applications”. As a result, all previously mapped
applications are mapped again. If a password is required, further dialog boxes may appear in which you have to
specify the missing information.

The following exercise explains how to map applications that you have not previously created (for example,
applications that have been created by other users).

¥ To map an application

1. In the application workspace, click the node name "Applications" with the right mouse button.

2. From the resulting context menu, chobkss.
The "Map Application” dialog box appears providing a list of all defined applications.

Map Application |
Applications:
M arme | Type | Server | Foart |
APPLT Baze IBR 2 4713
ExaAPPL Baze IEM2 4713
SPODAPPLI Baze IBM2 4714
SPODAPPLZ Baze IBR 2 4714
SPODCOMP Compound 1]
Wserid: koL
Pazaword; I
] | Cancel Help

3. Select the application you want to map.

4. Optionally. If a password is required, specify it in the "Password" text box.
If you do not specify a required password, an additional dialog box will later prompt you for this
information.

5. Choose th®©K button.
The application is now shown in the application workspace.
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Displaying the Properties of an Application

If you need information about an application in the application workspace or if you want to change the settings
of the application, you can display its properties.

» To display the properties of an application

1. In the application workspace, click the application for which you want to display the properties with the
right mouse button.

2. From the resulting context menu, choBseperties.
Or press ALT+ENTER.

The "ApplicationapplicationnameProperties" dialog box appears.

Application SPODAPPL1 Properties |
GEHETE" Drezcription I E nvironment I
M arne: SPODAPPLI
D atabaze id: 10
File number: 341
Type: Baze
b odified: 200710021248 KOL
Created: 2001-10-08 1238 KOL
ak. Cancel ) [ Help

3. Click the tabs "Description" and "Environment" to view the corresponding properties.
4. Choose th®K button to close the dialog box.

You have now successfully completed this tutorial.
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