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Elements of the Debugger

When the debugger has been started, additional elements are available in the Natural Studio window.
® Debugger Information in the Title Bar

e Menu Commands

Toolbar
® Trace Position in Editor Window

e Debugger Windows

Debugger Information in the Title Bar

The title bar of the Natural Studio window shows one of the following:

® [break]
When "[break]" is shown in the title bar, the debugger has control.

® [running]
When "[running]" is shown in the title bar, the Natural application currently being debugged has
control.

When you are debugging an object in a remote environment using SPoD, the title bar also shows the port
number of the host.

Menu Commands

The commands in thBebug menu apply to the debugger.

As long as the debugger has not been started, only the cont@ands enabled in th®ebug menu.
When the debugger has been started, the remaining command®abtitemenu are enabled and tGe
command is shown instead of tB&art command.

When an editor window is active and the debugger has been started for the object in this window, the
context menu shows commands which apply to the debugger. As long as the debugger has not been
started, only the debug commahdggle Breakpoint is available in the context menu.

Detailed descriptions of these commands are provided later in this documentation.

Toolbar

The debugger has a special toolbar which provides fast access to the commands availdb&bugthe
menu. As long as the debugger has not been started, only the toolbar buttons for the c@tamtsanuis
Toggle Breakpoint are enabled in the Debug toolbar. When the debugger has been started, all other
toolbar buttons are enabled.
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The buttons in the Debug toolbar represent the following menu commands:

iz Start (only shown when the debugger has not yet been started)
Go (only shown after the debugger has been started)

El Restart

Stop

[ Step Over

# Step Into

¥ Step Out

= Show Trace Position

M Toggle Breakpoint

& Modify Variable

The display of the Debug toolbar can be switched on and offC&kemizing Natural Sudio in the
Using Natural Sudio documentation for further information.

Trace Position in Editor Window

The current trace position is indicated by an arrow in the left margin of the editor window.

When the debugger is started, the trace position is shown at the first executable source code line.
Example:

{8} HELLO [NATURAL] - Program

# The "Hello world!™ example in Matural.
*

O bISPLAY "Hello world!''™
END /% End of program

e | _*Iﬂ

When you have scrolled the editor window so that the trace position is no longer visible, you can return to
the trace position as described below.

Note:
See alsdreturning to the Object with the Current Trace Position.

¥ Toreturntothetrace position
® From theDebug menu, choos8how Trace Position.

Or:
Press ALT+NUM*.
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Note:
NUM?* is the key on the numeric keypad which is used for multiplication.

Or:
When the Debug toolbar is shown, choose the following toolbar button:

£

Debugger Windows

When the debugger has been started, the following windows are shown:
® Variables
® Break- and Watchpoints
e Call Stack

Each tab of a debugger window offers a context menu which contains either the commands which can be
used in combination with the entire tab (when an entry is not selected) or the commands which can be
used with the selected entry. These commands are described later in this documentation.

The debugger windows are moveable and dockableD8aable Windows in the documentatiosing
Natural Sudio.

Note:

When the display of the debugger window has previously been switched on using the corresponding
command in th&iew menu, this debugger window (which shows the breakpoints and watchpoints that
have been defined in the active environment) will be replaced by the debugger windows described below.
See als®ebugger Window in the documentatiobsing Natural Sudio.

Variables

This window shows all variables which are available at current state of the program execution.

:J:II Marne | Faormak | _ontents |*~
#TEST Al0 Y -
#ARR (1) Al 1
#ARR (2] il |
E <[ 4 Locals 4 Globals b Systems & Alvs & Contesxts b Watch £

An expand or collapse toggle to the left of the variable name indicates a group, an array or redefined field.
The toggle for a redefined field additionally contains an "R" (for exar *glg.:

The variables are grouped in different categories. A tab is provided for each category:

® | ocals
Shows the local variables used in the active generated program.
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® Globals
Shows the global variables of the referenced global data area.

® Systems
Shows all system variables on the current platform. For example, when you are currently debugging
an application in a mapped UNIX environment, all system variables which are valid for UNIX are shown.

® AlVs
Shows the currently available application-independent variables (AIVS) in the application.

o Contexts
Shows the currently available context variables in the application.

® Watch
Shows the variables that you have added yourself in order to watch theAudBega
Watchvariable.

You can switch between the display of the different types of variables by choosing the corresponding tab
at the bottom of the variables window.

SeeModifying and Watching Variables for further information.
¥ To switch the variables window display on and off
e From theDebug menu, choos&/indows > Variables.

Or:
Press CTRL+ALT+1.

When the variables window is displayed in the Natural Studio window, a check mark is shown next
to this menu command.

¥ To activatethe variables window using a shortcut key

® \When the variables window is displayed in the Natural Studio window, press CTRL+SHIFT+V to
activate it.

Break- and Watchpoints

This window shows all currently defined breakpoints and watchpoints.

x| ' Line | Obiject | Library | Hits |
A
® oo DEG1 MATURAL O

= <[+ Breakpoints Awatchpoints £

You can switch between the display of the watchpoints and breakpoints by choosing the corresponding tab
at the bottom of the break- and watchpoints window.
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SeeSetting Breakpoints and Watchpoints for further information.

» To switch the break- and watchpoints window display on and off
e From theDebug menu, choos&/indows > Break- and Watchpoints.

Or:
Press CTRL+ALT+2.

When the break- and watchpoints window is displayed in the Natural Studio window, a check mark
is shown next to this menu command.

¥ To activatethe break- and watchpoints window using a shortcut key

® \When the break- and watchpoints window is displayed in the Natural Studio window, press
CTRL+SHIFT+B to activate it.

Call Stack

This window shows the objects which have been called during the current debugging session in
hierarchical order.

ill # | Ohiject | Tvpe | Libirarsy: | Line |
2 5UEB1 Subprogram  MATLRAL 40
1 DBaGl Program MATURAL 70

m Ay cans f

SeeUsing the Call Stack for further information.

¥ To switch thecall stack window display on and off
® From theDebug menu, choos&/indows > Call Stack.

Or:
Press CTRL+ALT+3.

When the call stack window is displayed in the Natural Studio window, a check mark is shown next
to this menu command.

» To activate the call stack window using a shortcut key

® \When the call stack window is displayed in the Natural Studio window, press CTRL+SHIFT+C to
activate it.
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