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Creating, Maintaining and Executing Natural
Objects

The Natural system commands are used to create, maintain and execute Natural objects. In Natural Studio,
menu commands are provided for several system commands. For example, the menu cimecland
corresponds to the Natural system comm@reCK.

All system commands, including those for which a menu command is provided, can be entered in the
command line. Selkssuing Commands in the Command Line for further information.

This chapter describes the system commands that can be chosen from a menu. The following topics are
covered:

® Invoking Editors

e Listing Objects

® Checking Objects

® Saving Objects

® Stowing Objects

e (Cataloging Objects

® (Cataloging the Objects in a Library
® Running Objects

® Executing Objects

e (Clearing Editor Windows

Natural system commands can be executed on all platforms on which Natural is available. For detailed
information on the available system commands, se8ydtem Commands documentation.

Note:
The system commands do not apply to resourcesM8eaging Resour ces.

Invoking Editors

An editor is invoked when you create a new Natural object or when you open an existing Natural object.
Exception: an editor does not appear for classes (further information is provided in the topics below).

The following topics are provided:

e (Creating a Natural Object
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® Opening Existing Natural Objects
The corresponding system command for creating and opening a Natural oBf@icTis

For information on the programming language, seétbgramming Guide and theStatements
documentation.

See als@®bject Locking in theRemote Development Using SPoD documentation which contains
information on the locking mechanism in the local and remote environment.

Creating a Natural Object

A Natural object is always created in the library and environment that is currently indicated in command
line.

¥ To create a new Natural object
1. Make sure that the library in which you want to store the new object is selected.

2. From theéDbject menu, choosBlew > object-type. For a detailed description of each object type that
is available with Natural, sg@bject Types in theProgramming Guide.

Instead of an object type, you can also chdziséog Wizard.

Or:
Invoke the context menu and chodé&w Source >object-type.

Or:
When the Object toolbar is shown, choose the corresponding toolbar button (toolbar buttons are only
available for some of the object types).

Or:
If you want to create a program, press CTRL+N (shortcut keys are not provided for creating other
object types).

An empty editor window appears for the selected object type. Natural provides different editors for
the different object types. For example, programs and subprogram are edited with the program editor,
and the different types of data area (local, global and parameter data areas) are edited with the data
area editor. See thditors documentation for detailed information on how to use the different

editors.

Exceptions:

® \When you have chosen tBgalog Wizard command, a wizard appears. $8alog Wizard in
theDialog Editor section of thdeditors documentation for further information.

® \When you create a DDM, a dialog appears first in which you have to select the database type.
SeeCreating DDMs in theDDM Editor section of théeditors documentation for further
information.

® Classes can only be created in the logical view and in the flat view. When you create a class, a
new class with the default name "NEWCLS" is immediately shown in the tree. An editor is not
invoked. Instead, you select the class and then choodietheommand from the context menu
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to add further nodes (for example, an interface) to your class. As long as you do not save the
class, it is not available in source format. Steess Builder in the Editors documentation for

further information.

¥ To create a new Natural object by preselecting the object type

1. Select a group node in the logical view of the library workspace or in a list view window (for
example, thé’rograms node).

2. Invoke the context menu and chobkav.

Since the type of object has already been determined by the previous selection, an empty editor
window appears for this object type.

Note:
When you select th€lassesor Resourcesnode or any group node within this node, and then choose
New from the context menu, a new class or resource with a default name is added to the tree. An

editor is not invoked in this case.

Opening Existing Natural Objects
When you open a Natural object, it is opened in the corresponding Natural editor.

Exceptions:

® \When you double-click a generated program or dialog for which a source does no longer exist, the
program or dialog is executed. T&@en command is not available in this case.

® \When you open the node for a class, a list view window appears. To view the content of a class, you
simply expand the nodes in the tree (only possible in the logical view and flat view).

The following description applies to all Natural objects except classes. It applies only to the source of an
object (and not to the generated program which is visible in the file view).

¥ To open existing Natural objects

1. Select the Natural object(s) that you want to open, invoke the context menu anddpeose

Tip:
In alist view window it is possible to select more than one object.

Or:
Double-click the Natural object.

Or:
When the Object toolbar is shown, select the Natural object(s) and choose the following toolbar

button.

&
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Listing Objects

You can display the source code of an object in read-only mode. The object is displayed in the
corresponding editor. "Object Listing" is shown in its title bar. You can copy its contents, but you cannot
modify it. This is helpful, for example, if you want to view the content of an object in an inactive
environment where it is not possible to open the object for editing.

Note:
When you list a class, its code is shown in an editor window.

See also the description of the system comnar&i.

¥ To list objects
1. Select the Natural object(s) that you want to list.

Tip:
In alist view window it is possible to select more than one object.

2. From theéDbject menu, chooskist.

Or:
Invoke the context menu and chodsst.

Or:
When the Object toolbar is shown, choose the following toolbar button.

=

Checking Objects
You can check the source code of an object (except classes) for syntax errors.

Note:
Syntax checking is also performed when yonor stowan object, or when yocatalog allobjects in a

library.
See also the description of the system comn@uieCK.
» To check objects
1. Activate the editor containing the object that you want to check.
Or:

Select the object in the library workspace or list view window. When an editor window has not been
opened, you can only use the toolbar button or shortcut key (see below).

Tip:
In alist view window it is possible to select more than one object.
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2. From thébject menu, choos€heck.

Or:
When the Object toolbar is shown, choose the following toolbar button.

Or:
Press CTRL+E.

If no errors are found, a message is shown indicating that the check was successful. The message is
either shown in the status bar or in a dialog box. This depends on the setting for success messages in the
workspace options

If an error was found, a dialog box appears, providing information on the error. Example:

Error - HELLO [TUTORIAL] E |

MAT 0305 Text string must begin and end on the zame line. Lantinue
Edit
Cancel
— Errar Line:
Less <<
o [oroviay (SNEREY

HATOI05 Text string muzt begin and end o the zame ling. ;I

TE=T:
Text string must begin and end on the zame line.
ExPL:
& test sting iz initiaked with an apostrophe and must be ended
an the zame ling with another apoztrophe.
If a test string longer than one line iz required, enter the test
it b partions [each within apostrophes] in bwo congecutive lines
and with a hpphen [-] between the bwo partionz. At execution time,
the bwo portions will be concatenated.
ACTM:
Correct error in pragran.

3. Correct the error in the dialog box.
4. Choose th€ontinue button to find the next error.

When no more error is found, the dialog box is closed.
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Note:
Instead of choosing theontinue button, you can also choose tdit button. The dialog box is then
closed and you can correct the error directly in the program editor.

Saving Objects
You can save the source form of a Natural object. The syntax is not checked.

Note:
You canrun a saved object. As long as you do stoiw an object, you cannetxecuteit.

Natural Studio offers different commands for saving. They are described in the topics below:
® Saving an Object
® Saving an Object with a New Name
® Saving all Objects

When you close Natural Studio and your recent changes have not yet been saved, you are asked whether
you want to save these changes.

See also the description of the system comnSi\(¢E.

Saving an Object
You can save the source object in the active editor window.
Classes are handled differently since they are not edited in an editor window.
¥ To save an object (except class)
1. Activate the editor containing the object that you want to save.
2. From theédbject menu, choos8ave

Or:
When the Object toolbar is shown, choose the following toolbar button.

Or:
Press CTRL+S.

Note:
When you save an object for the first time, §ae Asdialog box appears and you have to specify a
name for the object. See below.

P To save aclass
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1. Select the top-level node of the class that want to save.
2. From theéDbject menu, choos8ave

Or:
Invoke the context menu and cho&eve

Or:
When the Object toolbar is shown, choose the following toolbar button.

Or:
Press CTRL+S.

Note:
When you save a class for the first time, $aeve Asdialog box appears and you have to specify a
module name. See below.

Saving an Object with a New Name

You can create a hew object by copying the current contents of the editor window to a new object. The
editor window for the original object is automatically closed.

For several object types it is also possible to select a different code page for the objectUSimedbe
and Code Page Support documentation for further information.

Caution:
If changes have been made since the last save, only the new object contains the changes. The original
object is closed without saving the changes.

Classes are handled differently since they are not edited in an editor window. When a new class is created
in the tree, it is not saved automatically. The class name which may be 32 characters long is shown in the
logical view. The class module name, i.e. the name of the actual Natural object which may be up to 8
characters long, is assigned when the class is saved the first time; this name is not shown in the logical
view. To find out the Natural object name for a class, you can displasojiertiesor you can check it in

the flat view or file view. Se€lass Builder in theEditors documentation for further information.

¥ To save an object (except class) with a different name
1. Activate the editor containing the object that you want to save under a different name.
2. From theéDbject menu, choos8ave As

The Save Asdialog box appears. Example for a program.
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Save As |
M arme: )4
Libraries; I TUTORIAL j Cancel
Type: I Pragrarn j Help
Encoding: |UTF-8 =l

3. Specify a new name for the object.
See alsdbject Naming Conventions.
4. Optional. Define a different library by selecting it from tliterary drop-down list box.

5. Optional (if available for the current object type). Define a different object type by selecting it from
the Type drop-down list box.

The drop-down list box contains only those types that are allowed for the current object type. For
example, you can change a program to a subprogram. Seéghaiggng the Type of a Natural
Object.

Note:
A type is not shown when you save a map, dialog or DDM.

6. Optional (if available for the current object type). Define a different code page by selecting it from
the Encoding drop-down list box.

7. Choose th®K button.

The new object is created. The name, library and object type of the new object are now shown in the
title bar of the editor window.

The new object is available in all views (sorted alphabetically). When a filter is currently active, it
may happen that the new object is not shown since its name starts with different characters. See
Filtering Libraries and Objects for further information.

» To save a class with a new module name
1. Select the top-level node of the class that you want to save under a different name.
2. From théDbject menu, choos8ave As

Or:
Invoke the context menu and cho&eve As

The Save Asdialog box appears.



Stowing Objects Creating, Maintaining and Executing Natural Objects

Clags: MEWCLS 0k

Module: Canicel

Encading: IwindDWS-'l 51 j

3. Specify the new module name.

The dialog box displays the current module name for existing classes and the default module name
for new classes. The module name may be up to 8 characters long.

4. Optional. Define a different code page by selecting it fronEtfwwding drop-down list box.

5. Choose th®K button.

Saving all Objects

You can save all objects for which an editor window is open. You can also save all classes.

» To save all objects
1. From theDbject menu, choos8ave All

Or:
When the Object toolbar is shown, choose the following toolbar button.

Or:
Press CTRL+SHIFT+A.

The objects are saved. When an object has not yet been saved previSashy Asdialog box
appears.
Stowing Objects

When you stow an object, it éheckedand compiled. If no errors are found, the source form of the object
is saved and the resulting generated program is stored (in addition to the source).

Note:
When you have stowed an object, you ezgacuteit.

See also the description of the system comnsar@\

» To stow objects
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1. Activate the editor containing the object that you want to stow.

Or:
Select the object in the library workspace or list view window. When an editor window has not been
opened, you can only use the context menu, toolbar button or shortcut key (see below).

Tip:
In alist view window; it is possible to select more than one object.

2. From theéDbject menu, choos&tow.

Or:
Invoke the context menu for the selected object and cligtose

Or:
When the Object toolbar is shown, choose the following toolbar button.

E3

Or:
Press CTRL+T.

When an object has not yet been saved previoustow Asdialog box appears. In this dialog box,
you have to specify the same information as inShee Asdialog box.

Cataloging Objects

When you catalog an object, itdeeckedand compiled. If no errors are found, the resulting generated
program is stored.

In contrast to th&tow command, the source code is not saved when you catalog an object, for example,
when the editor is open and the latest changes have not yet been saved. However, the latest changes in the
editor are always considered during the compilation process even if they have not yet been saved.

See also the description of the system comnG&IAL OG.
» To catalog objects
1. Select the object in the library workspace or list view window.

Tip:
In alist view window it is possible to select more than one object.

2. Invoke the context menu and cho@sgalog.

Or:
When the Object toolbar is shown, choose the following toolbar button.

ES

10
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Cataloging the Objects in a Library

You can catalog all objects or selected objects in a library. Instead of cataloging, you can also use this
function to check, save or stow objects.

» 10 catalog the objects in a library
1. Select the library in which the objects are to be cataloged.

Tip:
In alist view window it is possible to select and catalog several libraries at the same time.

2. From theLibrary menu, choos€at All.

Or:
Invoke the context menu and choasat All.

Or:
When the Library toolbar is shown, choose the following toolbar button.

(5

The following dialog box appears:

Catalog Objects in Library: TUTORIAL

Skarting From: I_ﬁ

—Selection Action
" apply action to all sources ICataIDg j
= Apply action only to exisking _
rnodules ¥ Renumber source lines
— Ohject Tvpes
V¥ DDMs () vV Maps
v Global Data Areas [T Generate mew map source
¥ Local Data Areas v Programs
¥ Parameter Data Areas v Dialogs
V¥ subroutines V¥ Classes (4)
v subprograms (M) ¥ Functions (7
¥ Helproutines IV Adapters (8)
Select Al | Clear all |
K Cancel | Help

11
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Note:
When you are working in a remote development environment using SPoD, the options which cannot
be used for this environment are dimmed.

3. Specify the types of objects and the action that is to be applied. See the description of the system
commandCATALL for detailed information on the options in this dialog box.

4. Choose th®K button.

A dialog box appears providing statistics about the performed command. Example:

Catall Statistics Ed |

Ohjects Current Comect Failed
10 10 & 2
Current object
| oK |

If an object could not be cataloged, it is listed inrdsults windowExample:

K | _Mame | Twpe | Libr ary | Stakus | Error Mumber | Etror Line | Etror Texk
T SUBRO1 Subroutine  TUTORIAL Errar 52 oozo MATO0S2Z Invalid cormand, or GDA gdadl does naot
PGMOL  Program TUTORIAL  Error 82 oozo MATO0S2Z Invalid cormand, or GDA gdadl does naot
(L« I ¥

| G Find Obiects (35 Cat |

The objects are listed in the order in which they were processed. Associated with each object name is
an error number (reason why the object could not be cataloged) and an error line (the line position in
source code where the error can be found).

When you open an object from the results window, the line in which the error occurs is automatically

selected in the editor.

Note:

By default, only errors are listed in the results window. It is also possible to show information on all
cataloged obijects regardless if an error occurred or notV8eepace Options for further

information.

Running Objects

You can run programs and dialogs. When you run such an objeahédkedand compiled on the fly. If
no errors are found, the object is executed. A generated program is not stored.

The latest changes in the editor are always considered during the compilation process even if they have
not yet been saved.

12
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See also the description of the system comnfuid

» To run objects
1. Activate the editor containing the object that you want to run.
2. From theéDbject menu, choosRun.

Or:
When the Object toolbar is shown, choose the following toolbar button.

[#

Or:
Press CTRL+R.

In the local environment, an output window appears when a Natural program writes output to the
screen. Se®utput Window in the Operations documentation for further information.

In a remote development environment, either the Natural Web 1/O Interface client or a terminal
emulation window appears instead of an output windowNaagal Web 1/O Interface Client and
Terminal Emulation in theRemote Devel opment Using SPoD documentation for further information.

Executing Objects

You can execute programs and dialogs. When you execute such an objebgdkisdand compiled. If
no errors are found, the resulting generated program is stored and executed.

In contrast to th&un command which always uses your latest changes to the objeekebate
command always uses the stowed version of your object. The latest changes in the editor are not
considered during the compilation process.

See also the description of the system comniieCUTE.

¥ To execute objects
1. Select the object in the library workspace or list view window.
Tip:
In alist view window it is possible to select more than one object. When you select several objects

in a list view window, they are executed one after the other. The first object in the list view window
is executed first.

2. From theDbject menu, choosExecute

Or:
Invoke the context menu and chod&Secute

Or:
When the Object toolbar is shown, choose the following toolbar button.

13
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le

In the local environment, an output window appears when a Natural program writes output to the
screen. Se®utput Window in the Operations documentation for further information.

In a remote development environment, either the Natural Web 1/O Interface client or a terminal
emulation window appears instead of an output windowNaagal Web |/O Interface Client and
Terminal Emulation in the Remote Development Using SPoD documentation for further information.

Clearing Editor Windows

When you clear an editor window, it is closed and a new empty editor window is opened at the same
position. The title bar of the editor window shows that a name and library are not yet defined. The object

type remains the same.

See also the description of the system comn@GirieAR.

® To clear an editor window

1. Activate the editor window that you want to clear.

2. From theéDbject menu, choos€lear.

14

Or:
When the Object toolbar is shown, choose the following toolbar button.

=)

Note:
When your latest changes have not yet been saved, a dialog box appears asking whether you want to

discard these changes. If you do not want to discard the chadmbstton), the clear process is
stopped. You can then save the object and issuéléae command once more.
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