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First Steps

This tutorial provides a very simple and brief introduction to Entire Screen Builder. It is intended to get
you, the rules developer, started with the basic steps that are required to define transformation rules in
order to present your character-based host screens as Windows dialogs. Therefore, it is important that you
read the following topics in the sequence indicated below.

Introduction

Preparing to Use Entire Screen Builder
Defining Basic Rules in Global Scope
Defining Basic Rules in Application Scope

Defining Basic Rules in Map Scope

LI I S S S

Defining Extended Rules in Application Scope

Estimated duration for this tutorial: 2 hours.
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Introduction

This section provides the following information:

® About This Tutorial
® Basic Steps

About This Tutorial

First-time users are recommended to work through this tutorial to obtain an overview of how to work with
Entire Screen Builder. This tutorial is not intended to be a comprehensive description of the full range of
possibilities provided by Entire Screen Builder. Therefore, explanations are kept to a minimum. For a full
description of each feature, refer to $ieK documentation.

This tutorial assumes that Entire Screen Builder has been installed with a developer license. This installs
the SDK. This tutorial also assumes that your character-based application is running on a mainframe.

A This tutorial assumes that you have a default installation of the Entire
Screen Builder developer version. If you have modified the server
settings or installed other components (for example, another HTTP
server such as the Microsoft Internet Information Server), the
detailed step-by-step descriptions in this tutorial may not work for
your specific installation.

In this tutorial, several basic rules are defined for Con-nect, Software AG’s office system. If Con-nect is
not installed in your environment, you can also use any other application. Extended rules are illustrated
using a logon screen.
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Basic Steps

In order to create the transformation rules, you will perform the following basic steps in the course of this
tutorial:

1.

N

6.

Define a rules repository with the System Management Hub.

This repository contains the demo data installed with Entire Screen Builder.

Define a host session with the System Management Hub.

This host session can then be invoked in a viewer.

Define the server settings with the SDK.

The Windows Viewer can then be invoked from the SDK.

Open the required scope.

You can either define transformation rules in global scope (i.e. these rules are then applied to all host
screens for which an application scope has not been defined), in application scope (i.e. these rules are
only applied to the screens for which a unigue identification that you have defined is detected), or in
map scope (i.e. these rules are only applied to a specific screen for which a unique identification that
you have defined is detected).

Save a screen file and define the transformation rules.

You can use the screen file as a template for defining the transformation rules. For example, you can
define that toolbar buttons are shown instead of PF keys, or that the name of your host application is
shown in the title bar of the viewer.

Check how your rules are applied in the viewer.

You can now start with the exercis®separing to Use Entire Screen Builder
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Preparing to Use Entire Screen Builder

This section provides the following information:

Starting the System Management Hub
Stopping the Entire Screen Builder Server
Defining the Rules Repository

Defining a Host Session

Starting the Entire Screen Builder Server
Defining an Alias for the Images Folder
Starting the SDK

Defining the Server Settings

Invoking the Windows Viewer
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Starting the System Management Hub
The System Management Hub is used to administrate the Entire Screen Builder Server.

If you do not specify otherwise during installation, an Entire Screen Builder folder automatically appears
in the Programs folder of the Start menu after Entire Screen Builder has been installed. It contains the
shortcuts for the Entire Screen Builder components, including the System Management Hub.

P Tostart the System Management Hub

1. From the Start menu, chod3egrams > Software AG Entire Screen Builder 4.3.1 > System
Management Hub
This displays an HTML page containing the following in your browser:

Welcome to the
Software AG

Login
System Management Huh
=zer name:
||
Pazzward:
Managing all Software AG products Loain Clear
on all platforms. d

[ Sothware A% | Contact | About ]
Capyright 2001 Saftware AG, Uhlandstr.12, D-63297
Crarmstadt

2. Enter your user name and password.
This is the user ID and password for the machine on which the System Management Hub is running.
3. Choose thkogin button.
The main HTML page for the System Management Hub is now shown.
4. In the tree-view frame at the top left, click the plus sign next to the host name to expand the object.
The object "Entire Screen Builder" is now shown in the tree.

&. Managed Hosts
= B pckall . software-ag. de
=5 Entire Screen Builder

@ System Management Hub
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Stopping the Entire Screen Builder Server

The properties of the Entire Screen Builder Server (the rules repository and the host session that you
define with the following exercises) can only be modified when the server has been stopped.

P To stop the Entire Screen Builder Server

1. Select the "Entire Screen Builder" object (i.e. the name next to the plus sign).

2. In the command frame at the bottom left, clickShap button.
A message indicating that the server has been stopped is shown in the detail-view frame on the right.
This may take a while.

3. In the detail-view frame, click th@K button.

Defining the Rules Repository

All image files for the rules that you define with the SDK are stored in the rules repository. The SDK
stores the files with relative path names - relative to the current repository setting. So that the sample
image files that are delivered with Entire Screen Builder and that you define in the course of this tutorial
can be found, you have to define the folder "sampleconf" that is installed with Entire Screen Builder as the
new rules repository.

The rules repository is defined using the System Management Hub.

» To define the rules repository

1. Click the plus sign next to "Entire Screen Builder" to expand the object.
This displays the additional objects.

@; Administrators

--EE Gui Terminals kMaodule

@ HTTF Server

Eﬂ Character Terminals Module
-a Host Sessions

-Ea Color Schermes

-a Key Schemes

----- € Users

el Groups

2. Select the "Gui Terminals Module" object.
The module settings are now shown in the detail-view frame.
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Froperty |Walue

3 Rules Ilk}:‘ul:'rngram Files\Software AG\Entire Screen Builder $\Repository
repository:

Browse. ..

E Tirmeaut: ||:|

|Ipdate confiquration

Lizten address
% " DEFAULT (part 22367)

add | Edi Delete

3. Define the following folder as the new rules repository:
<drive >:\Program Files\Software AG\Entire Screen Builder

A\samples\sampleconf
Or choose th&rowse button to select this folder from a dialog.

4. Choose th&lpdate Configuration button.
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Defini

The host sessions that are to be shown in a viewer are defined using the System Management Hub.

ng a Host Session

P To define a host session

1. Select the "Host Sessions" object.

Commands button for adding different types of host session are now shown.
2. Click theAdd button for the desired session type (Add Telnet TN3270 session

First Steps with Entire Screen Builder Version 4.3.1

A dialog box for the specified session type appears.

3. Specify at least a session hame and a host name or IP address.

For example:

General Property  [Value
ok Session type: Telnet TRIZ/O
ID|Session ID:
"B Session name: My Session
€ Calor scheme: sagoalars |
& Key scheme: sagkeysi |

Communication Property

“Walue

For an Open Systems host (Natural UNIX or Natural OpenVMS), you also have to specify the
service name of Entire Screen Builder on Open Systems (e.g. NSWDEMO).
4. Click theSave new sessionutton at the bottom of the detail-view frame.

IP \Host name / IP address: Iihm'l_guﬂware_ag_de
R% | Port number: |23
(9Terminal type: lIRK=778-2 |
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Starting the Entire Screen Builder Server

So that you can connect to the session you have just defined (this is explained later in this section), you
have to start the server again.

P To start the Entire Screen Builder Server

1. Select the "Entire Screen Builder" object.
2. In the command frame at the bottom left, clickSkart button.

A message indicating that the server has been started is shown in the detail-view frame.
3. In the detail-view frame, click thH@K button.

Defining an Alias for the Images Folder

So that images can be displayed in the Entire Screen Builder GUI viewers, you have to define an alias
which points to the folder containing the images for the transformation rules that you will define with the
SDK. This can only be defined when the Entire Screen Builder Server is running.

P To define an alias for the images folder

1. Click the plus sign next to "HTTP Server" to expand the object.
2. Select "Alias List".
The defined aliases are now shown.

Add Femuove
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3. To add an alias, click the "Add" button.
This displays the following:

@] Alias name: |'|
|Alias falder: I

(]2 Cancel

4. Specify "Demo_Repository" as the alias name.
Specify the following as the alias folder:
<drive >:\Program Files\Software AG\Entire Screen Builder
4\samples\sampleconf
6. Click theOK button.
You can now quit the System Management Hub.
7. To quit, select the name of the host under which the "Entire Screen Builder" object is located.
8. In the resulting command frame, click thagout button.
You can now simply leave the HTML page.

o

10
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Starting the SDK

If you do not specify otherwise during installation, an Entire Screen Builder folder automatically appears
in the Programs folder of the Start menu after Entire Screen Builder has been installed. It contains the
shortcuts for the Entire Screen Builder components, including the SDK.

P To start the SDK
e From the Start menu, chooBeograms > Software AG Entire Screen Builder 4.3.1> SDK.

When you start the SDK, the following application window appears:

& Entire Screen Builder SDK

File “iew Optionz Seszion Help

”Iﬁ N | | L E ||Eatl | %. JT-EL | E@ |IDiaIngsDnlyinapplin:atin:unj| g @

Feady ROwW:2, CcOL79 | | | g

Directly after starting the SDK, only the mertite, View, Options, SessiomandHelp are available.
When you have opened a scope, additional menus will be available. This will be explained later in this
tutorial.

11
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Defining the Server Settings

So that you can invoke the Windows Viewer and check how your transformation rules are applied, you
must define the server settings. The following exercise describes the minimum configuration information
that has to be defined.

» To define the server settings

1. From theSsessiommenu of the SDK, chood#roperties.
The "Client Control Properties" dialog box appears.

]|

Client Control Properties

i Server | HTTP I .fl‘-.spectl

Server address:

Server port:

|127.0.01

IEESE? 3:

Connection aumber: I'I 3:

Use anonymous Jogon: W

Force Open Systems logon: T

Ilze compression: [ Usze PC logon nanme: (Il

] Cancel Sl

2. Specify the following information on the "Server" property page:

Property Description

Server address | If the Entire Screen Builder Server and the SDK are on the same machine, you
may use 127.0.0.1 (local machine). Otherwise specify the IP address or hame

of the machine on which the Entire Screen Builder Server is running.

The number of the port where the Entire Screen Builder Server listens. Hor this
tutorial, you need not modify the predefined value.

Server port

Connection numbe Specify the ID of the session that you have previously defined in the System
Management Hub. The session ID is automatically created in the Systen
Management Hub when you add a host session.

3. Select the "HTTP" tab.

12
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4. Specify the following information on the "HTTP" property page:

Property Description

HTTP server addres The IP address or host name of the machine on which the HTTP server is
running. If the Entire Screen Builder Server and the SDK are on the same
machine, this is the IP address or name of your PC. Do not use 127.0.41
(local machine).

HTTP server port | The number of the port where the HTTP server listens. For this tutorial,[you
need not modify the predefined value.

Image repository | Specify "Demo_Repository". This is the alias name you have previously
defined with the System Management Hub.

For example:
Client Control Properties E3 |

Server HTTF | Azpect I

HTTP Server address: Ipcknﬁ
HTTP Server part: ISDDDD 3:
Image reposzitary: IDemD_FI epogitary
Turneling
HTTP tunneling: [ Tunrelne el bmesecands]: IED
SecureHTTEEEL I (e I icrozoft Web Server j
k. Cancel | Apply

5. Choose th®K button to save your specifications.
Now that the server settings have been defined, you can invoke the Windows Viewer from the SDK.

13
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Invoking the Windows Viewer

You will now start the Windows Viewer with the host session you have previously defined.

Note:
When a message appears indicating the connection to the viewer has been refused, the Entire Screen

Builder Server has not yet been started (see above).

» To start the Windows Viewer

1. From theSessiormenu of the SDK, choosgonnect
Or click the following toolbar button:

&

The host session is displayed in the Windows Viewer.
2. Use the Windows Viewer to log on to your application.
For example:

14
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"I SDK - Entire Screen Builder Window Viewer

File Edit “iew Utilities Optionz Dewvelopment Help

Pal PA2 PA3 Clr Attt Rst Sys

16:43: 16 Term DAEFTCRLE BNH3ETOE DAE W2 N TUserid Z0/06,/01
SoESEEEERE An GGEEEEEEEE
SRESSEEEEERE Anhh GEEEEEEEEEE
=3 =3 AR AL GG GG
=353 An An GG
SoEEEEREEEE An An GG GEEEE
SoEEEEEEEEE ApphppnnnnDR GG GGEGEE
=353 Appphhphnnpphd GG GG
=353 =35 An W P GG
SoELREEREREEE A An GEEEEEEEEEE
SSEBEEEREES Ad AA GEEEEEEEG
N-MACHINE
L ARMETADT
NETwork Parallel Application Session System — Wersion 3.1.0
Userid: Password: New Password: ==
Dptinns:l
R |SKIP

When no rules have been defined, only the built-in rules are applied: edit boxes are shown instead of
input fields, and double-clicking the left mouse button is equivalent to pressing the ENTER key. Not
many differences will be noted in relation to the original character screen. You navigate through your

application as usual.

Do not close the Windows Viewer in which your application is shown. Leave it active during the

whole course of this tutorial.

You can now proceed with the next sectiDefining Basic Rules in Global Scape

15
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Defining Basic Rules in Global Scope

The transformation rules defined in global scope will be applied each time no other scope (application
scope or map scope) is detected.

This section provides the following information:

Opening Global Scope

Defining Font and Colors in Global Scope

Checking How the Rules for Global Scope are Applied
Saving a Character Screen as a Screen File

Defining an Application

Checking How the Rules for Application Scope are Applied
Defining the Last Rules Used

Opening Global Scope

As long as an application has not been defined, only global scope is available.

» To open global scope

1. From therile menu of the SDK, choogepen Scope
Or click the following toolbar button:

O]

The "Open Scope” dialog box appears.
2. Select the "Global" option button.

T S |

— Select zcope
' Globat
™ Application: I DEMO j
= e -
ak Cancel | Help

3. Choose th®K button to open global scope.

16
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Defining Basic Rules in Global Scope

Defining Font and Colors in Global Scope

You will now define a simple basic rule that applies to all of your host screens. More basic rules will be

defined later when you work in application scope.

» To modify font and/or colors

1. From theBasicmenu, choosEont and Colors
The "Font and Colors" dialog box appears.

2. Make sure that this rule is not disabled (if it is disabled, remove the checkmark from the "Disable the

Font and Colors rule" check box).

Font and Colors

[T Disable the "Font and Colors” rule

[T Use the colors sent from the host

B ackground colar: ||:| Cilver j

— Font and colarz

Marmal: Entire Screen Builder Setup...
Underline: Entire Screen Builder Setup...
Intensified: Entire Screen Builder Setup...
Blinking: Entire Screen Builder Setup...
Reverse: Entire Screen Builder Setup...

k. Cancel Help

The settings for blinking are ignored in a mainframe session. They are only used in a UNIX or

OpenVMS session.

3. Choose th8etup All button to change the font and color for all attributes shown in the dialog box.

The "Font" dialog box appears.

17
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Font |
Font style:
IFieguIar ] 4
Finedsys Italic Lancel
H Garamond Bold
H Georgia I |Eold Italic
' Haettenschweiler
Impact
T Letter Gothic MT =]
— Effects — Sample
[ Stikeout
LaBbTya
[T Undedine yes
Color:
I- Elack j Scripk:
I"-.-'-.n"estern j

4. Select another color (for example, "Navy").
If you want, you can also define another font.

5. Choose th®©K button.
The "Font and Colors" dialog box nows shows the new settings.

6. Choose th®K button to close the "Font and Colors" dialog box.

Checking How the Rules for Global Scope are Applied
You will now check how the rule you have just defined is applied in the Windows Viewer.
The Windows Viewer should still be active in the background.

Note:
TheReload Rulescommand is only available when you have installed a development version of Entire

Screen Builder.

P To check the rules in the Windows Viewer

1. Go to the Windows Viewer.

2. From théDevelopmentmenu, choosReload Rules
This reloads the rules and refreshes the screen. With the new color you have defined in the above
exercise, a host screen may now look as follows:

18
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SDEK - Entire Screen Builder Window Yiewer

19
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Saving a Character Screen as a Screen File

You can capture and save the character screens of your application and use them as templates for defining
the rules. To access and save the screens, you have to use the Windows Viewer.

The screen you will now capture is later used as a template for defining rules in application scope. It is
therefore recommended that you capture a screen which contains many standard elements of your
application. In this tutorial, the Con-nect menu will be used.

Note:

It is also possible to capture and save each screen that you access automatically. In this case, all screens
received from the host are automatically shown in the scope window. The exercises below, however,
assume that the autocapture function has been disabled. To check the settings for the autocapture function,
chooseConfigure Capture from theFile menu of the SDK.

20
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» To capture a screen

1. In the Windows Viewer, access the screen you want to capture. For example:

.I:‘-'_ SDK - Entire Screen Builder Window Yiewer
File Edit “iew Utlities Options Development Help
PAT FA2 PA3 Clr Att Rst Sys
16: 5E *** CON-NECT 3 * *=* Z0. Jun. Z001
Cabinet LS Menn Mednesday
Commaryd Description Jure July
—————————————————————————————————— Mon 4 11 18 E5 £ 9 1l EZ =0
I Inbaszket Tue £ 1z 19 Zg 2 10 17 24 =21
b Zend Memo Med & 13 E0 E7 4 11 18 EE
P Phonepad Thu 7 14 E1 E8 E 1z 19 Eg&
Fri 1 & 15 &z E9 & 13 E0 E7
F Display Folder Bat 9 15 E3 30 7 14 E1 E8
I Display Document Bun 3 10 17 E4 1l &8 15 zz 23
WMrite Document =000 @S- oo ——mm -
New phone messages: 1
N Notepad New mail items: 13
E Bulletin Boards New inwvitations: 1z
Calendar
T Desktop
Enter a command, press a PF-key, or enter * to display commands
Conmarnd fl £
Enter-PFl---PFZ---FF3---FF4---PF5---FF&—--FF7---FPF5---PF3-—--FF1l0--FPFl1--FFli——-
Help Ouit In Send Foldr Docs HNotce Cal Last Hone
VR |SKIP

2. From theFile menu of the SDK, choogeapture Screen
The screen which is currently shown in the Windows Viewer is now shown in the global scope
window of the SDK. It is shown as the normal character map as sent from the host (i.e.
transformation rules are not applied). The input fields are indicated by blue boxes. In the next
exercise, you will use this screen as a template for defining an application.

21
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22

" Entire Screen Builder SDK

Fil= Edit “iew Baszic Extended DOptions Seszion Help

=S H | | W E Hﬁatl | %. :@. ‘ I__ég.;l ‘IDiaIDg&Dnlyinappliu:atiun j| g @
lé:E5E e *** CON-NEOLCT 3 * * * HHHHHKEY E0.TJun. 2001
Cabinet LE Menu WMednesdawy
B T T B T B e e B T B e B e B B B S B O B B S
[ Command Description FHMEMHMMMMHHMEMNHNN June July
—————————————————————————————————— Hon 4 11 18 E5 2 9 1&g E3 30
PIHHHE I Inbaszket Tue £ 1z 19 Zg 2 10 17 24 31
L B Send Memo WMed & 12 zo E7 4 11 12 E&
[LHH P Phonepad Thu 714 z1 E8 L 12 19 EZ&
b A Fri 1 8 185 zz ES3 & 13 zo 27
[IHHH F Display Folder Zat & 9 18 3 30 7T 14 21 ES
[LHHH D Display Docunent Sun 2 10 17 24 1 8 15 zz E3
Lo W Write Document 0000000000 @S- m oo oo ———
D S S B B B S R B R R O MMM, New phone messages: 1 R R
roisd N Notepad New mail items: 15 BRI
[Lxse B Bulletin Boards New inwvitations: L& B
LHH C Calendar R R e e B e R e e e R P
Lo 3 e B e B e e D B R el B e e B e e R e e e i e
e T Desktop R e S e B B e B B B e B
D P00 M B B B e e D S o T T B e T B e e e e
DL R0 W T T e B S T D B B e e B B B e S R
Enter a command, press a PF-key, or enter * to display commands RREEKREFFFHKHFHHEK
H¥ Command / | | F© HHX
Enter-PFl1---PFZ---PF3---FPF4---PFE---PFE---PF7?---PFE8---PF9---PFlO0--PFll1--PFlZ---
Help Quit In Send Foldr Docs HNote Cal Last Home
Feady [Rowe7 coLza [ | | L
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P Tosavea captured screen as a screen file

1. From thd~ile menu of the SDK, choostave Screen File
The "Save As" dialog box appears.

Save As K E3 |
| Path: C:4.. AEntire Screen Builder $4zampleshzamplecont
Save in: I £ sampleconf j ﬁl
1 demo
1 natis

Last Captured ScreenRC

File name: I

Save

Save az type: I RC Files [.rc) j Cancel

[T Open az read-only

2. Specify a name for your screen file (for example, "connect").

You need not specify the extension "rc" since it is automatically provided.
3. Choose th8avebutton.

23
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Defining an Application

You can define different applications. For each of these applications, you can define different rules.

The term "application" does in this case not refer to a program, but to a set of rules that is to be applied to
certain screens of a program. For one program, several applications can thus be defined. This is helpful,

for example, if some of the screens follow another standard.

A It is only possible to detect an application when you are working in
global scope.

» To detect an application

1. From the~ile menu, choos@pplications Detection
Or click the following toolbar button:

The "Applications Detection" dialog box appeatrs.

Applicationz Detection Ed |

&vvailable applications:
I arme | D ezcription | MHew ..
DEMD
Edit ...
Delete
Cloze Help

2. To add an application, choose Mew button.
The "New Application" dialog box appears.

24
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Mew Application

Application l Heginnsl

Harne: |

Description: |

Application help file: |

Defining Basic Rules in Global Scope

Browsze. ..

Ok

Cancel |

Help

3. Inthe "Name" text box, specify a name for your application (for example, "Con-nect").

4. Select the "Regions" tab.

Mew Application
&pplication  Fegions l
Beqion: | dentification
=
] Cancel Help

You now have to define a region, i.e. a unique string which appears on each host screen which
belongs to your application. Whenever this string is detected on a screen, the rules that have been defined

for this application will be applied.

5. Choose thdlew button.

It may happen that the "Creating Regions" dialog box appears with instructions on how to create a
region. Display of this dialog box depends on the toggle commé&dg "Creating Regions" in

theView menu.

25
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Creating Regions
gs3slE Set focus on the window "'Global
ssssssls zoope’’ or Application: <name: "',
sooooooels Hald down the left mouze button and
sesoooo drag the mouze to desired size.
SLESEE8S

[ Dar't show this dislog again

When this dialog box appears, select the "Don’t show this dialog again" check box and choose the
Closebutton..

The dialog box will no longer be shown when you define regions.

The mouse pointer is now shown as a cross.

Use the mouse to select a unique string in the global scope window.

When you release the mouse button, the "New Application" dialog box is shown again. It now
contains the string you have selected and its coordinates (row and columns). A region is indicated by the
letter R which is shown to the left of the coordinates.

The string which is shown to the right of the coordinates is the text that has to be detected in the
defined region of the host screen in order to identify the application.

. Choose th®K button to save your modifications.

The new application is now shown in the "Applications Detection" dialog box.

. Choose th€losebutton to close the "Applications Detection" dialog box.
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Checking How the Rules for Application Scope are Applied

When the application you have just defined is detected in the viewer, the font and colors you have defined
for global scope are no longer applied. Since you have not yet defined another font or color for application

scope, the defaults are used.

» To check the rules in the Windows Viewer

1. From theDevelopmentmenu of the Windows Viewer, chooReload Rules
The Windows Viewer should still show the screen that you saved as a screen file.

2. If this screen is not shown, invoke it.
This screen should be shown with the default font (Courier New 8) and color (black).

3. Leave the application (i.e. access another screen on which the defined application cannot be

detected).
The default font and color is still used (not the font and color you have defined for global scope).

This is because of the default setting for the "Last Rules Used" option (see below).
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Defining the Last Rules Used

Using the "Last Rules Used" option, you can define the rules that are to be applied to a character screen
for which an application has not been defined. By default, the rules of the last detected application are
applied. You will now change this setting.

» To define the last rules used

1. Go back to the SDK.
2. From theéDptions menu, chooskast Rules Used
The "Last Rules Used" dialog box appears.

Last Rules Uszed |
— Select aption
i~ Global Ilze Global rules if the application has not been
defined

&+ Wpplicatio Use last detected application rules on undefined
.......................... applications

] Cancel Help

w

Select the "Global" option button.

4. Choose th®K button.

When an application cannot be detected, the rules defined for global scope will now be applied.
Go to the Windows Viewer.

From theDevelopmentmenu, choosReload Rules

In the Windows Viewer, invoke a screen for which an application has not been defined.
The font and color you have defined for global scope should now be used.

No g

You can now proceed with the next sectiDefining Basic Rules in Application Scape
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Defining Basic Rules in Application Scope

In application scope, the transformation rules you define will be applied to a specific application. They
overwrite the rules defined for global scope.

This section provides the following information:

Opening Application Scope

Defining Font and Colors in Application Scope
Defining an Item Rule

Defining a Map Detection Rule

Opening Application Scope

Since you have defined an application in a previous exercise, you can now open application scope.

» To open application scope

1.

From the~ile menu of the SDK, choo$@pen Scope
Or click the following toolbar button:

ol

[ |
The "Open Scope" dialog box appears.

Select the "Application” option button.

Make sure that your application is selected in the drop-down list box. For example:

T |

—Select scope
" Global
" Spplication: [CON-NECT [
= bl =
ok Cancel | Help

. Choose th®K button.

If you are asked whether you want to save the changes to global scope, chyesbtiton.

Another scope window is how shown. The name of the application you have selected from the "Open
Scope" dialog box is shown in the title bar of this window. You can now define the rules for this
application.
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Defining Font and Colors in Application Scope
You will now define a simple basic rule that only applies to the application you have defined.
» To modify font and/or colors

1. From theBasicmenu, choosEont and Colors
The "Font and Colors" dialog box appears.
2. Define another color for all attributes (for example, "Purple").
Do this as previously describedbefining Font and Colors in Global Scope
3. Check how this rule is applied in the Windows Viewer.
When you reload the rules, your application should be shown with the newly defined color.

Defining an Item Rule

In this exercise, a Con-nect screen is used to illustrate the following features of the Item rule:

® Move the date to the status bar of the viewer.
® Move the cabinet ID to the title bar of the viewer.

» To move the date to the status bar

1. If you have not yet captured the Con-nect menu and saved it as a screen file, do this now and name it,
for example, "connect".

2. Open this screen file in application scope.
3. From theéBasicmenu, chooskem.
The "ltem" dialog box appears.

D efined regions:
[ ezcription | T op-left | B attarn-right |
Edit...
Elete
Cloze Help

4. Choose thdlew button.

5. In the scope window, use the mouse to select the region containing the date (the upper right corner of
the Con-nect screen).

The "ltem Configuration" dialog box appears, showing the string that you have selected and its
position in the screen (row, column and width).
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Item Configuration |

I~ iisable “this item:

B Columnn: width: Description:
|1 __l|:-'u_,l |11 = IED.Jun.EDm

—Location————— [~ Alignment
& Status bar | eft
© window title

. " Center
" Dialog title
= Mon Dizplay " Bight

— Apply this kemm...
& Only in parent windows
© Only in child windows
= |n Both

k. Cancel | Apply | Help |

You can use the default values (status bar, left alignment) for this rule.
6. Choose th©K button.
The new rule is now shown in the "lItem" dialog box.

» To move the cabinet ID to the title bar

1. Inthe "ltem" dialog box, choose tNew button.

2. In the scope window, use the mouse to select the region containing the string "Cabinet" and the
cabinet ID (the upper left corner of the Con-nect screen).
The "ltem Configuration" dialog box appears, showing the string that you have selected and its
position (row, column and width) in the screen.

3. Select the "Dialog title" option button.
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Item Configuration |

[T Disable "this Item'

B Columnn: width: Description:
|2 __l|3 = |12 = II:aI:unetLS

—Location——— [~ Alignment
" Status bar = Leit
© window title

.................. : £ [Center
&' Dilog il
" Mon Display 1 it

— Apply this kemm...
& Only in parent windows
© Only in child windows
= |n Both

k. Cancel | Apply | Help |

4. Choose th®K button.
The "ltem" dialog box should now look as follows:

Defined regions:

Descriphion | Top-left | B ottomeri... | Hew...
b2 200 (ST —

@ Cabinet LS [2.3) (2.14) Edit...

Delete

Cloze Help

5. Choose th€losebutton to close the "ltem" dialog box.

6. Check how this rule is applied in the Windows Viewer.
The cabinet ID should be shown in the title bar and the date on the left side of the status bar. Cabinet
ID and date should no longer be shown in the screen.
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Defining a Map Detection Rule

When application scope is active, you can define a screen (also called "map") on which special rules are to
be applied. You can then open map scope and define the rules that are to be applied to this screen.

So that the screen on which the rules are to be applied can be detected, you first have to define the Map
Detection rule. In this exercise, Con-nect’'s "Send Memo" screen is used to illustrate this rule.

P To define a Map Detection rule

1. In the Windows Viewer, invoke Con-nect’s "Send Memo" screen.

2. Gotothe SDK, capture the screen and save it as a screen file.
The screen is shown in the application scope window. For example:
& Entire Screen Builder SDK

Fil= Edit “iew Baszic Extended DOptions Seszion Help
| [ = | | 3 E Hﬁatl | %. :él ‘ £ ‘IDiang&Dnlyinappliu:atiun j| e O

17:3E e *** CON-NEOLCT 3 * * * HHHHHKEY E0.TJun. 2001

Cabinet LE Send Memo HHHHAYEE Wednesdavy
W R B B S B T e e B S e B B B S e B e S S S
D e e B B B e B B S B B B B e B S S B D R L
[{ Addreszec(=s) | | 82lzcted O Zent to 0
O S D B B B B B S B B B e B B e B e B B B B B B B B B B B S D S B B B B B B S B S BB BB R B
Ll el e e T T e T T e e e e T T R S i L X
B R AR R R R A A S A A A A
Bt R R e S e A A A

[{ Subject l |
[{ Hemo Texf ————-—— - - - - - - ——————— - - Use Editor u
R | ] ®
R | ] ®
R | |
R | |
| |
| |
e | ] ®
e | ] ®
A e e e i H
Fill in addresseeis), subject and note - use CONFIBRM to send HEHKRFHHREFFWHKHFHHK
H¥ Command / | | F© HHX
Enter-PF1---PFEZ---PF3---PF4---PFE---PF&---PF?---PF8---PF9---PF10--PF1ll1--FFlE---
Help Menu Quit Confm Mod LDflt Addr Frmat Last Home
Feady [RowettcoLzt || | L

3. From theBasic menu, choostap Detection
The "Map Detection" dialog box appears.
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»

(o]

34

Map detection |

D efined regions:

| dentification | T op-left | B attarn-right | Hew. .

Edit...

elete

Help |

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. In this case, this is the name of the screen: "Send Memo".

The "Map Detection Configuration” dialog box appears, showing the string that you have selected

and its position in the screen (row, column and width).

M ap Detection Configuration E |

[ Disable the "Map detection’ wle
— Configuration
Boer: Columr: Width: |dentification:
2 =5 = [0 =& |SendMems

Map name: I

] Cancel | Apply | Help

. Inthe "Map name" text box, specify the name that is to be used for map scope (for example, "Send").

The name can be up to 8 characters long.

. Choose th®K button.

The new map detection rule is now shown in the "Map Detection" dialog box.

. Choose th€losebutton to close the "Map Detection" dialog box.
. Check how this rule is applied in the Windows Viewer.

You will notice that the "Send Memao" screen is displayed with the default color. This is because you
have not yet defined any rules for map scope. Since the rules you have defined for application scope do
not apply to screens for which a Map Detection rule has been defined, the cabinet ID and date are shown
within the screen (not in the title bar and status bar as defined in a previous exercise).
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Before you will continue with the next exercise, you will save and close the current scope.
10. Go back to the SDK.

11. From thd-ile menu, choos8ave Scope
Or click the following toolbar button:

12. From thd-ile menu, choos€lose Scope

You can now open map scope as described in the following sdotfining Basic Rules in Map Scope
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Defining Basic Rules in Map Scope

In map scope, the transformation rules you define will be applied to a specific character screen (also called
"map"). They overwrite the rules defined for application scope.

This section provides the following information:

® Opening Map Scope
® Defining the Delete Lines Rule
e Defining the Image Rule

Opening Map Scope
Since you have defined a Map Detection rule in a previous exercise, you can now open map scope.

» To open map scope

1. From the~ile menu, choos®pen Scope
Or click the following toolbar button:

e

[ |
The "Open Scope" dialog box appears.

2. Make sure that the "Application” option button is selected and the name of your application
(Con-nect) is shown in the corresponding drop-down list box.
This is the scope in which you have defined the Map Detection rule.

3. Select the "Map" check box.

4. Make sure that the map name which you have defined with the Map Detection rule (Send) is shown
in the corresponding drop-down list box. For example:

T |

— Select scope
" Global
& Application; |CON-NECT =l
IV Map:  [gend =
Ok, Cancel | Help

5. Choose th©K button.
The scope window is nhow shown. The name of the application and map you have selected from the
"Open Scope" dialog box are shown in the title bar of this window.
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Defining the Delete Lines Rule

You will now remove the first 3 lines of the "Send Memo" screen so that they are not displayed in the
viewer. You will later place an image in this region.

P To define the lines that are to be removed

1. From theBasicmenu, choosBelete > Lines
The "Delete Lines" dialog box appears.
2. Select the check boxes for lines 1, 2 and 3.
The "Delete Lines" dialog box should now look as follows:

Delete Lines Ed |

[T Dizable the "Delete Lines" ule
— Lines to be removed

v 1 = 13 [ 1%
v 2 s [ 14 [ 20
Vi s [ A
[ 4 o e D22
5 11 17 [ 23
& Tz e [ 24

k. Cancel | Help

3. Choose th&®K button.

4. Check how this rule is applied in the Windows Viewer.
The first 3 lines of the "Send Memo" screen should not be shown. The other Con-nect screens are not
affected, since you defined this rule in map scope.
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Defining the Image Rule

You will now place an image in the first 3 lines of the "Send Memo" screen.

» 1o place an image in the screen

1. In the SDK, make sure that the screen file containing the "Send Memo" screen is shown in the scope
window.

You have already saved this file in a previous exercise.
2. From theBasic menu, choosbimage.
The "Image" dialog box appears.

D efined regions:

Imange name | T op-left | B attarn-right | Hew. .
Edit...
elete

Cloze Help

3. Choose thdlew button.

4. In the scope window, use the mouse to select the first 3 lines.
This is the region that is to contain the image.
The "Image Configuration" dialog box appears.
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10.

Image Configuration |

™ Dizable the "Image" ule

—Previews——————— — Pazition

B Column; |1

]

Width: |20 = Height: 3

I ]:

— lmage

& Congtant " Dynarmic Chaosze...

.

Pathname: Iltem 1

[~ &pply 30 effect

— Show this image. .

% Only in parent windows = Only in child windows ™ In Both

] Cancel | Apply | Help

You will now define a constant image (this is the default). The image is delivered with Entire Screen
Builder.

Choose th€hoosebutton in the "Image" group box.

The "Open" dialog box appears.

Select the following image:

.\Entire Screen Builder 4\samples\sampleconf \demo\gifs\Sag.gif

Choose th®pen button.

In the "Image Configuration” dialog box, a preview is now shown of the selected image. The path to
this image is shown in the "Pathname" text box.

Choose th®©K button.

The new rule is now shown in the "Image" dialog box. The image is shown in the defined region of
the scope window.

Choose th€losebutton to close the "Image” dialog box.

Check how this rule is applied in the Windows Viewer.

The image should be shown in the first 3 lines of the "Send Memo" screen. The other Con-nect
screens are not affected, since you defined this rule in map scope.

Before you will continue with the next section, you will save and close the current scope.
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11. Go back to the SDK.
12. From thd-ile menu, choos8ave Scope
Or click the following toolbar button:

13. From thd=ile menu, choos€lose Scope

You can now proceed with the next sectiDefining Extended Rules in Application Scope
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Defining Extended Rules in Application
Scope

Extended rules apply to dialogs that have been created using a resource editor. You can use any resource
editor that can create standard Windows resource DLLs (dynamic link libraries), for example Microsoft
Visual Studio. Other editors, such as Visual Basic 6.0, use a different format for resource DLLs and can
therefore not be used with Entire Screen Builder.

The following topics are covered below:

About the Dialog Used in This Tutorial

Preparations

Opening the DLL

Defining the Corresponding Input Fields

Defining an Image

Saving the DDT and Building the BDD

Detecting the Screen on Which the Extended Rules are to be Applied
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About the Dialog Used in This Tutorial

In the following exercises, you will define extended rules for a logon screen. This is illustrated, using the
following character screen:

SDK - Entire 5creen Builder Window Yiewer
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When all extended rules have been defined, the dialog for this logon screen will look as follows:

“I= SDK - Entire Screen Builder Window Yiewer
File Edit “iew Utiiies Optionz Development Help

Fol Fod FAS Clr At Rst Sys

f; SOfTWARE AG

THE XML COMPANY
Pleaze lagon
ser | li
Pazaward: li

O ptions: |

| |[OWR |SKEIP 2

Preparations

Before you can define the extended rules, you have to proceed as described below.

Note:
Instead of creating a DLL yourself as described in the following exercise, you can also use the DLL that is

delivered with Entire Screen Builder. In this case, you need not work with a resource editor.

» To be done before you start with the exercises below

1. Open global scope.
2. Capture the logon screen and save it as a screen file.
3. Define an applicatiomhich is able to detect the logon screen and call it "Logon".

For example:
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Mew Application |
Application  Fegions |

Reqgion: | dentification
[T T T T T T T T TA T T AT T AT T

F 15REE 10 B~ HSGHINE

Mew...

e sutregion...

Edit:..

[elete

k. Cancel | Help

4. In the resource editor, create a DLL containing the following logon dialog (or use the DLL that is

delivered with Entire Screen Builder; in this case, you can omit this step).

Dialog ||
Buttani
Fleaze logon

zer 1D Edit

Pazzwaord: I****

Options: IEdit

For the image, a push button control has to be created. Make sure that the "Owner draw" style is
defined.

Change the dialog ID to "LOGONDLG". This ID must be enclosed in quotation marks.

For a description on how to create a DLL containing a dialog using Microsoft Visual C+#Jsisge
a Resource Editan the SDK documentation.

5. In the SDK, open application scope for the application you have named "Logon".
6. Make sure that the screen file containing the logon screen is shown in the scope window.
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Opening the DLL

You can only open a DLL when you are working in application scope.

» ToopenaDLL

1. From the~ile menu of the SDK, choogepen DLL.
Or click the following toolbar button:

B

The "Open DLL" dialog box appears.

2. Select the DLL you have just created.
Or, if you want to use the DLL that is delivered with Entire Screen Builder, select the following

DLL:
.\Entire Screen Builder 4\samples\sampleconfidemo\NSWTutor.dll

3. Choose th®pen button.
A dialog box appears providing for selection all dialogs that have been defined in the DLL.

Dialogs in NSWTutor.dIl =]

Select dialog to edit:
LOGEOMDLEG OF.

Canicel

Help

4. Select the dialog.
5. Choose th®K button.
The dialog is how shown.
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Dialog |

Fleaze logon

Uzer D

Fazzwiord: I—
|

O ptions:

Defining the Corresponding Input Fields

You now have to associate the edit boxes in the dialog with the corresponding input fields of the character
screen.

P To define the corresponding input field for an edit box

1. Inthe dialog, select the "User ID" edit box.
2. From theView menu, choos€orresponding Application Field.
Or click the right mouse button and from the resulting context menu, cBoosesponding
Application Field.
The "Field Identification" dialog box appears.
Select the "Link the control to the field with the ID..." option button.
4. Choose th€hoose an identificationbutton.
The scope window containing the screen file is now shown. All input fields are shown as blue boxes.
5. Click the input field that you want to associate with the "User ID" edit box.
The identification of this field is now shown in the "Field Identification” text box.

w
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Field Identification |

— Link control to field ar region
" Na link

" Link the contral to the field with the same 1D

& Link the contral bo the field with the (D

Field identification: IEBHH Choose an identification. .

£ it thie camtn] b e fal awing remiar..
B |1 _I; (Sl it |1 _I; ﬂidth:lﬂ _IQ Selech & reqiati ...

— Styles

¥ Wisible when the field [region] iz not in the character screen

[T Disabled when the field [region] iz not in the character screen

¥ | Tirimwhitespace characters fiomthe sting) [12f and gkt

k. Cancel Help

6. Choose th®K button.
7. Repeat the above steps for the edit boxes "Password" and "Options".

Defining an Image
You will now define the image that is to be shown on the push button.

P To define the image

1. Inthe dialog, select the push button (i.e. the rectangle at the top of the dialog).

2. From theView menu, choos€ontrol Properties.
Or click the right mouse button and from the resulting context menu, cGoosel Properties.
The "Button" dialog box appears.
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10.

48

Button Ed |

— Achion

" Press PF-Eey

¢ Entter tegt + Enter

I | isatie the Buttarwbier the camespanding Em kewon el s net detected

= Iiage
[ Show image file
V| fadiust thieimage tothe Bution size

V| S effect
f= ) [Coristant € [Tyuranmic [EhEmse., |
Eathirare; I

k. Cancel | Help

Make sure that the "None" option button is selected.
No action will be taken when the user chooses the push button. This option is always used if you only

want to display an image.

. Select the "Show image file" check box.

This check box is only available when the "Owner draw" style has been defined in the resource
editor. When this check box is selected, all options in the "Image" group box will be available.

. Disable the "3D effect" check box.

The image will then be shown without a border.

. Make sure that the "Constant" option button is selected.
. Choose th€hoosebutton.

The "Open" dialog box appears.

. Select the following image:

.\Entire Screen Builder 4\samples\sampleconf\demo\gifs\saglogo.gif

. Choose th®pen button.

In the "Button" dialog box, the path to the image is now shown in the "Pathname” text box.

Choose th&K button.
The dialog should now look as follows:
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Dialog |

f; SOftWARE AG

THE XML COMPANY
Fleaze logon
zer D I—
Faszword: I—

O pticons: I

Saving the DDT and Building the BDD

All definitions for the dialog controls are saved in a DDT (Dialog Definition Table). This file is always
created in the same folder as the DLL containing the dialogs. It receives the same name as the DLL.

The DDT is the basis for building the BDD (Binary Dialog Definition). The BDD contains the DLL and
DDT in binary format. The BDD is also created in the same folder as the DLL, and it also receives the
same name as the DLL.

» To save the DDT

® From theFile menu, choos8ave DDTFile.
Or choosesave DDTfrom the context menu that is invoked by pressing the right mouse button.

» To build the BDD

® From theExtended menu, choosBuild BDD.
Or chooseBuild BDD from the context menu that is invoked by pressing the right mouse button.
Information about the build process is now shown in the output window.
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Detecting the Screen on Which the Extended Rules are to be
Applied

When the BDD has been built, you have to associate your extended dialog with the character screen for
which it is to be displayed. To do so, you select a line in the screen which uniquely identifies this screen.

» To define the Detection rule

1. From theextended menu, choosBetection
The "Extended Detection" dialog box appears.

Extended detection |

D efined regions:
| dentification | T op-left | B attarn-right | Hew. .
Edit...
elete
Cloze Help

2. Choose thlew button.
3. 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 "Extended Rule Detection" dialog box appears.

Extended Rule Detection E |

[ Dizable the "Dialog detection’ rule

— Detechon

Bow: |15 _:l LColurmn: |55 _:l Width: |10 _:l

Extended rule detection: I H-tACHIME

— Dialog

[T Get the content of the region a3 the dislog name

BDD file: I Brovese... |
M arne: I j

0k, Cancel | Apply | Help
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o

. Inthe "BDD file" text box, specify the path to the BDD file containing the extended dialog for the

character screen.

Or choose th&rowse button to select the BDD file from the "Open" dialog box. When you used the
NSWTutor.dll, select the following file:

.\Entire Screen Builder 4\samples\sampleconfidemo\NSWTutor.BDD.

The names of all extended dialogs contained in the BDD file are now available in the "Name"
drop-down list box. Since this BDD file contains only one dialog, you need not select another dialog.
Choose th®©K button.

Choose th€losebutton to close the "Extended Detection” dialog box.

From the~ile menu, choos8ave Scope

Or click the following toolbar button:

Check how your extended dialog is shown in the Windows Viewer.

It should look as shown at the beginning of this section.

You have successfully completed the tutorial. You can now close the SDK. The Windows Viewer is
automatically closed when you close the SDK.
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