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How to Use This Manual

This manual describes how to use the AionDS graphical development
environment (GUI AionDS).

What this manual is
about

You should read this manual if you are not familiar with GUI AionDS. This
manual assumes you are already familiar with knowledge base objects and
AionDS development concepts.

Who should read this
manual

This manual is organized as follows:

How to find
information

Chapter Contents

Chapter 1 introduces AionDS concepts

Chapter 2 provides a short tour of the functions of AionDS

Chapter 3 describes actions you can perform on an entire knowledge base

Chapter 4 explains how to use an object list window and its various formats

Chapter 5 explains how to edit knowledge base objects and their properties

Chapter 6  explains how to build a knowledge base with a graphical user
interface

Chapter 7 explains how to access databases external to AionDS

Chapter 8  explains how to track changes made to knowledge bases

Chapter 9 explains how to debug errors in knowledge bases

Chapter 10  explains how to customize windows and other AionDS environment
characteristics

Appendix A explains how to build character-based user interfaces in GUI

AionDS
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For more To build knowledge bases, you should have the following AionDS manuals:
information
General Reference

Language Reference

1/0 Reference

Messages and Codes

User’s Guide (Character-Based)

Installation and Operation Guide for your platform

Application Programming Interface Guide for your platform

If you are building a knowledge base with a graphical user interface, you
should also have the following AionDS manuals:

Building GUI Applications: Reference

Building GUI Applications: Tutorial

Aion® product The AionDS documentation set uses the following abbreviations for Aion®
abbreviations products:

Aion® product Abbreviation

Aion® Development System AionDS

Aion® Execution System AionES

Component Aion® Execution System CAES
Multitasking Aion® Execution System MAES

Aion® Development System Application ~ ADSAPI
Programming Interface

Aion® High Performance Option HPO
Aion® Cooperative Processing Option CPO
Callable Aion® Building System CABS
Aion® Code Integration Option Clo
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Conventions The AionDS documentation set uses the following conventions.

Typeface

The documentation set uses these typeface conventions:

Style of type

What it represents

Boldface

Italic

Monospace

new term and its definition

manual titles

syntax variables
emphasis

foreign language phrases
code examples

prompts and messages

examples of user input (in procedures, for example)

The documentation set uses these icons:

Symbol

Meaning

@ Alternative:

% Caution:

[ Exception:

For more information:

identifies an alternative to the previous procedure
(choice is usually a matter of personal preference;
neither offers a distinct advantage)

helps you avoid mistakes that can produce
unexpected or undesirable results (runtime errors
and losing work, for example)

indicates an exception to common functionality
or behavior

identifies additional sources of information on a
particular topic

continued
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continued

Symbol Meaning

Fo Important: stresses a point that can help you achieve greater
success with the AionDS product

£ Reminder: reminds you in passing of an important aspect
that was discussed previously

M Tip: suggests a technique that can result in more
efficient use of the system

» identifies a one-step procedure

Syntax

The following conventions are used to define the AionDS syntax and
command formats in this manual.

» You must type letters that are capitalized. You do not have to capitalize
these letters. Lowercase letters are optional. If a command or syntax
statement contains both capitalized and lowercase letters, you can type

only the capitalized letters:

RUN

For the above command, you can type the following letters:

ru

run

You cannot type the following letter:

r

Fo Important: For AionDS running on UNIX platforms, AionDS
commands are not case sensitive. However, file names that exist in
UNIX (for example, knowledge base names) must be typed in uppercase
and lowercase exactly as displayed in UNIX.

« ltalics indicate a response that you must specify:

RUn kb_name

The expected response for an italicized word is indicated below the
command or syntax statement.



Brackets indicate an option:
ASORT (expr [ON key])
The ON key phrase is optional.
A bar indicates a choice:
List-objects [State st_name | Vocabulary vocab_nm]

In this case, you can type either the State choice or the Vocabulary
choice.

Braces indicate a required choice:
List-objects {State st_name | Vocabulary vocab_nm}
You must type a State choice or a Vocabulary  choice.

You must use other characters, such as parentheses and angle brackets,
exactly as specified:

EOF ( fparam )
The parentheses are required.
An ellipsis (...) indicates that you can repeat a choice:
param IS FROM ( stexpr , stexpr , |, stexpr ...])
You can repeat “, stexpr ” as many times as you want.

How to Use This Manual
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Chapter 1
Introduction to AionDS Concepts

Introduction This chapter describes the basic Aion Development System (AionDS)
concepts that you need to understand to develop graphical knowledge bases.

You can skip this chapter if you are familiar with AionDS on another
platform or have attended an AionDS training class.

In this chapter Topic Page
AionDS concepts 1-2
Knowledge base structure 1-6
Procedure for building knowledge bases 1-14
Other AionDS features and utilities 1-15
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AionDS concepts

AionDS concepts

Overview AionDS is an application building tool and consists of the following:

» astructure for modeling knowledge
« an inference engine

You use AionDS to build knowledge bases. A knowledge base is structured
information about a specific subject. For example, if your company has a few
sales managers who are good at assigning optimal quotas for their sales
agents, you can build a knowledge base that contains their expert knowledge.
Instead of asking for a sales manager’s expert advice, other sales managers can
run the knowledge base to set optimal quotas for their sales agents.

Types of information The information structure is organized into the following categories:

« Application knowledge includes facts, judgments, procedures, and
interface-specific information.

« Control knowledge orders the steps that the knowledge base takes in
order to reach the final result.

To build a knowledge base, you create a structure of AionDS knowledge
structures that models specific application and control knowledge.
Knowledge structures or objects are reusable modules of knowledge. They
separate knowledge into discrete elements that AionDS can manipulate.
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Libraries

AionDS concepts

This table shows the objects that can represent certain types of knowledge.

Type of knowledge Obijects

high-level controls states (agendas)

judgments or business logic rules

facts or data classes, slots, types, instances, hierarchy
of classes, parameters

procedures functions, methods

interface-specific information** displays, messages, graphs,* groups,*

processes, reports

**Use the WindowObject class library to build graphical user interfaces.

*These objects are only valid for character-based knowledge bases.

A library is a collection of objects that you can include in a knowledge base.
You can include any knowledge base as a library in another knowledge base.
A library can include all types of objects. In a knowledge base you can create
objects that are owned by library objects, such as a subclass of a library class.

Using knowledge bases as libraries is an easy way to reuse objects and quickly
build other knowledge bases.

Restrictions
The following restrictions apply to libraries:

« The number of objects in a library must be equal to or less than 65,535.
« A knowledge base can include up to 255 libraries.
« Libraries are always external to the knowledge base.

«  When you include a library in a knowledge base, you cannot change the
objects in the included library from within the knowledge base.

«  When you include a library in a knowledge base, the library’s entry state
and the entry state’s objects are not included.

Introduction to AionDS Concepts  1-3



AionDS concepts

Inference engine

Knowledge base user
interfaces
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The other part of AionDS is the inference engine. The inference engine is
an integrated collection of problem-solving algorithms. These problem-
solving algorithms process the knowledge base according to its application
and control knowledge to compute application results. The inference engine
can be applied to many different kinds of applications and cannot be
modified. The inference engine does not contain any application-specific
knowledge and is separate from the knowledge base.

For example, the inference engine determines the execution order for if-then
rules based on known information. If your knowledge base has the following
rule:

if residence = 'CA'
then taxrate = '7.5'

Before processing this rule, the inference engine must find another rule that
determines the value of residence  or ask the user for the value of
residence  if no such rule exists.

For more information: See Appendix A, “Porting Knowledge Bases,” of
the General Reference for a detailed description of the inference engine.

In AionDS, knowledge bases can have either a graphical or character-based
user interface. This manual assumes that you are building and running
knowledge bases with graphical user interfaces. Throughout the rest of this
manual, the term knowledge base is assumed to mean a knowledge base with
a graphical user interface.

AionDS/2

In AionDS/2 Version 6.2 or newer, you can build and run knowledge bases
with graphical or character-based user interfaces. In AionDS/2 Version 6.11
and older, you cannot build knowledge bases with graphical user interfaces
nor can you run knowledge bases that have graphical user interfaces.
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AionDS/Win Version 6.2

You can build and run knowledge bases with graphical and character-based
user interfaces.

AionDS/Win Version 6.4 and 7.0

These versions of AionDS/Win contain a Graphical User Interface (GUI)
development and execution environment (GUI AionDS) and a character-
based development and execution environment. In GUI AionDS, you can:

= build and run knowledge bases with graphical user interfaces

= run knowledge bases with character-based user interfaces (AionDS/2
only)

= build all parts of the knowledge base except for its character-based user
interface

In character-based AionDS, you can:

= build and run knowledge bases with character-based user interfaces

= run knowledge bases with graphical user interfaces

= build all parts of the knowledge base except for its graphical user interface
For more information: See the User’s Guide (Character-based) to learn
more about building knowledge bases with character-based user interfaces in
a character-based development environment. See Appendix A, “Building and
Running Character-based Applications in AionDS,” for details about

building knowledge bases with character-based user interfaces in a GUI
development environment.
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Knowledge base structure

Knowledge base A GUI knowledge base consists of the following components:

components
« knowledge base object hierarchy (application and control knowledge)

«  WINLIB library, which includes the WindowObiject class hierarchy and
the DDEObject class hierarchy

« system library
«  windows, comprising:

application window
other windows and dialogs
desktop window

1-6 User's Guide



Knowledge base structure

Knowledge base object hierarchy

Overview To integrate knowledge base objects that contain application and control
logic into a working knowledge base system, organize the knowledge base
objects in hierarchical structures. Knowledge base objects contained in the
hierarchies are the following:

States* Methods
Classes* Parameters
Vocabularies* Processes
Displays Reports
Functions Rules
Instances Slots
Messages Types

*independent context
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Example Object hierarchies of the GROCERY2 knowledge base are shown as follows:

EIGROCERYZ2

[ [@Main

[ [E|CreateShoppingList

[ [EUpdateRecipe®aluelist

[ @]DishDialogBox [DialogBox]

[ @ GroceryStandardWindow [StandardyWindow)

[@|Breakfast [Menu]

@ Dinner [Menu]

@Lunch [Menu]

[ @MenuDialogBox [DialogBox]

[ @MenuOpenDialogBox [DialogBox]
[ @MonoTextWindow [TextWWindow]
[ [@Recipe

[ @RecipeDialogBox [DialogBox]
[ [@]Selections

[ [@=hopListDialogBox [DialogBox]
[ [@]ShoppingList
 [EGlabalParameters

States, classes, and vocabularies are contexts. As contexts, they are the only
objects that can be independent—that is, start at the top of a tree and not
exist under another object. For example, the Menu class is an independent
class, the Main state is an independent state, and GlobalParameters is an
independent vocabulary. You can also create dependent states (substates) and
classes (subclasses). A dependent state or class is a state or class that exists
under another class or state in the tree. For example, the Breakfast class is a
subclass of the Menu class.

1-8 User's Guide



States

Classes

Knowledge base structure
Contexts own other objects. States integrate mostly business logic and
high-level control logic.

Classes integrate mostly facts grouped as data values and the corresponding
procedures that act on them.

Vocabularies contain global variables and constants.

States primarily contain rules that model business logic and the Agenda
property that models high-level (control) instructions. Properties are
attributes that define an object. When the knowledge base is started, the
knowledge base’s entry state is executed. The entry state is the first part of
the knowledge base to be executed. A knowledge base can have only one
entry state. The default entry state is the Main state.

States can own the following objects:

Displays Reports
Messages Rules
Parameters Types
Processes

Classes and the class hierarchy model the relationships between data and the
procedures to manipulate that data. Classes contain primarily slots which are
data definitions, methods which define procedures, and instances which
contain the actual data values. Classes can also access external databases.

Classes can own the following objects:

Displays Parameters
Functions Processes
Instances Reports
Messages Slots
Methods
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Vocabularies Vocabularies can own the following objects:

Displays Processes

Functions Reports

Messages Types

Parameters
For more Topic Refer to
information

Instructions on displaying various object Chapter 4

relationships in lists

Instructions on building, editing, listing, Chapter 5
exporting, importing, and printing objects

A description of each object General Reference
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WindowObiject class hierarchy

Overview The WindowObiject class hierarchy consists of predefined classes that you use
to build a graphical user interface for your knowledge base.

WindowObiject class The WindowObject class hierarchy includes the following classes:

hierarchy
BlindowObject
" [EBitmap [WindowOhject]
" [EHotRegion [Windowbject]
" [Wjlcon [¥indow Object]
" @Meruitem [Windowbject]
" [EMousePonter [ indowObject]
" [EWindow [ Window( bject]
| [EBitrnapindow [indow]
| [EICheckBox [Window]
| [E|ColumnLE [Window|
| ECornboBox [Window]
| [E]0esktop Window [\¥ind o]
| [EGeoupBax [Windm]
| [@leon¥indow [1Windoy]
| [E]ListBox [1indow]
| [0IeContro [ indow]
| [E]0ledbject [Windo]
| [EPushButton [V/indow]
| @iRadicButton [Windaw|
| @ScralBar [indow|
| [@Standardindmy [indo]
5 [EDiaingBox [Standardiyind oy
[@AskDialog [DinwogEoy|
[@]showDialng | Diaingfox]
| @ TextWindow ['indo]
| [@iTool [#indow)
~ [@TonBar [Window]
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The WindowODbject class hierarchy contains predefined classes for the
different elements of a graphical user interface, such as top-level windows,
menus, push buttons, and text windows. Each window is built as an instance
of one of these predefined classes from the WindowObiject class hierarchy.
The basic characteristics of each window are determined by the class to which
it belongs. You must subclass the standard window and the dialog classes of
the WINLIB before creating these instances. The additional characteristics
that make each instance unique are set in the instance definition when it is
created.

For example, the PushButton class contains all graphical characteristics that
make up a push button. It is rectangular, shaded in gray, its title is displayed
in the center of the rectangle, and so on. The exact size, position, and title of
a push button are specified in its instance definition.

For more information: See the Building GUI Applications: Reference for a
description of each object in the WindowObject class hierarchy.



Knowledge base structure

DDE Obiject class hierarchy

Overview

You can use DDE to pass data between two applications running on the same
PC. The two applications that are passing data using DDE are having a
conversation.

To build a DDE system, you need to use the classes in the DDE object class
hierarchy.

For more information: See the Building GUI Applications: Reference to
learn more about a knowledge base as a DDE client and server.
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Procedure for building knowledge bases

Overview

What to do
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To build a knowledge base, you use the various object editors and the
Window editor. An Object editor is a tool that you use to create and modify
objects. For example, to create a class, you use the Class editor. You use
object editors to build a hierarchy of objects that contains the knowledge
base’s application knowledge—facts, judgments, procedures, and high-level
controls.

The Window editor is a tool you use to create and modify GUI windows.
In conjunction with the object editors, you use the Window editor to build
the GUI windows and their underlying logic. You can also build windows
that use DDE using the Window editor and object editors.

The process of building a knowledge base is divided into the following tasks.
They are arranged in the most logical order. To build a knowledge base,
complete these tasks:

« create the knowledge base

= include libraries

» build the object hierarchies

» build the application window

« build other windows and dialogs

You must create the knowledge base first. You should create the application
window before you build other windows and dialogs. Otherwise, you can
concurrently build the object hierarchies, application window, and other
windows and dialogs. For example, as you build the application window, you
might have to create a parameter in the object hierarchy to hold the login
name from the login field in a dialog.



Other AionDS features and utilities

Other AionDS features and utilities

List of features and
utilities

AionDS has other features that expand its functions and utilities. These
features are used in the development process. Brief descriptions of these
features and utilities and where you can find more information about them
are listed as follows:

Set up the knowledge base as a DDE client, DDE server, or both.

For more information: See Chapter 6, “Working with the Window
Editor,” of the Building GUI Applications: Reference, and the Building
GUI Applications: Tutorial to learn about DDE.

Customize the DesktopWindow instance to specialize a knowledge base’s
error processing.

For more information: See the Building GUI Applications: Reference to
learn about customizing the DesktopWindow instance.

Access information in external databases from your application.

For more information: See Chapter 7, “Working with External
Databases,” and the 1/O Reference to learn how to set up your application
to access external databases.

Track changes in an application using Change Management.

For more information: See Chapter 8, “Tracking Changes in a
Knowledge Base,” to learn how to implement Change Management
effectively.
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Debug your application when you execute it.

For more information: See Chapter 9, “Debugging Knowledge
Bases,” to learn about finding and fixing errors in your application using
the debugger.

Customize your development and execution environments by modifying
your profile.

For more information: See Chapter 10, “Customizing AionDS,” to
learn about customizing AionDS windows and profiles.

Build and run character-based applications in GUI AionDS.

For more information: See Appendix A, “Building and Running
Character-based Applications in AionDS.”



Chapter 2
Touring AionDS

Introduction This chapter provides an overview of AionDS by taking you on a tour of a
sample knowledge base. If you are a new user, this chapter helps you get a
broad overview of AionDS. You need not read this chapter to use the
information in the rest of this book.

This chapter does not provide detailed explanations of each feature, but it
does reference chapters containing more information on each topic.

In this chapter Topic Page
Knowledge base example: GROCERY 2-2
Starting AionDS 2-5
Quitting AionDS 2-8
Importing GROCERY 2-9
Updating GROCERY 2-11
Exploring the Knowledge Base Hierarchy window 2-12
Running GROCERY 2-16
Changing the knowledge base 2-20
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Knowledge base example: GROCERY

Overview Working with the simple knowledge base GROCERY lets you concentrate on
AionDS features and how to use them. You need not understand fully the
design of GROCERY to complete the tour of AionDS successfully.

After a default installation of AionDS, version 0.01 of GROCERY is
available in the AionDS main directory under the \EXAMPLES\DOC\GROCERY
subdirectory.

The AionDS convention for version numbers starts with 0.01 and is

incremented by 0.01 for each consecutive version number. For example, the
version number following 0.01 would be 0.02.
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Knowledge base example: GROCERY

What does GROCERY do?

GROCERY creates a shopping list for a summer camp based on your meal
selection. Here is some general information about the GROCERY
knowledge base:

Purpose of
GROCERY

The camp using the GROCERY knowledge base serves three meals a
day, five days a week.

The GROCERY knowledge base allows users to plan one week of meals
based on predefined menu selections.

For each meal, you select dishes from several lists. Depending on the
meal, the lists available are main dish, side dish, beverage, dessert,
appetizer, soup, vegetable, and starch. You can add new dishes to each
list.

Based on meal selections, the knowledge base:

o determines the grocery items to purchase

o determines quantities needed

o converts these quantities into standard package sizes
Cafeteria meals work in the following way:

o breakfast, lunch, and dinner are served daily

o one week of meals is planned at a time

o breakfasts have a main dish, side dish, and beverage

o lunches have a main dish, side dish, beverage, and dessert

o dinners have a main dish, beverage, appetizer, soup, vegetable,
starch, and dessert

Recipes are consulted to determine grocery needs. Recipes are based on a
single serving.

A database file contains a list of all ingredients you can purchase at a local
grocery store.
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What is implemented The following objects and logic are defined:
so far?
« The Main state agenda starts up the Grocery knowledge base and displays
the application window. The GrocerySW instance is the application
window.

« The CreateShoppingList state is defined.

» lasses are defined for Menu, ShoppingList, Recipe, Ingredient, and
Selections. The Menu subclasses Breakfast, Lunch, and Dinner are
defined.

« The GlobalParameters vocabulary is defined.
=« Tocreate menus:

o select Menu.Open in the application window to open the Menu
Open Selection dialog boxes

o select Menu.Open All to open all the dialog boxes for each meal and
day

o select Menu.Add Dish to open the Add Dish dialog boxes
o select ShoppingList.Open to open the Shopping List dialog boxes
« Various windows and dialog boxes have been created as follows:

o the Grocery KB application window from which you can select the
dishes for a specific meal and day, add dishes to a meal list, and
display and print the shopping list

o the Menu Open Selection dialog box from which you select the day
and meal

o adialog for each day and meal from which you select the dishes

o the Add Dishes dialog box from which you can add dishes to each
meal list

o the Shopping List dialog box that displays the shopping list
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Starting AionDS

Starting AionDS

Result

Menu bar

When you first start AionDS, the primary window opens. The primary
window, shown in the following figure, displays “AionDS” in its title bar. All
knowledge base development takes place within a primary window.

Use the primary window to tell AionDS what to do.

AionDS - EVERYMAN +0.01
Edit Object Settings Window Yiew Help \

Knowledge Base Hierarchy 2 |22
Open... \ — ><
Close
Title Bar @
Save —
Run... iog] Menu Bar \a
Libraries... S El
Pull-down menu
Export =
Print... i %
ﬁhalmge Mgmt » = @é
tilities TEYVINGDY]
=
Browse... E
Register OCX... ) [eos|
da
Unregister OCx... 'l Pr—
utton bar ]
Exit BE]
Message bar \
/ N
| Create a new knowledge base v

M Tip: When a knowledge base is open, the words “AionDS” and the name
and version of the current knowledge base display in the title bar.

Below the title bar is the menu bar, which provides you with a selection of
actions you can take. Click any menu bar entry (or press ALT and the
underlined letter in the menu bar) to display a pull-down menu.
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Message bar At the bottom of the primary window is the message bar. It provides a short
phrase describing the action currently highlighted. The message bar also
provides the text of error and informational messages that AionDS issues
during knowledge base development.

For more information: See Chapter 10, “Customizing AionDS,” to learn
how to turn the message bar on and off or place it in another part of the
primary window.

Button bar On the right side of the primary window, the button bar shows you a
number of graphical buttons. These buttons are shortcuts to often-used
AionDS actions. When you select a button, it initiates an action.

The button bar shortcuts are introduced throughout this book as their
actions are described. From top to bottom, these buttons are:

>< cut

paste

O
v save ohject
H

run knowledge hase

u

save knowledge hase

I

open an ohject

select properties to open

open an ohject list window

open the Window editor or Screen editor

.
?

task help
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M Tip: The button that opens the Window editor in GUI applications
opens the Screen editor in character-based knowledge bases. Use the Screen
editor to build screens for a character-based knowledge base.

For more information: See Chapter 10, “Customizing AionDS,” to learn

how to turn the button bar on and off or to place it in another part of the
primary window.
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Quitting AionDS

Whattodo > Toquit AionDS, select File.Exit.
@ Alternative: You can also quit AionDS using one of the following
procedures:
« select Close from the system menu
« double-click on the system menu

If you have not saved changes to knowledge base objects or AionDS settings,
a confirmation dialog displays. Click Save to save the changes and terminate
AionDS.

Click Discard to quit AionDS without saving changes.

Click Cancel to stay in AionDS without saving changes.
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Importing GROCERY

Overview This section explains how to import and run the sample knowledge base
GROCERY. Importing a knowledge base opens it from the external import
format.

Whattodo 1 Select File.Import. The Import Knowledge Base window displays.

= Import Knowledge Base

Please specify the knowledge base to be imported:

Name: IGROCERY2

Yersion: ||]_|]1 CRADS700

Knowledge Bases:

Directories:
[]

[adsapi]
[adscomp]
[danole.1]
[daukney.1]
[everyman.1]
¥ [everyman.2] +
+ [= [ [=

[ I+

" Read-only access

o] [ oot ]

M Tip: As you select a choice on the pull-down menu, note that the
message bar at the bottom of the screen gives you a short summary of the
choice. For help with a pull-down choice, press F1 when that choice is
highlighted.

2 Use the Directories field to select the directory where the GROCERY
knowledge base is placed—C:\AIONDS700\EXAMPLE\DOC by
default. The knowledge bases available for import in this directory are
displayed in the Knowledge Bases list box.
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3

Double-click GROCERY v0.01 to import the knowledge base.

If you do not have a user name in a loaded Aion DS profile, AionDS
prompts you for your name.

For more information: See Chapter 10, “Customizing AionDS,” to
learn about profiles.

As AionDS is importing the knowledge base, the message bar shows you
the progress and AionDS displays a message asking you to wait.

Result: After it is imported, the knowledge base title appears in the AionDS
title bar. An object list window appears containing the class and state
hierarchies. This knowledge base hierarchy window shows icons for the
states, classes, and vocabularies in the GROCERY knowledge base.

M Tip: To open the Knowledge Base Hierarchy window after closing it:

1
2

4
5
6

Select Object.List. The Select Objects dialog displays.

In the Select Objects dialog, select Any in the Type field. Do not enter
any text in the Name field.

Check External Objects in the Status group. This displays WINLIB and
DDELIB.

Select KB in the Scope group.
Select Hierarchy in the List Format group.
Click Select.

Result: The objects listed in the Knowledge Base Hierarchy window are
displayed.



Updating GROCERY

Updating GROCERY

Overview Before exploring GROCERY, use the Update utility to make a copy of
GROCERY. This way, you can make changes and still return to the original
if your changes make the copy unusable.

1

Select File.Utilities.Update. The Update Knowledge Base window
displays.

= Update Knowledge Base

Please confirm the new version:
Name: |FTHERE

Yersion: ||]_|]2 CAADST00Y

KEnowledge Bases: Directories:
GROCERY?2 v0.01 I3 [

[adsapi]
[adscomp]
[danole.1]
[daukney.1]
[everyman.1]
+ [everyman.2] +
+ [= 4 [=

[ I+

" Read-only access

| Update I | Cancel I

For more information: See the “Updating a knowledge base” section in
Chapter 3, “Working at the Knowledge Base Level,” to learn more about
using the fields in the Update Knowledge Base window.

Note that GROCERY displays in the Name field and 0.02 displays in
the Version field. Click Update to make a copy of GROCERY with the
incremented version number.

Result: After you select Update, note that the title bar now says AionDS
GROCERY v0.02. AionDS has created an updated copy of the
knowledge base, closed the original, and opened the updated copy.
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Exploring the Knowledge Base Hierarchy window

Overview Before you run this knowledge base, use a few features of the Knowledge Base
Hierarchy window described in the following sections. All features of this
type of window are discussed in Chapter 4, “Working with Object Lists.”
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Exploring the Knowledge Base Hierarchy window

What objects does a state own?

What to do » To see what objects the CreateShoppingList state owns, hold down CTRL
and click the mini-icon for the CreateShoppingList state (not the text
CreateShoppingList). The rules CreateShoppingList owns are listed.

= AionDS - GROCERY2 v0.02

File Edit Object Settings Window Yiew Help

B KiowiodseBusoHioroy [
BwIMLIE

EIGROCERY2

[ [Main

K
| »

[ IE ALS

s § =3¢

ElConvertPackages [FProcessDinnerDessert [EProcessDinnervegetable
[EIProcessBreakfastSideDish [F]ProcessDinnerSaladSoup [FProcessLunchDessert
[EProcessDinnerdppetizer  [F]ProcessDinnerStarch [EFrocessLunchSideDish
| [EUpdateRecipev/alueList

| @DishDialogBox [DialogBox]

I
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What slots and methods does a class have?

What to do You just used the mouse to see the objects a state owns. Now, use the
keyboard to look at a class hierarchy.

1 Press the arrow keys to move the focus (the dotted box) to the Menu
class.

2 Press ALT-V to see the view pull-down menu. Now, use the up and
down arrow keys to select a viewing option.

3 Select Slots/Methods, and press ENTER.
@ Alternative: Press ALT and click the Menu class mini-icon.

Result: The Menu class slots and methods display.

BEwINLIE b
WIGROCERY2 =
| mMain

| [E|CreateShoppingList

| ElUpdateRecipevaluelist
| @IDishDialogBox [DialogBox]
| @ GroceryStandardvindow [Standardyyindow]

| @Ingredient

[ mlivienu:
[[Beverage [[MenuDlgPtr [EOpenaAll [E]vwhenDeleted
[MDay [[Serdings [F]Cpentdenu

[[MainDish [FGetMenuPtr [E]ResetSelections
[Mrdeal [FMextideal  [FEYWhenCreated
| [@]Breakfast [Menu]
| @IDinner [Menu]
~ [@Lunch [Menu]
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Exploring the Knowledge Base Hierarchy window

Looking at the CreateShoppingList state agenda

What to do » Double-click the CreateShoppingList state to open an object editor for
CreateShoppingList. The property shown by default is the agenda. You
will see how to edit different properties later in this tour and in more
detail in Chapter 5, “Working with Objects.”

State CreateShoppingList

Agenda

F;__Execute the rules that create the *f
/* ShoppinglList

forwardchain
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Running GROCERY

Overview One major advantage of AionDS is that you can run a knowledge base while
your editors are still open. You can even explore the knowledge base and
make changes to it while it is running (although you cannot save the changes
until the knowledge base terminates). The following section shows you how
to run a knowledge base.
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Running GROCERY

Run window

What to do 1 Select Run in the button bar (the green traffic light). The Run window
displays.

Execution trace Debugger
C iOff @® Disabled
! Enabled

C Explanation only I” Running trace

Display device: |PC25 :I ¥ Load KB profile

Bun | Rerun... | Cancel Help

2 In this window, specify the characteristics for your knowledge base
execution. For now, use the defaults. In Chapter 3, “Working at the
Knowledge Base Level,” you’ll learn about the options available in this

window.
3 Click Run.
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Application window

Overview AionDS displays the application window and provides you with an execution

system that mirrors what the user sees when the knowledge base is delivered.

For more information: See Chapter 3, “Working at the Knowledge Base
Level,” for notes on running a knowledge base on the AionDS desktop.

= Grocery KB v§ -

Menu Recipe Ingredient ShoppingList Help Exit
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What to do

Running GROCERY

Select Menu.Open. The Menu Open Selection dialog displays.

From the Menu Open Selection dialog, select the day of the week and
meal time (breakfast, lunch, or dinner) for which to select the dishes and
click OK. The dialog box for that day and meal displays.

Select the number of servings (servings must be greater than or equal to
10) to serve for this meal. Select the dishes for this meal. To set up the
menu for the next meal time, click Next and repeat this step. If you are
done setting up the menu for the week, click OK.

The application window displays again. You can display a shopping list
that shows the amount of each ingredient needed. The shopping list is
based on the menu you created for the week. To display the shopping
list, select ShoppingList.Open. The Shopping List window displays.
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Changing the knowledge base

Overview This section contains an exercise that gives you hands-on experience changing
a knowledge base. The camp director asks you to modify the GROCERY
knowledge base so you can add new recipes to the camp menu.

You and the director decide on the following concepts:
« Add the New menu item to the Recipe pull-down menu. The New

menu item displays the Recipe dialog.

» Use the Recipe dialog to add new recipes to the camp menu and specify
the required ingredients.

Knowledge base Since you are the knowledge base developer, the director has left the exact
design design and implementation in your expert hands. After a day of designing,
you decide upon a knowledge base structure that contains the following:
« the Recipe.New menu item, which opens the Recipe dialog

Camp personnel use the Recipe dialog to enter the new recipes and select
(from a static list) recipe ingredients. When an employee completes and
exits the Recipe dialog, the rules in an independent state are executed.

» an independent state with rules to allow new recipes to be selected from
the Add Dish dialog

« adatabase file, linked to the Recipe class, to store new recipes
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To build the knowledge base structure and implement this function,
complete the following tasks:

What to do

1

5
6

Add the New menu item to the Recipe pull-down menu and include the
method and function that open the Recipe dialog.

Create the Recipe dialog.

Create an independent state with rules to allow new recipes to be selected
from the Add Dish dialog.

Change the Recipe class to create and access a database file that contains
a list of recipes.

Close all editors and save the changes.

Test the new knowledge base.

To find out how the knowledge base works after completing these changes,
see the GROCERY2 knowledge base. The following sections give you step-
by-step instructions for each task.
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Adding the New menu item

Overview In this step, you use the Window editor to add the New menu item to the
Recipe pull-down menu in the GROCERY knowledge base main window,
GrocerySW, and include the method and function that open the Recipe

dialog.
Whattodo 1 Click the Window editor window to activateit.
2 Open the GrocerySW window. Select Screen.Open Window. The Open
Window dialog displays.
Window Instances:
aes Ask [AskDialoq) %

aes_Show [ShowDialog]

DishDlg [DishDialogBox]

GrocerySW [GroceryStandardWindow]
MenuDlg [MenuDialogBox]
MenuOpenDlg [MenuOpenDialogBox]
ShoplListDlg [ShopListDialogBox]

[ List Child Windows

Open Cancel Help |
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3 Double-click the Grocery KB window instance. The GrocerySW
window instance displays.

Menu

Hecipe

Ingredient

H W

ShoppingList Help Exit
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4 Add the New menu item to the Recipe pull-down menu. Select
Screen.Menu Items. The Menu Items dialog displays.

T

Owning Class: |Menu|tem |E|| New Class... I
Instance Name: |RecipeOpenMI | %v:?:ecked

Menu ltem Text: |"0pen | O Disah_led

[] Separator

Short Cut Key: | | B [ No Open

Menu tem List:

T [
—Openall | e I
—Print

—{[Se Ear_atu ] | {hange I
—~Add™Dish

-Fle::i e | Delete I

T

—Print | addchid |
| oy Blindn I [ Edit System Menu | Delete All I
| oK I | Cancel I | Help I

5 Select the Open menu item under ~Recipe in the Menu Item List field.
Type over the Instance name, RecipeOpenMI, with the new name,
RecipeNewMI . Type over the Menu Item Text name, ~Open, with the
new name, ~New, and click Insert. Click OK and ~New is inserted
before ~Open.
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6 Create the WhenRecipeNewMIChosen method and function for the
New menu item. This method is executed when the user selects the New
menu item. In the GrocerySW window, select Recipe.New. The
Methods dialog displays.

Edit Method: Method Class:

Selected
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7

In the Edit Method group, select Chosen and click OK. The Method
and Function dialogs are created and displayed.

Method WhenBecipeNewMIChosen [GroceryStandardWind ow]

i Function WhenRecipeNewMIChosen_ [GroceryStandardWindow] [ | o

Function Arguments

Local Variabhles

mi is pointer to Henultem

Return Value

= External Library




8

Changing the knowledge base

In the Function Body property, include the following statements:

/* Goto the Open RecipeDlg or create a new  */
/* Recipe instance and Open the RecipeDlg  */
[* for it. */

if RecipeDlg.IsOpen

then
RecipeDlg.SetActiveWindow

else
RecipeDlg.RecipePtr = create (Recipe)
RecipeNameTW.attach
(slot(RecipeDlg.RecipePtr->.Name))
RecipelngredLB.attach
(slot(RecipeDlg.RecipePtr->.IngredientsNeeded))
RecipeDIg.Open

end

You cannot save the WhenRecipeNewMIChosen function and method
until you create the Recipe dialog referenced in the Function Body

property.
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Creating the Recipe dialog

Overview In this step, you use the Window editor to create the Recipe dialog as shown
in the following figure.

Cancel

In the Recipe dialog, you need to create the following objects:

« label windows

» atext window

« alist box

»« OKand Cancel push buttons

» RecipePtr slot to hold the new recipe values an employee will create in
this dialog

You add a method and function for the OK push button to call the
UpdateRecipeValueList state. You also add a method and function for the
Cancel push button to delete the Recipe instance.
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Creating the Recipe
dialog

Changing the knowledge base

1 Activate the Window editor tool palette by clicking the Window editor

window.

Select the New dialog box icon from the tool palette and click the cursor
(which displays as the dialog box icon) in the screen. The New Window
dialog displays.

B NewWindow ]
Class: |

MName: |

Parent: |
Attached Class: |

Mew Class...

New | Cancel | | Help

Top-level windows should reside in subclasses so that the class hierarchy
can be seen clearly and customized objects are separated from the
WindowObject class library.

Create a subclass of DialogBox. Click New Class. The New Class dialog
displays.

= New Class

Owner: I
New | Cancel Help

4  Enter RecipeDialogBox  in the Name field. Enter DialogBox in the

Owner field. Click New to create the RecipeDialogBox class and return
to the New Window dialog.

Touring AionDS  2-29



Changing the knowledge base

2-30 User's Guide

5

In the New Window dialog, enter RecipeDIlg in the Name field and
click New.

Resize the Recipe dialog to the same size as the Recipe dialog figure on
page 28. Place the tip of the arrow on the side of the dialog to resize so
that the arrow turns into a double-headed arrow. Drag the mouse to pull
or push the side in the desired direction.

Change the name displayed in the title bar of the RecipeDlg window.
Double-click in the RecipeDlg window to display the RecipeDlg window
slots.

= Dialog Box Slots
Instance Name: |FlecipcDIg |
Owning Class: |RecipeDiaIuanx |ii Initial State
@ Normal
[ Basic Window Styles o 2 2
[ Disabled (I Invisible Maximized
& No Open < Minimized
r Standard Window Styles 0
O sieeder [] Maximize Button No System Debug
& Di Elkiiimi L] No System Explain
Dialog Border Minimize Button 1 Mo System Trace
O gize Barder [ System Menu (] No System Unknown
Ed Title Bar (] No System Abaort [ No System PasteLink
rText Source | Title: | |
@ Plain Text lcon: | | E
S T8L
> Attached Object Pointer: | | E
| Plnpy Binta | I | Aftanh | I | Back Color... I | Help I
| 0K I | Cancel I

8 Replace the text in the Title field with Recipe. Click OK to return to the

Recipe dialog.



Adding label
windows

Changing the knowledge base

1 Add the Recipe Name and Ingredients Needed label windows. For each,
select the Label Window icon from the tool palette and click the cursor
(displayed as the Label Window icon) in the Recipe dialog box.

Ab:

The New Window dialog displays.

o NewWindow |
Class: |

MName: |

Parent: |
Attached Class: |

Mew Class...

New | Cancel | | Help

2 Inthe New Window dialog, enter the name of the label window in the

Name field and click New to return to the label window.

Name the Recipe Name label window RecipeNameLbl. Name the
Ingredients Needed label window RecipelngredientsLbl.
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3 Enter the text displayed in the label window. Double-click in the label
window to display the label window slots.

= Text Window Slots

Instance Name: IRecipeNameLhI
Owning Class: ITexM"induw |E|
Basic Window Styles

[ Group [ Tab Stop [ No Open

[ Disabled [ Invisible
Text Window Styles

[ Border X Label " Password

™ Multi-Line I™ Auto HScroll I™ Vertical Scroll

[ Read-Only [ Auto ¥Scroll ™ Horizontal Scroll
Text Source

® Plain Text O TSL C Attached Object ‘
Text  |Label Window » |
Pointer; I B
| User Slots... I | Attach... I | Back Color... I | Text Color... I
I —

4 In the Text field, enter the text you want displayed in the label window.
Click OK to return to the label window.

For the Recipe Name label window, enter “Recipe Name :”. For the
Ingredients Needed label window, enter “Ingredients Needed

5 Resize the label windows to the size shown in the Recipe dialog figure on
page 2-28. Place the tip of the arrow on the side of the label window to
resize so that the arrow turns into a double-headed arrow. Drag the
mouse to pull or push the side in the desired direction.

Adding the Recipe 1 Add the Recipe Name text window. Select the Text Window icon from
Name text window the tool palette and click the cursor (displayed as the Text Window icon)
in the Recipe dialog box.
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The New Window dialog displays.

B NewWindow ]
Class: | E

Name: |

Parent: | EI

Attached Class: |

‘ Mew Class...

New | Cancel | ‘ Help

2 Inthe Name field, enter RecipeNameTW to match the corresponding
name in the New menu item’s Function Body property. Click New to
return to the Recipe Name text window.

3 You must change some text window styles. Double-click in the Recipe
Name text window. The Text Window Slots dialog displays.

|=- Text Window Slots

Instance Name: |FlccichachW
Owning Class: [Textwindow B
‘Basic Window Styles

[ Group [ Tab Stop [ No Open

[" Disabled [ Invisible

Text Window Styles

X Border [ Label " Password

X Multi-Line [~ Auto HScroll I ¥ertical Scroll

[ Read-Only [ Auto ¥Scroll [" Horizontal Scroll

Text Source

® Plain Text CITSL ) Attached Object ‘
Text: | >> I
Pointer: | E
| User Slots... I | Attach... I | Back Color... I | Text Color... I
—— T
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Since you only want to create one new recipe at a time, uncheck Multi-

Line in the Text Window Styles group.

Set up the Recipe Name text window so you can attach it to the Name

slot owned by the Recipe class. The function

WhenRecipeNewMIChosen_ dynamically attaches the Name slot to the

Recipe Name text window.
Select Attached Obiject in the Text Source group.
Click Attach. The Attach Object dialog displays.

— Attach Object
Type: | B
Name: | ﬂl
Owner: |
MWindow Type - g
Sourcing Option
[ Answer ™ Name e
 Message " Explain ® Source Yalue
/ C Current ¥Yalue
™ Constraint ™ Prompt € Final Value

-Answer Window Attributes
[ Reload [” Uppercase
[ No Empty [T No Trim

[T No Unknown

" Check Length
[T No Load Yalue

| oK || Cancel I

Check Answer in the Window Type group.

Check No Empty and No Unknown in the Answer Window Attributes

group.
Click OK to return to the Text Window Slots dialog.

Click OK in the Text Window Slots dialog. You return to the Recipe
Name text window.

Resize the text window to the size shown in the Recipe dialog figure on
page 2-28. Place the tip of the arrow on the side of the text window to
resize so that the arrow turns into a double-headed arrow. Drag the
mouse to pull or push the side in the desired direction.




Adding the
Ingredients Needed
list box

Changing the knowledge base

Add the Ingredients Needed list box. Select the New List Box icon from
the tool palette and click the cursor (displayed as the List Box icon) in the
Recipe dialog box.

The New Window dialog displays. The ListBox class displays in the
Class field. The RecipeDIg(RecipeDialogBox) window displays in the
Parent field. In the Name field, you must name the list box
RecipelngredLB to match the corresponding name in the New menu
item’s Function Body property.

Click New. The Ingredients Needed list box displays.

You must change some list box styles. Double-click in the Ingredients
Needed list box to display the List Box Slots dialog.

= List Box Slots
Instance Name: IHecipeIngredLE|
Owning Class: IListEux EI
-Basic Window Styles
[ Group ¥ Tab Stop
[ Disabled [ Invisible
[ No Open
-List Box Styles
[” Sort List Box [ Multi-Select
[ Horizontal Scroll

User Slots... ‘ Attach... I

Pointer: I |EI
|
I

|
0K I ‘ Cancel I ‘ Help I

4 Recipes usually contain several ingredients, so check Multi-Select in the

List Box Styles group.

Touring AionDS ~ 2-35



Changing the knowledge base

2-36 User's Guide

© 00 N O

11

You must set up the Ingredients Needed list box so you can attach it to
the IngredientsNeeded slot owned by the Recipe class. The function
WhenRecipeNewMIChosen_ dynamically attaches the
IngredientsNeeded slot to the Ingredients Needed list box.

Click Attach. The Attach Object dialog displays.

Check Answer in the Window Type group.

Check No Empty in the Answer Window Attributes group.
Click OK to return to the List Box Slots dialog.

Click OK in the List Box Slots dialog. You are returned to the
Ingredients Needed list box.

Resize the list box to the size shown in the Recipe dialog figure on page
2-28. Place the tip of the arrow on the side of the text window to resize
so that the arrow turns into a double-headed arrow. Drag the mouse to
pull or push the side in the desired direction.



Changing the knowledge base

Adding the Cancel 1 To add the Cancel push button, select New Push button from the tool

push button palette and click the cursor (displayed as the push button icon) in the
Recipe dialog box. It must be named RecipeCancelPB. Resize and
display the Cancel push button name by using the same techniques as for
the Recipe dialog.

2 Add statements to the function body of the Cancel push button. When
you right double-click Cancel, the Methods screen displays. Click OK to
create and display the WhenRecipeCancelPBChose Method and
Function editors.

Method WhenRecipeNewMIChosen [GroceryStandardyindow]

= D enHecipeNe DS E DCE andaarda a0 T

Function Arguments Local Variables
mi is pointer to Henultem

Return Value

_|

External Library

— ——————————————————o—

3 Enter the following statement in the Function Body:

/* Delete the Recipe instance and Close the */
/* DialogBox. */

Delete(RecipePtr->)
close
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Creatingthe 1 Create a slot named RecipePtr in the RecipeDialogBox class. Select
RecipePtr slot Object.New. The New Object dialog displays.

= MNew Object

Tvpe: slot

Name: RecipePir

Owner: |RecipeDialogBox

Cd Open object

I | Cancel

2 Enterslot in the Type field, RecipePtr

in the Name field, and
RecipeDialogBox  in the Owner field.

Click New. AionDS creates the RecipePtr slot and displays the Slot
RecipePtr (Recipe) Dialog.

Slot BecipePtr [RecipeDialogBox]

Prompt

Base Type Facts

4 Enter the following in the Base Type property:
pointer to Recipe
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Adding the OK push
button

Changing the knowledge base

Add the OK push button. Select New Push button from the tool palette
and click the cursor (displayed as the push button icon) in the Recipe
dialog box. It must be named RecipeOKPB to match the corresponding
name in the New menu item’s Function Body property. Resize and
display the OK push button name by using the same techniques as for
the Recipe dialog.

Add statements to the function body of the OK push button to exit to
the next statement in the UpdateRecipeValueList state. Double-click the
right mouse button to create and display the WhenRecipeOKPBChosen
Method and Function editors.

Enter the following statement in the Function Body:

/* If the user's answers are successfully */
/* assigned to the Recipe slots, update the*/
/* RecipeValuelList, and close RecipeDlg. */

if AssignAnswers

then
state(UpdateRecipeValueList)
close

end

You cannot save the Recipe dialog until you have created the
independent state, UpdateRecipeValueList, which the OK push button
function calls.
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Creating an independent state

Overview Create an independent state called UpdateRecipeValueList. This state
contains the rules to allow new recipes to be selected from the Add Dish
dialog.

Whattodo 1 Activate the Knowledge Base Hierarchy window by selecting it from the

Window pull-down menu.

2 Select Object.New to display the New Object window.

= New Object

Type: state

Name: UpdateRecipeYaluelList

Owner:

< Open object

I | Cancel

3 Inthe Type list box, click the down arrow to use the drop-down list and
select or enter state

4 Click in (or TAB to) the Name field and enter
UpdateRecipeValueList

5 Leave the Owner field blank to create an independent state not owned by
any other state.

6 Make sure Open Object is checked. When Open Object is checked,
AionDS opens an editor for the object as soon as AionDS creates the
object.

7 Click New or press ENTER to create the new state. The state and its
Agenda window are created and displayed.
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8 In the Agenda window, enter the following:

/* Update the RecipeValueList */
forwardchain
DishDlg.ResetRecipeValueList
9 Save the state by pressing F8. See the new state icon

(UpdateRecipeValueList) displayed in the Knowledge Base Hierarchy
window.

Enmsledge Hase Hiersciy

GRICER'2
LT
[ Craata Bhop pingList
P cR el Lt
I CNshDyadg Bas
[ oy L el W nd o

— Enmadnt
W

10 Add arule as a child of the UpdateRecipeValueList state. Select the
UpdateRecipeValueList state in the Knowledge Base Hierarchy window.
Select Object.New to display the New Object dialog.

= New Object

Type: rule

Name: UpdateFlt:cipt:Valu&LislI

Owner. |UpdateRecipeYalueList

< Open object

I | Cancel
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Enter rule in the Type field and the name of the rule in the Name field.
Click New. The UpdateRecipeValueList state displays in the Owner
field, because it was already selected in the knowledge base hierarchy
window.

The Rule editor displays.

Hule UpdateRecipeValueList [UpdateRecipeValueList]

Rule Definition

Enter the following statements in the Rule Definition property:

/* Update RecipeValueList by adding to it */
/* Selection Values that are not already */
/* included. */

ifmatch Recipe with

not (RecipeValueList includes Recipe.Name)
then

add Recipe.Name to RecipeValueList
end

11 Save the rule by pressing F8.
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Changing the Recipe class

To create a database file that contains the list of new recipes and link it to the
Recipe class:

Overview

a A W N PP

Change the access method to QSAM.
Reverse generate the Recipe class definition.
Modify the Recipe class definition.

Change the Update Mode property.

Export the class definition.

What to do

Change the access method to QSAM. Double-click the Recipe class
name in the Knowledge Base Hierarchy window to open the Recipe class
editor. Select Access Method from the Database menu bar. Select
QSAM from Access Method. The QSAM Access Method dialog
displays.

= Q5AM Access Method® '

Data File

In the Data File field, enter recipe.dat ~ which is the database file to
which you want to link the Recipe class.

Reverse generate the Recipe class definition. Select Database.Generate
class. This builds the Recipe class definition property.
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3 Modify the Recipe class definition. Select Property.Open. The Open
Property dialog displays. Double-click the Class Definition property to
display the Class Definition property. Change the first line to:

file(QSAM, textual) of record

By adding the term textual , you can view the database file in a more
readable format—one record per line—instead of as a single string.

4 Change the Update Mode property to automatic. Select Property.Open
to display the Open Property dialog. Double-click Update Mode to
display the Update Mode property. Select Automatic.

5 Select Database.Export definition to create the external database file.
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Saving and closing all open editors

What to do 1 Toclose all open editors, select them and press F8.

2 Save the knowledge base to disk by selecting File.Save, or selecting Disk
on the button bar.

M Tip: If parsing errors occur, check the message bar for more information.
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Testing the new knowledge base

Overview This section covers testing your new changes. Always test a knowledge base
after making major changes to it. If the knowledge base does not execute as
expected or even terminates abnormally, use the debugger to identify and
solve the problem.

For more information: See Chapter 3, “Working at the Knowledge Base
Level,” for instructions on running the knowledge base with the debugger.

What to do 1 Run the knowledge base by selecting File.Run.
2 Create a new recipe by selecting Recipe.New. The Recipe dialog
displays.
N 0000 o HEEe
Recipe Name: Ingredients Needed:
|| Eggs +

Hollandaise Sauce
English Muffins

Coffee
Fruit
Tea
Juice +
gl(
Cancel

Enter a new recipe name in the Recipe Name field and select required
ingredients from the Ingredients Needed list box. Click OK.
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3 Add the new recipe as a meal in the Menu dialog. Select Menu.AddDish
to display the Add Dish dialog.

= Add Dish

Meal: Dish:

Breakfast
Lunch
Dinner

Hecipe:

Coffee

Eqgs Benedict
French Toast
Fruit

Hash Browns

ILI
Juice Cancel
Milk 3 :

| [+

Select your new recipe from the Recipe list box. Select a meal time and
dish for your new recipe by making a selection from the Meal list box
and the Dish list box. Click OK.

4 See if your new recipe has been added to the Menu dialog by selecting
Menu.Open.
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Chapter 3

Working at the Knowledge Base Level

This chapter describes how to perform functions affecting a knowledge base.

To access knowledge base level functions, use the File menu. This chapter

also briefly describes online help.

In this chapter

Topic Page
Creating a knowledge base 3-2
Opening a knowledge base 35
Saving a knowledge base 3-7
Closing the current knowledge base 3-8
Running a knowledge base 39
Managing libraries 3-13
Importing a knowledge base 3-17
Exporting a knowledge base 3-20
Printing object information 3-21
Browsing a file 3-25
Tracking changes in a knowledge base 3-26
Knowledge base utilities 3-27
Organizing windows with the Window pull-down menu 3-45
AionDS online help 3-46

Working at the Knowledge Base Level

3-1



Creating a knowledge base

Creating a knowledge base

What to do To create a knowledge base, set the Interface option in the Environment
Settings window to Graphical and use the Create Knowledge Base window.

1 To open the Environment Settings window, select Settings.Environment.
The Environment Settings window displays.

e EmvieesesBefign
Camgadiann Tolerssie: |lmm Infeqiece:  |GRAPHICAL El
[ispliy DEvice Tygee: |P¢H &)

Balnga Masks Inpi

Xes Yes Dite [ | ] it
Mo e Time [ | E

Pleves [t Flebae [ E;:':.r:" i
File N IF— File Time li Thouzands I_

[a ] [ con | [ mew |

2 Set the Interface option to Graphical or Character-based, depending on
the interface you are using.

For more information: See Chapter 10, “Customizing AionDS,” to
learn about the other fields in the Environment Settings window.
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3 Select File.New. The Create Knowledge Base window displays.

Create Knowledge Base

Please specify the knowiledge base to be created:
N fGroc
Yersion: |u,[n CHADETOM,

Enouledge Baces:
I NAMIC w001
GROCERY 0.01
BYBTST w01

|-|-

I J+

*]

B B

I Hesdl-mily aiceas

[oese ] [ cmet |

4 If necessary, change the directory in the Directories list box.

5 Enter the name and version of the new knowledge base in the Name and
Version fields.

6 Click Create.

Name field Enter the path and knowledge base name in the Name field.

To change directories, enter the full path name, including a backslash after
the last directory.

To go to the root directory, enter a backslash.
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Version field Enter the version number of the knowledge base to open.

If you create a knowledge base and do not enter a version number, the
knowledge base enters 0.01 as the default version number. AionDS uses 0.01
to identify Version 1. To work on a new version of a knowledge base, use
Copy or Update to make a copy of the knowledge base, and give it a version
number.

AionDS increments version numbers by 0.01. For example, the second
version of a knowledge base is 0.02.

Current path The current directory displays to the right of the Version field. When you
enter the full path and knowledge base name, AionDS ignores the current
path.

By default, the current directory is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group

Knowledge Bases and To select a directory name from the Directories list box, double-click on the
Directories list boxes directory name.

All available knowledge bases in the selected directory display in the
Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

Fo Note: You cannot create a knowledge base with read-only access.
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Opening a knowledge base

What to do To open a knowledge base, use the Open Knowledge Base window. You can
open only one knowledge base at a time.

1 Select File.Open. The Open Knowledge Base window displays.

= Open Knuwledge Base
Please specify the knowledge base to be opened:
Name: ||
Version: | CAMDS700y
Knowledge Bases: Directories:
SYBTST +0.01 B ki
[adsapi] =
[adscomp]
[inif]
[mapfiles]
[sybtst.1]
&S +
| EERE 3 |
[" Bead-only access
Open | Cancel Help

If necessary, change the directory in the Directories list box.
Enter the name and version of the knowledge base to open.
Click Open.

If the knowledge base has a password set, AionDS prompts you to enter
the password.

a A W DN
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Name field Enter the name of the knowledge base in this field, select a knowledge base
name from the Knowledge Bases list box, or enter the full path and
knowledge base name.

To change directories, enter the full path name, including a backslash after
the last directory.

To access the root directory, enter a backslash.

If the Version field and the Read-only access check box are correct, click
Open.

Version field Enter the version number of the knowledge base to open. If you select a
knowledge base from the Knowledge Bases list box, that version number
displays in the Version field.

Current path The current path displays to the right of the Version field.
By default, the current path is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group
Knowledge Bases and ~ To select a directory name from the Directories list box, double-click on the
Directories list boxes directory name. All knowledge bases available in the selected directory display
in the Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

FoNote: If you check Read-only access, you can only browse, not modify, the
knowledge base.
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Saving a knowledge base

What to do

» To save work in progress to disk, select File.Save or click the save icon in
the button bar. AionDS saves to disk any changes to knowledge base
objects you saved with Object.Save. AionDS also prompts you to save
any unsaved objects.

@ Alternative: AionDS prompts you to save your work. To specify prompt
intervals, select Settings.Display and specify the interval in minutes in the
Auto-Save field. To deactivate auto-save, enter O.

Save your knowledge base periodically. Using Object.Save to save changes to
objects does not update the knowledge base stored on disk. Export your
knowledge base periodically. Exporting a knowledge base saves it in an
external file format.

For more information: See Chapter 10, “Customizing AionDS,” for
details about the Display Settings dialog.

% Caution: If you save objects with syntax errors, AionDS does not prompt
you to resolve the errors before saving the knowledge base.
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Closing the current knowledge base

What to do To close a knowledge base:

1 Select File.Close.

2 AionDS prompts you to save objects with unsaved changes.
To save all changes made to an object, click Save.
To close a knowledge base without saving the changes, click Discard.
Result: AionDS clears the knowledge base from memory. Closing a
knowledge base does not end an AionDS session.

M Tip: You can change the default sizes and positions of object editor
windows. The new default sizes and positions are not saved
automatically. For more information, see Chapter 10, “Customizing
AionDS.”
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Running a knowledge base

What to do 1 To execute a knowledge base, select File.Run, or select the Run icon in
the button bar.

The Run window displays.

Execution trace Debugger
C) 0ff @ Disabled
® On ) Enabled
() Explanation only I” Running frace
Display device: IPCEE :I P< Load KB profile
Bun ‘ Rerun... ‘ Cancel Help

For more information: See the Run Settings dialog in Chapter 10,
“Customizing AionDS,” for details about the defaults that control the
execution of a knowledge base.

2 Use the execution trace radio buttons to specify whether the trace is on or
off, and what type of trace to write.

For more information: See Chapter 19, “Trace File,” of the General
Reference to learn more about the execution trace.
3 Inthe Debugger group, enable or disable the debugger.

For more information: See Chapter 9, “Debugging Knowledge
Bases,” to learn how to use the debugger.
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4 Use the Display device field to indicate the type of display the knowledge
base execution simulates on the desktop. Select the field to display the
following screen types:

Device-Type Terminal Rows Columns
* all any any
PC* PC any any
PC25 PC 25 80
PC43 PC 43 80
PC50 PC 50 80
M* 3270 any any
M2 3270 24 80
M3 3270 32 80
M4 3270 43 80
M5 3270 27 132

5 When you check Load KB profile, AionDS automatically loads the
profile associated with this knowledge base. If you do not check this
check box, AionDS does not load the associated profile, even if the profile
is available in the knowledge base directory.

6 Click Run to execute the knowledge base. Execution does not begin
until the knowledge base is saved. If you try to execute a knowledge base
before saving, AionDS prompts you to save the knowledge base with a
confirmation pop-up window.
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Viewing knowledge
base objects

Editing knowledge
base objects

Running a knowledge base

You can switch to other AionDS editor windows while running a knowledge
base. Any window you open while running a knowledge base reflects its
current state. This means that you can view changes AionDS makes to a
running knowledge base.

For example, you may want to view instances created during knowledge base
execution.

For more information: See Chapter 4, “Working with Object Lists,” to
learn more about how to view instances and objects.

You cannot change objects while a knowledge base is running.
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Aborting and restarting knowledge base execution

What to do » To abort a running knowledge base quickly (for example, one in an
infinite loop), select Run.Abort.

» To restart knowledge base execution quickly, select Run.Restart.

Exception: The Restart command is not available in GUIAionDS/Win.
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Managing libraries

Overview Managing libraries comprises the following tasks:

« adding libraries to knowledge bases
» deleting libraries from knowledge bases

« updating modified libraries to knowledge bases
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Adding libraries

What to do 1 Select File.Libraries. The Manage Knowledge Base Library List dialog
displays.
Available Libraries: Include Libraries:
DYNAMIC w0.01 WINLIB
GROCERY v0.01
Add —>

| Done I ‘ Cancel I

2 From the Available Libraries list, select the libraries to add by clicking on
each. You can select more than one library.

M Tip: The Available Libraries list displays the libraries in the AionDS
directory. To include a library in a knowledge base, place the library in
the AionDS directory or DPATH.

3 Click Add. AionDS adds the selected libraries to the Include Libraries
list.

4 Click Done. AionDS imports the knowledge base and adds the libraries
found in the Include Libraries list.
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Deleting libraries

What to do 1 Select File.Libraries. The Manage Knowledge Base Library List dialog
displays.

= Manage Knuwleﬂge Base Library List

Avrailable Libraries: Include Libraries:
DYNAMIC v0.01 8YBIST |
GROCERY .01

WINLB
SYBTST v0.01

| Done I ‘ Cancel I

2 Inthe Include Libraries list, select the libraries to delete.

3 Click Remove. AionDS deletes the selected libraries from the Include
Libraries list.

4 Click Done. AionDS removes the selected libraries from the knowledge
base, and the knowledge base is reimported.
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Updating modified libraries to knowledge bases

Overview Changes made to objects in libraries are not automatically updated to the
same libraries included in knowledge bases. When you open a knowledge
base with modified libraries, AionDS does not update the knowledge base’s
included libraries. To update the included libraries, import the knowledge
base or include the libraries in the knowledge base again.

What to do To import a knowledge base:

1 Open the knowledge base.
2 Select File.Import to import the knowledge base and update the libraries.

To include libraries again:

1 Open the knowledge base that includes the modified libraries.

2 Select File.Libraries. The Manage Knowledge Base Library List dialog
displays.

3 Click Done. AionDS updates the included libraries.
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Importing a knowledge base

Importing an open To have AionDS re-import a knowledge base, select Import when the
knowledge base knowledge base is open.

1 Select File.Import. If you made changes to the knowledge base since the
last export, AionDS displays a confirmation window asking if you want
to import the knowledge base.

|: Unsaved Changes

GROCERY v0.01 has changed since last Export.
9 Changes will be lost. Do you still want to Import?

Cancel Help

2 Toimport the knowledge base, click Discard.
Result: AionDS imports the knowledge base.

3 If you decide not to import the knowledge base, click Cancel.
Result: You return to the knowledge base.
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Importing a closed 1 Close the open knowledge base.

knowledge base 2 Select File.Import. The Import Knowledge Base window displays.

= Import Knowledge Base
Please specify the knowledge base to be imported:
Name: ||
Yersion: | CRADST00Y
Knowledge Bases: Directories:
DANOLE +0.01 B i
DAMOLE +0.02 [adsapi] el
GROCERY?2 +0.01 [adscomp]
[danole.1]
[danole.2]
[daukney.1]
¥ [everyman.1] +
& [E2 I T | (=[]
" Read-only access
T T

3 If necessary, change the directory in the Directories list box.
4 Select a knowledge base in the Knowledge Bases list box.
5 Click Import.

Name field To access a knowledge base, use the name field in one of the following ways:

« enter the name of the knowledge base
« select a name from the knowledge base’s list box
« enter the full path and knowledge base name

To change directories, enter the directory path name, including a backslash
after the last directory. To go to the root directory, enter a backslash.

If the Version field is correct, click Import.
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Version field

Current path

Knowledge Bases and
Directories list boxes

Importing a knowledge base

To import, enter the version number of the knowledge base. If you select a
knowledge base from the Knowledge Bases list box, that version number
displays in the Version field.

AionDS increments the version number by 0.01. For example, the second
version of a knowledge base is 0.02.

The current path displays on the right of the Version field. To change the
current path, use the Directories list box or the Name field. When you enter
the full path and knowledge base name, AionDS ignores the current path.

By default, the current path is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group

To select a directory name from the Directories list box, double-click on the
directory name. The selected directory displays in the Knowledge Bases list
box. To include a library in a knowledge base, place the library in the
AionDS directory or DPATH.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base. AionDS includes the latest version of each library.

R Note: You cannot import a knowledge base with read-only access.
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Exporting a knowledge base

What to do Use Export to generate the external format of a knowledge base. Export your
knowledge base frequently; this creates a backup copy. The knowledge base
must be open.

»  Select File.Export.
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Printing object information

What to do

file, use the Print window.

1 Select File.Print.

To print knowledge base object information or save it (in text format) in a

To print selected knowledge base objects, first select objects from an
object list window, then select Object.Print.

File name: | |
Directory is: Chaionds.6A0,
Files: Directories:
i M| t
[examples] L
[+
[t
Icl
[t
| |H
i I 5 +
2] [ RE [
(] Append to file [ Include External
‘ Erint | ‘ Format... I ‘ Sort... | ‘ Cancel I ‘ Help |

2 Specify the file to which to save the object information in the File name
field. You can enter a path name or use the Directories list box to specify

a path.

3 To print out object information, enter the name of your printer (in many

installations this is LPT1 or PRN). See your operating system

documentation for the exact name of your printer.

4 To append object information to the end of a file, select the file; then

select the Append to file check box.

Working at the Knowledge Base Level
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5 To place object information in a new file, enter the path and file name in
the File name field and select the Append to file check box.

6 To overwrite the contents of a file with object information, select the file
and make sure the Append to file check box is not selected.

7  To specify the print order of object information, click Sort. The Print
Sort window displays.

8 Change the print sort fields, then click OK to return to the Print
window.

9 To perform any of the following tasks, click Format. The Print Format
window displays.

« enter header and footer text for each page

« change page width and length

« indicate printer type

« compress output into minimum number of lines
»« add index to end of printout

« add table of contents to end of printout

« add extended table of contents containing entries for all objects to
end of printout

» add summary of all objects printed to end of printout

After changing the print format attributes, click OK to return to the
Print window.
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Print Format window

Header: |SEINANE

Footer: |

Page Width:  [76 'Or'“g':;mss

Page Length: r X Index

Printer Type [x Table Of Contents
@® Standard X Extended Table of Contents
' HP Laserjet [ Summary

0K Cancel Help

From this window, you can:

« Enter the header and footer text for each page. The default header is the
knowledge base name and version number.

» Change the page width and length. The default page length is 66 lines
and the default page width is 76 characters.

« Indicate the printer type.
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Use the following five check boxes under Options to modify the way the
knowledge base prints:

Check box If checked ...

Compress compresses the output into as few lines as
possible

Index adds an index to the end of the printout

Table of Contents adds a table of contents to the end of the
printout

Extended Table of Contents adds an extended table of contents containing
entries for all objects to the end of the
printout

Summary adds a summary of all the objects printed to

the end of the printout

Print Sort window From the Print Sort window, you can select the first, second, and third order
in which objects sort for printing.

Third: |Hnm=

Second: |Type IEI
&

0K | Cancel Help

The Print Sort window has three drop-down list boxes. Using the list boxes,
you can sort the knowledge base objects alphabetically by their parent, type,
and name. The default is to sort objects alphabetically by parent name, type
within parent name, and object name within type. To change this order,
change the values in the drop-down list boxes.
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Browsing a file

What to do 1 To browse text files, select File.Browse. AionDS displays the Browse
window.
2 Select a file from the window. AionDS starts a session of the Browser for
that file.
In AionDS/2 AionDS/2 calls the system editor, E.EXE. The browse session is independent

of AionDS. The AionDS primary window does not own the system editor.
You can edit files using the system editor.

M Tip: One way to take advantage of the system editor is to add
commentary before printing the browse file.

In AionDS/Win AionDS/Win calls the AionDS/Win Browser. The AionDS/Win Browser is a
child of the primary window called. You cannot edit files using the
AionDS/Win Browser.
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Tracking changes in a knowledge base

Overview To track, document, and control changes to a knowledge base, use the
Change Management sub-menu. You can use Change Management to
incorporate changes made simultaneously by several developers.

Change Management The following table lists each Change Management command and its
commands function:
Command Function
Check out creates a working copy of the master knowledge base
Check in moves the change set from the current knowledge base to
the master
Compare checks for change set changes to the same object property
and lists those changes
Apply makes the changes in the selected change sets to the current
knowledge base
List lists the change sets in the current knowledge base
Open opens one or more change sets in the current knowledge
base
Print prints modified objects in change sets or saves them (in text

format) in a file

Enable/Disable  starts or stops recording changes to the change set

For more information: See Chapter 8, “Tracking Changes in a Knowledge
Base,” to learn about Change Management procedures and menu commands,
as well as to see an example of using Change Management.

3-26 User's Guide



Knowledge base utilities

Knowledge base utilities

Overview

Use the File.Utilities to perform the following functions on an existing

knowledge base:

Command Function Page

Copy makes a copy of the knowledge base; you can specifya  3-28
new name, version, and path

Update creates a copy of a knowledge base and increments the  3-31
version number; you can specify a new path or name

Delete deletes a knowledge base from disk 3-33

Move moves a knowledge base to a new path or renamesitin  3-36
the current directory

Prepare strips a knowledge base of any unnecessary text in 3-38
preparation for a production version of the knowledge
base

Attributes sets a title for the knowledge base and displays 3-41
information, such as when the knowledge base was last
modified

Passwords sets runtime and edit-time passwords 3-42
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Copying a knowledge base

What to do To make a copy of a knowledge base:

1 Open the knowledge base to copy.

2 Select File.Utilities.Copy. AionDS displays the Copy Knowledge Base
window.

Copw Knowledge Base

Flease specify where 1o copy the knowiedge base:

Neme:  [EREIE
Yerainn |u,n1 CHAMETOE

Iﬁllwkdiz Bazes: Diirectories:
SYHTST «@0.01 il I-1 Jd
[adeapi] L)
[adscomp]
[mapiile =]
|| |(sybist1] e
i 1-] +
| =y ] [=1 Lo |
|3 Haead-mily aiocas

_gopy || conect |

3 Select the directory in which to save the copy.

@ Alternative: You can specify the disk and path name in the Name
field.

4  Enter the knowledge base name for the copy. To keep the same
knowledge base name for the copy as the original, select the original
name in the Knowledge Bases list box.
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5 If the knowledge base has a unique name within the directory, let the
version number default to the source knowledge base version number; or
you can enter a new version number. If the knowledge base name is the
same as a knowledge base in a directory, you must specify a unique
version number.

6 After entering the information, click Copy. The next time you view a
Knowledge Base window, the copy displays in the appropriate directory.
The original knowledge base remains open.

Name field Enter the name of the knowledge base in this field:

Select a knowledge base name from the Knowledge Bases list box, or enter the
full path and knowledge base name.

To change directories, enter the path name to the directory, including a
backslash after the last directory.

To go to the root directory, enter a backslash.

Check that the Version field is correct, then click Copy.

Version field Enter the version number of the knowledge base. If you select a knowledge
base from the Knowledge Bases list box, that version number displays.
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Current path The current path displays to the right of the Version field. To change the
current path, use the Directories list box or the Name field. When you type
the full path and knowledge base name, AionDS ignores the current path.

By default, the current path is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group

Knowledge Bases and To select a directory name from the Directories list box, double-click on the
Directories list boxes directory name. All knowledge bases in the selected directory display in the
Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

FoNote: You cannot copy a knowledge base with read-only access.
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Updating a knowledge base

Overview Updating a knowledge base is similar to copying, except that:
= Update closes the source knowledge base (the knowledge base that was
open when you chose Update) and opens the new copy.

= The Update Knowledge Base window automatically increments the
version field by one number.

Typically, you use defaults to make a copy of a knowledge base.

What to do 1 Open the knowledge base.
2 Select File.Utilities.Update. The Update Knowledge Base window
displays.
N UpdsteKnowledge Base |
Please confinm the new wersion!
Nome: [T
Yeraion: |u,n2 CHADETOM,
Kll'urkdiz Bazes: Diirectories:
SYHTST w801 1 (1 [+
|adeapi] hd
[adscomp|
[ il 5]
| [lsybastd] adl
i 1-] &
| =] 1= =]
I Hepd-inly aiotas
(o ] [_cont |

3 You can change the name, path, and version number.
4 Click Update.

Working at the Knowledge Base Level 3-31



Knowledge base utilities

Name field

Version field

Current path

Knowledge Bases and
Directories list boxes
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The name of the current knowledge base displays. To change the name in
this field:

« select a name from the Knowledge Bases list box, or
«  type the full path and knowledge base name

To change directories, enter the path name to the directory, including a
backslash after the last directory.

To go to the root directory, enter a backslash.

Check that the Version field is correct, then click Update.

AionDS increments the version of the current knowledge base by one number
and displays the change in the Name field. You can change the version
number. If you select a different knowledge base to update from the
Knowledge Bases list box, that version number displays in the Version field.

The current path displays to the right of the Version field. To change the
current path, use the Directories list box or the Name field. When you enter
the full path and knowledge base name, AionDS ignores the current path.

By default, the current path is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group

To select a directory name from the Directories list box, double-click on the
directory name. All knowledge bases in the selected directory display in the
Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

FoNote: You cannot update a knowledge base with read-only access.
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Deleting a knowledge base

Overview To delete the current knowledge base, select Delete with the knowledge base
open. AionDS closes and deletes the open knowledge base. If no knowledge
base is open, the Delete Knowledge Base window displays.

Deleting an open 1 Select File.Utilities.Delete. A confirmation dialog displays.
knowledge base

|; Delete Knowledge Base
9 Are you sure you want to Delete SYBTST v0.017

Cancel Help

2 To delete the knowledge base, click Delete.

Result: AionDS closes and deletes the open knowledge base from disk.
3 If you do not want to delete the knowledge base, click Cancel.

Result: You return to the open knowledge base.

Working at the Knowledge Base Level 3-33



Knowledge base utilities

Deleting an 1 To delete an unopened knowledge base from disk, close the open
unopened knowledge knowledge base.
base 2 Select File.Utilities.Delete. The Delete Knowledge Base window
displays.
Delete Enowledge Base

Please specify the bnmwledge base o be deleted:

Name:, ||

Yersion: | CARDSTOM,

Ilillwhdiz Bazes!

SYHTST .01  #] b

[+ [+

7] [ | I

r Headl-imily Arceas

e

3 Use the Directories list box to select the directory in which the knowledge
base is located.

4 Select the knowledge base.
5 Click Delete.
6 The confirmation dialog displays.

Result: 1f you click Delete on the confirmation dialog, AionDS deletes
the selected knowledge base from disk and returns you to the primary
window.

If you click Cancel from the confirmation dialog, AionDS returns you to
the Delete Knowledge Base window.
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Knowledge base utilities

To enter the name of the knowledge base in this field:

« select a knowledge base name from the Knowledge Bases list box, or
«  type the full path and knowledge base name

To change directories, enter the full path name to the directory, including a
backslash after the last directory.

To go to the root directory, enter a backslash.

Check that the Version field is correct, then click Delete.

Enter the version number of the knowledge base to delete. If you select a
knowledge base to delete from the Knowledge Bases list box, that version
number displays in the Version field.

The current path displays to the right of the Version field. To change the
current path, use the Directories list box or the Name field. When you enter
the full path and knowledge base name, AionDS ignores the current path.

By default, the current path is one of the following:

« from the command line—the directory from which you start AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group

To select a directory name from the Directories list box, double-click on the
directory name. All knowledge bases in the selected directory display in the
Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

R Note: Read-only access does not apply to deleting knowledge bases.
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Moving a knowledge base

What to do To move a knowledge base:

1 Select File.Utilities.Move. The Move Knowledge Base window displays.

Wove Knowledge Base
Flease specify where 1a move the knowledge base:
Mome: [
Yersion: (0.0 CAADS T,
Kllurkdlz Bacex! Diirectories?
SY'HTST .01 3 [ K
Jadeapi] M
[adscomp|
|ET LR |
L [lEwbasta] i
i 1-] +
s | =1 ) L= Lo |
| Hefidl-imily diocas
T

2 Enter the destination knowledge base path, name, and version.

If the knowledge base is unique to its directory, you can let the version
number default to the current version number, or enter a new version
number. If the knowledge base name exists in the destination directory,
you must change the knowledge base name or give it a unique version
number, or both.

3 After entering the information, click Move. If you are overwriting the
same knowledge base, an error message displays. You cannot move a
knowledge base onto itself.

3-36 User's Guide



Name field

Version field

Current path

Knowledge Bases and
Directories list boxes

Knowledge base utilities

The open knowledge base name displays in the Name field. To change the
knowledge base name:

« select a name from the Knowledge Bases list box, or
« enter the full path and name

To change directories, enter the path name to the directory, including a
backslash after the last directory.

To go to the root directory, enter a backslash.

Check that the Version field is correct, then click Move.

The open knowledge base version number displays in the Version field. You
can change the version number of the knowledge base to move. If you select
a knowledge base to move from the Knowledge Bases list box, that version
number displays in the Version field.

The current path displays to the right of the Version field. To change the
current path, use the Directories list box or the Name field. AionDS ignores
the current path when you type the full path and knowledge base name.

By default, the current path is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group

To select a directory name from the Directories list box, double-click on the
directory name. All knowledge bases in the selected directory display in the
Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

Fo Note: You cannot move a knowledge base with Read-only access selected.
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Preparing a knowledge base

What to do Use Prepare to strip your knowledge base of any text not needed for the
production version. To ensure the integrity of your original knowledge base,
be sure to change the version number.

To prepare a knowledge base:

1 Open the knowledge base.

2 Select File.Utilities.Prepare. The Prepare Knowledge Base window
displays.

Prepare Knawledges Base

Please specify where 18 create the prepared KB
Nowr: (SR
Yeraion: ||],[|1 CHADST O,

Emowl=dge Baces!

ETHTET .01 +] I

5] [+

[£] (= | lef |
l_ul'lllllll (TR The -t

[ Bepwe ] [ comnt |
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3 Change the version number in the Version field.

4 To prepare a different knowledge base, use the Directories list box to
select the directory in which the knowledge base is located.

5 Select the knowledge base.
6 Click Prepare.

Result: AionDS prepares and opens the knowledge base. The knowledge base
hierarchy window does not display. You can run, but cannot edit, the
knowledge base.

The knowledge base name displays in the Name field. To change the
knowledge base name:

« select from the Knowledge Bases list box, or
« enter the full path and name

To change directories, enter the full path name to the directory, including a
backslash after the last directory.

To go to the root directory, enter a backslash.

Check that the Version field is correct, then click Prepare.

The open knowledge base’s version number displays in the Version field. To
use Prepare , you must change the version number of the knowledge base. If
you select a knowledge base from the Knowledge Bases list box, the
corresponding version number displays in the Version field.

AionDS increments the version number by 0.01. For example, the second
version of a knowledge base is 0.02.
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Current path The current path displays to the right of the Version field. To change the
current path, use the Directories list box or the Name field. When you enter
the full path and knowledge base name, AionDS ignores the current path.

By default, the current path is one of the following:

« from the command line—the directory from which you started AionDS

« from the AionDS icon—the working directory associated with AionDS
in its program group
Knowledge Basesand ~ To select a directory name from the Directories list box, double-click on the -
Directories list boxes directory name. All knowledge bases in the selected directory display in the
Knowledge Bases list box.

To select a knowledge base in the Knowledge Bases list box, click on the
knowledge base.

Fo Note: You cannot prepare a knowledge base with Read-only access
selected.
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Setting knowledge base attributes

Overview Use Attributes to assign a title to, and display information about, the
knowledge base.

What to do To assign a title to a knowledge base:

1 Open the knowledge base.

2 Select File.Utilities.Attributes. The Knowledge Base Attributes window
displays.

Fnowledge Base Atiribaies

SYBETET wi. .
Last impored by Apomymmous at 4-0ct-95 11:31am

Tithe: ||

Set | Cancel Help

3 Toassign a title to a knowledge base, type a title in the Title text entry
field. AionDS limits the title to 30 characters, including spaces.

4 Click Set.
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Setting a password

Overview You can set the following three types of passwords:

«  Owner

If you use an Owner password to open a knowledge base, you can change
an object’s authorization and set passwords.

= User

If you use a User password to open a knowledge base, you cannot change
an object’s authorization, set passwords, see hidden objects, or modify
read-only objects. To make an object read-only, you must change the
object’s authorization.

= Runtime

If a knowledge base has a Runtime password, you cannot run a
knowledge base without the password.

For more information: See Chapter 5, “Working with Objects,” to learn
how to change an object’s authorization.

What to do To assign an Owner, User, or Runtime password:

1 Open the knowledge base.
2 Select File.Utilities. The Utility sub-menu displays.
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3 Select Passwords. AionDS displays the Passwords window.

B Passwords

AES————  ADS
Runtime
User
Set Cancel Help

4 Click Owner, User, or Runtime. AionDS displays the Enter new
ADS-password or Enter new AES-password window.

¥ Caution: Always assign an owner password. Without an Owner
password, the User password is not set.

|; Enter new ADS-password

OK ‘ Cancel | Help
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5 Enter the new password and click OK. The Retype the new password
window displays.

Iz Retype the new password

0K ‘ Cancel | Help

6 Re-enter the password. AionDS confirms your password and displays the
Passwords dialog.

¥ Caution: If you insert spaces while entering the password, the spaces
become part of the password.

7 Click Set. If you don’t want to set a password, click Cancel.

M Tip: You can enter a password for the owner, user, and runtime, and then
click Set.
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Organizing windows with the Window pull-down menu

Overview

You can control how AionDS places the Window editor and object list,
Obiject editor, and Screen editor windows within the AionDS primary
window with the Window pull-down menu. The Property pull-down menu
controls the Property windows within an Object editor. The Screen
pull-down menu controls the Windows within the Screen editor or Window
editor.

When the Interface field in the Environment Settings window is set to
character, AionDS/2 uses the Screen editor. When the Interface field in the
Environment Settings window is set to graphical, AionDS uses the Window
editor.

For more information:, see Appendix A, “Building and Running
Character-based Applications in AionDS,” to learn how to use the Screen
editor.

Select the Window menu to display the three choices:

Tile displays the Windows editor and all open object list, object
editor, and screen editor windows side-by-side and top-to-
bottom within the AionDS primary window

Cascade displays the Windows editor and all open object list, object
editor, and screen editor windows one on top of another,
with only the title bars showing

Close All closes the Windows editor and all open object list, object
editor, and screen editor windows. AionDS presents
confirmation pop-ups for each window where you have
made, but not saved, changes.
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AionDS online help

Overview There are many places to access online help in AionDS. The following table
summarizes those places:

From How? Function

a window press F1 or the Help help window describing the
push button window with hypertext links to

help

a pull-down menu  when a pull-down help window describing the
menu option is purpose of the action
highlighted, press F1

the Help icon in click on the question help window that lets you select

the button bar mark help icon in the from a list of common tasks
button bar

the Help pull-down  select Help from the choose from the help options
menu bar displayed in the menu
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Chapter 4
Working with Object Lists

Introduction This chapter shows you how to view and manipulate knowledge base objects
through Object List windows. An Object List window displays collections of
knowledge base objects selected according to your criteria. When you open a
knowledge base, the first Object List window displayed is the knowledge base

hierarchy window.

Inthis chapter ~ Topic __________ Page
Obiject listing actions 4-2
Selecting objects for an Object List window 4-3
Obiject listing by icon 4-14
Obiject listing by name 4-15
Obiject listing by detail 4-16
Object listing by hierarchy 4-18
Object listing by graph 4-22
Changing the format of an Object List window 4-28
Collecting objects into another Object List window 4-29
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Object listing actions

Summary Use the following two options in the Object pull-down menu to control
creation of Object List windows:

Option  Function

List opens an Object List window. Selecting List displays the Select Objects
window. From the Select Objects window, you can select the type of
objects to display in the Object List window

Collect  opens an Object List window containing objects selected from another
Obiject List window or a property window that is a system-supplied list
(such as a Used By property). Select the objects to put into another
window. Selecting Collect displays the Collect Objects window

The controls in the Window pull-down menu also determine the layout of
object lists, Object editors, and Window editor windows within the AionDS
primary window.
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Selecting objects for an Object List window

Overview

What to do

To view collections of related knowledge base objects, use an Object List
window. From an Object List window you can organize your work, view
relations between objects, and navigate through the knowledge base.

This section explains how to display knowledge base objects. Once you
display a collection of objects, you can change the Object List window format
and further narrow the list of objects.

»> To open an Object List window, select Object.List.

@ Alternative: Select the list button from the button bar. The list button
looks like the following:

AionDS displays the Select Objects window. From this window, indicate
which objects you intend to list and the initial format.
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Fields on the Select Objects window

Use the Select Objects window to specify characteristics of objects to display
in an Object List window.

Overview

= Select Objects

List Format Status
Type: |m C! lcons ™ Inyalid
Name: | ® Names [ Motused
— ) Details r Modified
Owner: | EI C Hierarchy || [ Mapped
C Graph [ External
Title: |0hjec’t List [names) Scope Authorization
C) Owner C Writeable
C Up ) ReadOnly
C) Down C! Hidden
| select H Cancel ‘ ‘ Help @ KB @ Al

The following is a summary of window fields and controls:

Summary
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Field/Control

Function

Type

Name

Owner

Title

drop-down list box indicating types of knowledge base objects to
list

text entry field to enter explicitly the name, or name with wild
card, of objects to display in the object list

drop-down list box indicating the name of the context from
which the objects can come. This combo box works in
conjunction with the Scope radio buttons

specifies text that displays in the title bar of the Object List
window

Continued



Type field

Selecting objects for an Object List window

Continued

Field/Control Function

List Format comprises five radio buttons controlling the format of the object
list
Status group of check boxes that lets you specify the status of objects to

display in the Object List window

Scope comprises three radio buttons, and works in conjunction with the
Owner field. These buttons control where AionDS looks for
objects to place in the object list.

Authorization comprises four radio buttons that limit the objects that a user can
view or change

Use the Type field to indicate the type of knowledge base objects to include
in the object list.

Selecting Any

When you first open the Select Objects window, the default selection in the
Type field is Any . Any indicates that the object list contains objects of any
type that match the other specifications in this window. If you select Any,
the object list is not constrained by the type of knowledge base object. To
constrain the types of objects to include in the Object List window, select a
type from the Types list box.

Selecting asingle objecttype

Enter the full name of the object category, or enough of the first few letters
(usually two) to indicate a unique object category. You can also select an
object category from the drop-down list.
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Name field

Owner field

Title field
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Selecting more than one object type

You can enter any type of object. Separate each object category with a space.
The field scrolls horizontally to 255 characters, if you need more room. To
select more than one type of object to list, enter the full name of the object or
enter enough letters to indicate a unique object type. For example, use MD
for method; ME for message; or IN for instance.

This is an optional field. Use the Name field to enter the name of the
knowledge base object or objects to list. To list a number of objects with
similar names, use the asterisk as a wild card. For example, enter:

st *
in the Name field to list all objects starting with the letters st.
To list objects ending with TRX, enter:

*TRX

& Reminder: The Name field is not case-sensitive, so TRXis the same as trx .
Leaving the Name field empty is equivalent to typing * in the field.

Use the Owner field to indicate the name of the context that owns all objects
placed in the Object List window. The owner you specify is used in
conjunction with the Scope radio buttons to indicate how to constrain the list
of objects.

Use the Title field to give the Object List window a title. With a useful name
in the object list title bar, you can identify collections of objects quickly when
you have more than one collection open.

The default title bar for an Object List window is the format of the Object
List window. For example, the default title bar for an Object List window by
icon is:

Object List (Icon)



Selecting objects for an Object List window

The following five List Format radio buttons indicate the format of the
Obiject List window:

List Format radio
buttons

= icons
= hames
« details

= hierarchy

« graph

Objects as icons
In an Object List window, objects display as the following icons:

]

4

@ [ =

State

Class
Method

Function

Slot

Parameter
Vocabulany

Message

(T[=

m [

Rule

Instance
Type
Process
Graph
Report
Group
Display
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Status check boxes You can specify the following characteristics of the objects to list. When you
display an object list in a details view, AionDS displays the status of each
object in the Flag column as follows:

Description

Status Flag
Invalid |
Not Used N
Modified

Mapped M
External X

invalid knowledge base objects

knowledge base objects with an empty Used by
property; those not used by any other object in the
knowledge base

no flag; unsaved, modified knowledge base objects
mapped slots to a specific field in an external database

library objects (for example, objects in WinLib).
AionDS adds library objects to the object list.

M Tip: If the List Object window does not display the flag column, expand

the window.

Listing Authorization status

When you display an object list in detail view, AionDS displays any hidden
or read-only authorization status.

Description

Status Flag
Hidden H
Read-only R

objects hidden from view which cannot be changed
when the knowledge base is opened with a user
password

read-only objects which cannot be changed when the
knowledge base is opened with a user password
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Scope radio buttons The Scope radio buttons define the scope AionDS uses when creating an
Obiject List window.

Scope

Function lists:

Owner

Up

Down

KB

object name in the Owner field; any objects owned by this object
display in the object list

object name in the Owner field. Any objects owned by the
following display in the object list, including objects in the Owner
field and ancestors of the Owner field object. Ancestors are the
owner, the owner’s owner, and so on all the way up the hierarchy.

object name in the Owner field. Any objects owned by the
following display in the object list, including the object in the
Owner field and the descendants of the Owner field object.
Descendants are objects below the owner in the hierarchy.

objects in the entire knowledge base, restricted by any constraints
specified in the object selection window

Work with Object Lists ~ 4-9



Selecting objects for an Object List window

Overview To explore Owner and Scope, look at the GROCERY knowledge base. As
shown in the partial hierarchy in the following example, GROCERY has a
Menu class with three subclasses called Breakfast, Dinner, and Lunch.

Enmeladge Hase Hinrsschy

W
EHe=sttdealist FE pendl B tereaied. [MManlish  EreiveroPr @R esetSelecior
BESzlactionlizt FCpeniian_ B teredstad_  [ideal i esibian  [EYEr el
M GetfdenuPi. EResetSelecions. [Beverape Erenulighr EECpenAll [ tearlieieted
EHasttdeal.  EESetSeections M0y M3enmps Elpenklam

[ B Eraskiant [Menu]

B WhenCrapted_ [[Manlizh [[Sidalizh
[ME=wrmge [Mkienl EhenCrastad

B B Cirner [Menu]

Ewhenlreated_ [Bewiage Midwnlish [ISeadSop MYegeishle

[Mapp=tizer Mleeset  Mideal M3arch Hvhenlrastad :
W Lurch][Menu]

Ewhenlrastad_ [[lesset  [Mkiesd HshenCrasbad
[ Bty Mktsnlich [MSidelich

[ EMerulanrgBox

[ W Merlperlipkpio:
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Suppose you select Details from the List Format group box, Owner in the
Scope group box, and All in the Authorization group box. You then select
Any in the Type field and the Breakfast class in the Owner field. As shown in

the following example, the object list only displays the knowledge base objects
owned by the Breakfast class.

= Object List [details] il Jis

Type Parent
Slot Breakfast

Flags

Slot Breakfas n
[teal Slot Braakfast n
[1]SideDish Slot Breakfast

[FMvhenCreated  Method Breakfast
FEMvhenCreated  Function Ereakfast

Suppose you select Up in the Scope group box, and the Breakfast class is in
the Owner field, and Any is in the Type field. The following objects display
in the Object List window:

= Objects owned by the Breakfast class

= the Breakfast class

« Objects owned by classes above the Breakfast class

= classes above the Breakfast class
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The following example shows the object list.

B
Marme Type Parent Flags =
[HGethenuPtr Method Menu
FGethenuPtr_ Function hlenu
[[tainDish Slot Braakfast n
[[MainDish Slot Menu | |
[eal Slat Breakfast il N
[zl Slot Manu
[ErealList Parameter  GlobalParameters
[EMealSelPa Parameter  GlobalParameters
[@enu Class
[[MenullgPtr Slot Menu
[ exttdeal Method Menu
EMextheallist Parameter  Menu
FEMextideal Function Menu
[E]Opensll hethod hdenu
EOpendll_ Function hdenu
[]Opentdenu Method Menu
[ TR O P Fiinetinm LY P +
KB If you select KB, objects from the entire knowledge base can display

regardless of the contents of the Owner field. Any constraints specified in the
Select Objects window affect the contents of the object list. Leaving the
Owner field blank is equivalent to selecting KB. If you select KB, AionDS
removes the contents of the Owner field from view.
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Authorization radio The Authorization radio buttons display lists of selected objects with different
buttons levels of access:
Authorization Function lists:
Writeable read/write objects
Read Only read-only objects; cannot be changed
Hidden objects hidden from view that cannot

be changed; not available with the
User password

All all objects the user is authorized to
view

For more information: See Chapter 5, “Working with Objects.”
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Object listing by icon

Overview If you select Icons in the Select Objects window, objects display as icons in an

Obiject List window. Each object in the Object List window is represented by
an icon; the object name displays below each icon.

= Object List [icons] v|-
el
Beverage tlainDish Ieal SideDish
¥
>+ |
¥
WhenCreated  WhenCreated_ 3

To change the order of the icons, select a sort characteristic (by name, by
type, or by owner) from the View pull-down menu.
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Object listing by name

If you select Names on the Select Objects window, each object displays in an
Obiject List window with a mini-icon and the object name.

Overview

T R |
[TAppstizer IBroccoli MDessertGE Filethignon L
MAppetizesB  [CancelP8 [DessertGBRtr  [EFormatForNewSel [
[1AppetizerGBPYr  [ICeasarSalad [lDessertlB [P omatF orlewSel
[Appetizer B INCheeseCake [MDesserLhl NlFtenchFries
IMAppetizerlhl — [IChickenDijion [®Dinner NFrenchToast
lBakedPotatoe  [ChocolateCake  [XDinnerSlotlist — [IFriedCalamari
[I[Beer [1]ClaszName MDishCancelPE  [IFit

[1]Beverage [lCoffee mDishDialogBox  [HGetMenuPtr
[1]Beverage []ConvertPackages  IDishDlg ] GethenuPtr_
[1]Beverage ICom INDishOKPE [EGlohalParameters
[1]Beverage [ECreateShoppingList - [IDishRecipelB  [F]GotoMeal_
lBeverageGE  [T]Day [1]DishRecipelBPtr  [I)GreenSalad
[1]BeverageGBPtr  IDayLE MNDish&elLB BGroceryStandard
IlBeverageL B [K]DayList [DishSelLbl [Gracery3W
[I[BeverageLhl [¥]DaySelPa [1]DishSellBPtr  [IHamburger
[mEreakfast [1]Dessert [IEgysBenedict  [I]HashBrowns
[K]BreakfastSlotList  [T]Desser TEithl [IHelpAbouthd

. f
¢ B

To sort the Object List window, select a sort characteristic (by name, by type,
or by parent) from the View pull-down menu.

Work with Object Lists
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Object listing by detalil

Overview If you select Details from the Select Object window, objects display in an
Object List window as a list with a number of columns: name, type, parent,
and flags.

T
Matig Tyne  Parent Flags |
T Men _
unvertF'achagﬁ Rule CresteshoppingList
reateShuppingLisT State
[1Ds Slat e
| Parameter  Meni)
aySelPa Parameter ey
[etenuRt Wethod M
EpeﬂuienuPir_ Function  Menu
Epﬁain Sate
D.ﬂainDish St Menu
[ Mesl 2 hen,
[MealList Parameter  enu
eaISE:IPa Paraticter Mz
[@Men. Class
mﬁenuDlgPir Slot e
m'le:dhdeal Wethod — Menu
e:dMeaILiat Parameter  eny
Eplextrﬂeal_ Function — Menu
Eppenﬂll Method — Menu |
+
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To sort the Object List window, select a characteristic (by name, by type, or
by parent) from the View pull-down menu.

For more information: See “Status check boxes” on page 4-8 for a list of
flags.
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Object listing by hierarchy

Overview This is the same object list format as the knowledge base hierarchy window
displayed when you first open or create a knowledge base. If you select
Hierarchy on the Select Object window, objects display in an Object List
window by hierarchy.

If you select Hierarchy, the valid types in the Types field are Any, State,
Class, and Vocabulary (in this case, Any is the same as entering State, Class,
and Vocabulary in the Type field). AionDS displays a hierarchical outline of
the knowledge base contexts, as in the following:

Enmeladge Hase Hinrsschy

[ WM %]
EHesttdealist BECpensil_ v tanCreaied_ MMmnlish  EFeiberoPir @R esetSelecior
BESzlactionlizt FCpeniian_ B teredstad_  [ideal i esibian  [EYEr el
EGettdenuPir. @R esetSeecinns_ [Berrage EFenuligFtr EECaenall I terlieieted
EHesttdeal. @RS etSelectons 0=y M3emps B penki=m

[ B Eraskiant [Menu]
B WhenCrapted_ [[Manlizh [[Sidalizh
[ME=wrmge [Mkienl EhenCrastad

e B Cirner [Menu]

Ewhenlreated_ [Bewiage Midwnlish [ISeadSop MYegeishle

Mppatizer MCeszet  MFdeal MEarch Ewhenlrestad |
W Lurch][Menu]

Ewhenlrastad_ [[lesset  [Mkiesd HshenCrasbad
[ Bty Mktsnlich [MSidelich

— EWeralisl B

 EMerulpanlnlogHos
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Expanding and
collapsing branches

Listing owned objects

Concealing owned
objects

Object listing by hierarchy

Contexts are states, classes, and vocabularies. These are the only objects that
can own other objects. The outline shows the relationship between parent
and child objects.

You can expand and collapse branches of the hierarchy in the object hierarchy
window. You can display objects owned by a context.

For more information: Select Help.Keys for a summary of Object List
window keyboard options.

Select a branch or branches, then select View, followed by one of the
following menu choices:

« Expand One Level (press PLUS on the number keypad)

« Expand Branch (press ASTERISK on the number keypad)

«  Collapse branch (press MINUS on the number keypad)

« Expand All (press CTRL-ASTERISK on the number keypad)

@ Alternative: To expand a branch that has children that are not showing, or

collapse a branch that has children showing, click on that branch’s mini-icon
in the outline.

From an object hierarchy window, you can list all objects owned by a context.
Select the context or contexts, then select View.Owned Objects. The objects
owned by the context display in the hierarchy.

@ Alternative: Point to the context icon or mini-icon and press CTRL-CLICK
or CTRL-PLUS (on the number keypad).

To conceal owned objects, select View.No Objects.

@ Alternative: Point to the context icon or mini-icon and press CTRL-CLICK
or CTRL-MINUS (on the number keypad).
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Listing slots and
methods

Concealing slots and
methods

Listing instances

Listing a knowledge
base hierarchy

Moving around

4-20 User’s Guide

You can list all slots and methods in a class from an object hierarchy window.
Select the class or classes, then select View.Slots/Methods. The class slots and
methods display in the hierarchy.

@ Alternative: Point to the class icon or mini-icon and press ALT-CLICK or
ALT-PLUS (on the number keypad).

To conceal slots and methods, select View.No Objects.

@ Alternative: To conceal slots and methods for a single class, press ALT-
CLICK or ALT-MINUS (on the number keypad).

From an object hierarchy window, you can list all instances in a class. Select
the class or classes, then select View.Instances. The class instances display in
the hierarchy.

@ Alternative: Point to the class icon or mini-icon and press SHIFT-CLICK or
SHIFT-PLUS (on the number keypad).

To conceal instances, select View.No Objects.

@ Alternative: To conceal instances for a single class, press ALT-CLICK or
SHIFT-MINUS (on the number keypad).

To list an object’s parent in the Knowledge Base Hierarchy window, select
View.Show Parent. The object’s parents display in the hierarchy.

To list a knowledge base object hierarchy displaying a library or class
structure, select one of the following:

« View.Hierarchy.Library to view the library hierarchy

« View.Hierarchy.Class to view the class hierarchy

Use the mouse to move the selection from object to object, or use the
following keys to move the focus. The focus is the dotted box (or a raised



Object listing by hierarchy
box in three-dimensional mode) that surrounds a selection before you
highlight it by clicking or pressing the space bar.

Up and Down arrow  moves the focus from context to context up and
down the knowledge base hierarchy

Right arrow moves the focus into the set of owned objects or the
set of class member objects. Once the focus is in a

set, the right arrow moves through each object in
the set

Left arrow moves the focus up to an object’s parent
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Object listing by graph

Overview The most powerful way to display an Object List window is by graph.
Obiject listing by graph shows the relationships between knowledge base
objects. If you select View.Graph, AionDS presents an Object List window
by graph of the objects meeting the criteria.

Possible relationships You can graph relationships between objects with the View pull-down menu.
An Object List window must be active when you select the object or objects.
The Object List window displays the following graphical relationships:

Property

Function

No relation

Uses

Used By

Oowns

Owned By

resets graph to show no relationship for selected objects

displays objects that the selected object uses. These are the same
objects you can observe in an object’s Uses property window.
The selected object uses the graphed objects.

displays objects the selected object is used by. These are the same
objects you can observe in an object’s Used By property window.
The graphed objects use the selected object.

selects a context, displaying the objects the selected context owns.
The selected object owns the graphed objects.

selects any object, and shows the context that owns the selected
object
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Object listing by graph

Property

Function

Writes

Reads

Read By

Calls

Called by

selects a function, rule, state, or process. When the selected
object executes, the slots and parameters to which the selected
object can set a value are displayed. The selected object writes or
sets a value to the graphed objects.

selects an object. When the selected object executes, the Object
List window displays the slots, parameters, and instances from
which the selected object reads values. The selected object reads
or uses the values of the graphed objects.

selects a slot, parameter, or instance. The Object List window
displays the objects that read values in the selected object. The
selected object is read by or used by the values of the graphed
objects.

selects an object. The Obiject List window displays the objects
that the selected object calls, including function calls, message
passing, or agenda statements (message, report, graph, state). The
selected object calls the graphed objects.

selects an object. The Object List window displays the objects
that call the selected object.

M Tip: Obiject list by graph does not give an overview of an entire
knowledge base, but views relationships between portions of the knowledge
base. Keep the relationships as simple as possible. To analyze multiple
relationships, use multiple object lists (by graph). In addition, you can use
collapse nodes to simplify graphs.
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What to do 1 Select the Graph list format from the Select Objects window. Objects
display as a list of mini-icons in an object graph window.

2 Select the objects to graph.
3  Select a relationship to the graph from the View pull-down menu.

When you select knowledge base objects in an object graph window, the
View pull-down menu displays the possible relationships.

Eda  Ede Dhject Semnges  Window SR Help

15 Ofjeat Gaenh
[ e by
11 2t
T r ot
[ 2R A Wiiten by
s Fmeds
Figad

%;M: Lulle i
s
[11 gL
(o Expuad al s
[=we=
'EI]"'?': [T .3
[T s s tiHIw Mam g
[ A EHI'I

EE S Grugh
Bttt L LS

AionDS grays any relationships that you cannot graph for the selected
objects.

Review To review how to open and change an object list by graph window, open a
window like the one in the previous example using the following steps:

1 Open a knowledge base.
2 Select the List Objects button from the button bar.
3 Inthe Select Objects window, indicate the states in graph format.
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4 Select the states to graph.

5 Select the relationship to the graph from the View pull-down menu.

Owns relationship To look at the Owns relationship for the selected states, select View.Owns.
In the following example, note how the object list displays the objects that
each selected state owns.

Object Graph

[FFracesshenMairDish
EfrucessMenuBewerage
[ ProcessLunchisideCish
EchessLunchDessed
Emce&sDinneWegetable
@Frea’[eﬂhoppmng——EFm cezaDinner Starch

EchessDinnerSaladSnup

EfmcessDinnerDesserT
EfrucessDinnerAppetizer
EchessEireakfastSideDish
EpnnveriPackages

The Main state owns the makesel and loadsel functions. The
CreateShoppingList class owns 11 rules.
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Object listing by graph

Uses relationship You discovered that the CreateShoppingList state owns a number of rules.
How can you find out what objects a rule uses?

To see what objects the ProcessMenuMainDish rule uses, select the rule and
then select View.Uses. As the following example shows, the Object List
window displays all objects the selected rule uses.

= Object Graph T

E’ﬂﬂk&&ﬁl
i {
m E'oacmel

[ 1+]*

rocessMenuMainDish

[FProcessernuBeverage

reateShuppingLis‘f
mce&sLunchSiueDish

rocessLunchDesseﬂ

Processbinneryegetable =
| y "
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Object listing by graph

The number of relationships you explore at a time controls the
complexity of the graph. To explore many relationships at once, collapse
some branches of the graph to make the screen easier to read.

The Obiject List window by graph can scroll horizontally and vertically.

Sometimes there are no results when you select a graph. For example, if
you select an empty class and choose View.Owns, no graph displays
because the class does not own anything.
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Changing the format of an Object List window

Changing the format of an Object List window

Overview You can change the format of the objects displayed in an Object List window.
When any Object List window is open, you can change the window to any of
the other four formats.

What to do »> To view objects in a different format, select a new format from the View
pull-down menu.

@ Alternative: You can also select another format for an Object List window
when you collect objects.
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Collecting objects into another Object List window

Collecting objects into another Object List window

Overview To view specific types of objects from an existing Object List window, collect
the objects into another Object List window.

For example, if you open an Object List window for all states in a knowledge
base, then add a new state, the Object List window reflects the new states. If
you collect STATEL, STATEZ2, and STATE3 into an Object List window,
the contents of this window do not change (unless you delete a collected
object from the knowledge base).

What to do 1 To select objects to collect from an existing Object List window, press
SHIFT-CLICK on the object in the collected Object List window.

2 Select Object.Collect. AionDS displays the Collect Objects window.

= Collect Objects

-Display Format

Cleons  ONames  ODetalls O Hierarchy  ® Graph ‘

Tit: (3 0bject Grapn

| Collect I Cancel Help

3 Specify the format of your new Obiject List window by selecting a radio
button from the Display Format group.

4 Enter the title of the collected Object List window.
5 Click Collect.
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Chapter 5
Working with Objects

Introduction

This chapter discusses the following topics:

«  Working with objects: how to create, open, import, export, cut, copy,

paste, move, search and replace, set authorization for, and print objects.

«  Working with object properties: how to open, cut, copy, paste, move,
search for, and replace text in properties.

In this chapter
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Creating an object 5-5

Saving an object 5-7

Opening object editors 5-9

Going to another object 5-12
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Working with included library objects

Working with included library objects

Overview

Creating objects
owned by library
objects

Library object
restrictions

You modify objects in a library the same way you modify objects in a
knowledge base—you open the library as a knowledge base. Included library
objects can own knowledge base objects, so when you modify objects in a
library, you might also need to modify the knowledge bases in which the
library is included.

You can create instances and subclasses of included library classes, and you
can create substates of included library states. These objects are placed in the
knowledge base, not in the included library.

¥ Caution: When the parent of a knowledge base object is an included
library object that has been deleted or renamed, AionDS deletes the
knowledge base object because AionDS cannot find the parent of the
knowledge base object.

The following restrictions apply to libraries:

« Alibrary can contain up to 65,535 objects.

« You cannot change included library objects from within the knowledge
base.

Working with Objects  5-3



Creating an object

Creating an object

Overview To create objects, you use object editors to define and develop objects. You
can also create objects by copying existing objects.

For more information: See the “Copying objects” section.

What to do To create a knowledge base object, use the New Object window.

1 Select Object.New. The New Object window displays.

Mew Object

Type: || B

Ohwner: |
[ Dpen object

MieEw Cancel | Help

2 Specify the object type, name, and owner in this window.

£ Reminder: Included library objects can own instances, substates, and
subclasses.

3 Specify whether to open the object editor by checking or unchecking
Open object.

4 Click New.
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Type field

Name field

Owner field

Open object check
box

New push button

Creating an object

Use the Type field to indicate the type of knowledge base object to create.
You can enter the full text of the object type, select a type from the drop-
down list, or enter the two-letter abbreviation of the object type.

For more information: See the General Reference and online help for a list
of object type abbreviations.

Use the Name field to enter the name of the knowledge base object to create.
The object name can be up to 24 characters long, starting with an alphabetic
character and containing only alphanumeric characters and underscores. No
other characters (such as spaces, dashes, or ampersands) are allowed.

Use the Owner field to indicate the context to own the new object. The
default owner is the context currently selected when you select Object.New.
The default owner displays in the Owner field.

If no context is selected, or to change the default owner, select from the
pull-down menu. You can also enter the entire context name in the Owner
field.

After AionDS creates the object, check Open object to open an object editor
for the new object. If you do not check Open object, AionDS creates the
object, but does not open the editor for that object.

The Open object selection stays the same until changed. For example, if you
uncheck Open object when you create an object, the next time the New
Obiject window displays, Open object remains unchecked.

After entering all the information in the New Object window, click New. If
you checked Open object, AionDS creates the object and displays the object
editor.
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Saving an object

What to do » To check the syntax of an object and add its changes to the knowledge
base, select Object.Save.

@ Alternative: To save an object, press F7 while its editor is active.

Result AionDS checks the syntax of the object. If there are no syntax errors:

« AionDS saves the object

« the following smile icon displays:

©

« AionDS deletes the asterisk next to the object name in the title bar

If there is a syntax error:

« AionDS does not save the object

a frown icon displays, pointing to the syntax error:

&

« an edit error message displays in the message bar

« an exclamation point displays next to the object name in the object editor
title bar

« an exclamation point displays in front of the object name in the object
hierarchy window to indicate the object is invalid

Saving an object with 1 You can save an object with syntax errors by double-clicking on the
errors object editor’s system menu. AionDS displays an Errors confirmation
dialog.

2 Toclose and save the object, click Continue.
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Saving an object

Result: AionDS closes and saves the object with the syntax errors.

% Caution: You are not prompted to resolve these syntax errors before saving
the knowledge base.
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Saving an object

Changing and deleting objects in a library

What to do 1 Open the library as a knowledge base.
2 Select the object from the knowledge base.
3 Change or remove the library object.
4 Add the library back into the knowledge base.

¥ Caution: Changing or deleting library objects with owned or child objects
in the knowledge base may produce unexpected results in the knowledge
bases in which the library object is included.

Effects % Caution: If you delete or rename a library object, the following changes
are made when the library is updated to a knowledge base:

« The library object’s owned objects and child objects in the knowledge
base are deleted.

« Any KDL, TDL, and TSL references to the included library object and
the object’s owned objects are invalidated.

When the parent of a knowledge base object is an included library object that
has been deleted or renamed, AionDS deletes the knowledge base object
because AionDS cannot find the parent of the knowledge base object.
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Opening object editors

Opening object editors

Overview

Opening an object
editor

This section discusses the different methods you can use to open an object
editor for an existing object. If you don’t know the exact name, type, and
owner of the object to open, use the Open Object window to list the objects
that match what you know about the object.

1 Select an object in an Object List window.

2 Select Object.Open.

Result: The object’s editor displays.

@ Alternatives: To open an object editor from an Obiject List window, you
can also:

« double-click an object icon or the name next to the icon

« select an object and press ENTER

» select an object and click the following edit icon from the button bar:

@ Alternative: To open an object editor from a text window, select an object
name and double-click on it, or press F3. AionDS opens that object’s editor.
If the object name is not unique, a list box displays. A text window is an
object property displayed in Text Substitution Language (TSL) in which you
can enter text.
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Opening more than You can open editors for more than one object by doing the following:
one object editor
1 Select the objects to open from an Object List window. Hold down
SHIFT and click each object.

2 Select Object.Open.

Result: AionDS opens the editors for all selected objects.

@ Alternatives: To open more than one Object editor, you can select the
objects to open and do one of the following:

= press ENTER

= pressF3

= click the edit icon from the button bar

The Open Object If you don’t know the exact name, type, and owner, use the Open Object
window window to list the objects that match what you know about the object. To
display the desired object editor:
1 Do not select an object.
2 Select Object.Open.

@ Alternative: Press ENTER or F3, or click the edit icon on the button
bar.

Result: The Open Object window displays.

S OpenObjest |
Type: | E

Mame:

Owner: | B
| Open I Cancel | Help
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Opening object editors

3 Specify the type, name, and owner of the object to open in the Type,
Name, and Owner fields.

Field Description

Type selects the object type. If you do not know the object type, select
Any. Any selects all object types matching the criteria in the
Name and Owner fields.

Name  enters the object name. If you only know the first few letters of
the object’s name, substitute the wild card symbol (*) for the
remaining letters.

Owner  selects the object’s parent. If you do not know the object’s parent,
leave this field blank.

4  Click Open.

5 If you do not specify the object’s type, name, or owner, another dialog
displays with a list of objects that match the specified criteria.

= Open Object
Selected object:

¢l ListBox [Window) +
in wersion [TexdWindow)
in definitions [AskDialog]
sl aversion [cyborg]

ol Text¥Window [¥indow]
cl ShowDialog [DialogBox]
cl Menultem [WindowObject] +

6 Select the desired object from the Selected object field.

Result: The specified Object editor displays.
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Going to another object

Going to another object

Overview You may need to edit an object related to the object you are currently editing.
Use Jump to open an editor quickly for a related object. Jumping to another
Object editor does not close the editor from which you jumped.

The Jump feature lets you view a list of objects related to the active object

and edit one of them.

Related objects You can select from the following relationships:

Properties The To list box lists:

Uses objects to which the From object
explicitly refers

Used By objects in which the From object is
referred to explicitly

Owns objects which the From object owns.
This option is available only when a
context is in the From field.

Owned By the context which owns the From

object.
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Going to another object

Continued

Properties The To list box lists:

Up If the From object is not a state or class:
objects of the same name and type
owned by any context above the From
object in the hierarchy. If the From
object is a state or class: objects of the
same type above the From object in the
knowledge base hierarchy.

Down If the From object is not a state or class:
objects of the same name and type
owned by any context below the From
object in the hierarchy. If the From
object is a state or class: objects of the
same type below the From object in the
knowledge base hierarchy.

What to do 1 From an active Object editor, select Object.Jump. The Jump window
displays:
~ I T Y
Relation From
™ Uges o AnkDialug [DEakogBnsg
[ Used by T
I Deams i
[ ol Gtamdandyindos [indmw]
L DRI Widow WindewOtice
L. el Windowbjeet
" Dhrwm
(=] (=] |
o ] [ |

2 Indicate the relationship using the Relation radio buttons.

These buttons define the relationship between the active Object editor
shown in the From field (the object where you opened Jump) and the
objects that appear in the To list box.
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Going to another object

3 To select an object to edit in the To list box, double-click an entry in the
list box, or select an entry, then select the Jump push button.

From the Jump window you can select the object in the To list box to which
you want to jump.

Example The following example shows objects that appear in the To list box if you
open Jump from a function at the bottom of a class hierarchy.

- m]l—w-“
File Edit Object Settings ‘wWind) Helation rFrom

o lUges fu function [classe]
W classa Ta list b shows | S Usedby | g,
E TonchonTegl 1258 fUNCtions | < Dume m
HE 2 Owmed by | fu function [classa)

.- Ea:zi [Flrnatt] 0 Diven Look "up" in the hisrarchy
_E CRassc | +
B tenction! [[Jalo2 [F 4+ +

E (L] skatt [ 5lo3 Cancel Help
B Classd .

FE tunctiont [Tslo2 [Flmethod?

[1T shatl (1] 51043
—E'l.':-u:::l:

[T]slo2 [#]method:

[T statl Mzl

Salect this funclion and press F5 1o open
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Closing and saving an object

Closing and saving an object

What to do To check the syntax of an object, add its changes to the knowledge base, close
the object’s editor, and select Object.Close (or press F8). AionDS saves the
object in the open knowledge base and closes the object editor. The
knowledge base is not written to disk. To save the knowledge base to disk,
select File.Save.

What happens If there are no syntax errors, AionDS displays a smile icon.
If there is a syntax error, AionDS displays a frown icon that points to the

problem. An edit error message appears in the message bar. AionDS also
displays an exclamation point next to the name of the object.
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Closing an object without saving

Closing an object without saving

What to do » To close an Object editor window without saving any changes, select
Close on the system menu icon, located in the top left-hand corner of the

property window.

@ Alternatives:
« double-click on the system menu icon
« select Window.Close all

= press CTRL-F4

What happens AionDS displays a confirmation window that prompts you to save the
object’s changes. You can save or discard the changes, or cancel the
confirmation window and return to the Object editor.
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Deleting objects

Deleting objects

What to do To delete knowledge base objects, use the Delete window.

1 Select the object or objects.

2 Select Edit.Delete object. The Delete window displays:

Selected objects;

r Inelwie subireesy

[ooer ] [ coee [t ]

3 Click Delete to confirm the removal of the object from the knowledge
base. If the object is a context and you want to remove the other objects
below it in the hierarchy, check Include subtrees .

To delete a graphical instance, use the Window editor.

¥ Caution: If you delete or rename a library object, the following changes

are made when the library is updated to a knowledge base:

« The library object’s owned objects and child objects in the knowledge
base are deleted.

« Any KDL, TDL, and TSL references to the included library object and
the object’s owned objects are invalidated.

For more information: See Chapter 6, “Working with the Window
Editor,” to learn how to delete graphical instances.
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Deleting objects

Cutting to the To place a copy of selected objects on the clipboard, select Edit.Cut object, or
clipboard click the scissors button in the button bar. Using Cut is safer than using
Delete because you can Paste the object back.
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Cutting and pasting objects

Cutting and pasting objects

What to do To cut and paste objects:

1

Using the mouse or keyboard, select the object or objects to cut or copy.

If you select icons or mini-icons from any Object List window, you can
extend the selection across multiple objects.

If you select an object by highlighting its Object editor window, you can
select only one object.

¥ Caution: When you make changes to objects in a knowledge base that
has been included as a library in other knowledge bases, you might need
to modify the knowledge bases in which the library is included to
accommodate your changes.

To cut an object, select Edit.Cut object. Cut object removes the selected
object or objects to the clipboard.

@ Alternative: Select the cut button from the button bar.

AionDS displays the Cut window. Use this window to confirm the
selected object to cut. Use the list box in this window to deselect an
object.

To copy an object, select Edit.Copy object. This copies the selected
object or objects into the clipboard.

AionDS displays the Copy window. Use this window to confirm the
selected objects to copy. Use the list box in this window to deselect an
object.

M Tip: Depending on the current selection, the cut, copy, and paste
actions in the Edit pull-down menu change. If you select a knowledge
base object, the Edit menu has a Cut object choice. If you select text, the
Edit menu has a Cut text, Copy text, or Delete text choice.

If the knowledge base object or objects are contexts, the Include subtrees
check box is available. Check Include subtrees to place all contexts below
the selected context in the clipboard.

4 Select an object to be the parent of the knowledge base object.
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Cutting and pasting objects
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5 Select Edit.Paste.

@ Alternative: Select the paste button (the glue bottle icon) from the
button bar.

AionDS displays the Paste window.

If the selected object is a valid owner for the objects in the clipboard, the
Target Owner field contains the object’s name. If the selected owner is
not a valid owner for the objects in the clipboard, the Target Owner field
is blank. Enter a valid parent from the drop-down list in the Target
Owner field.

If the name is already in use in that context, AionDS prompts you for a
new object name.

If you check Open object list, AionDS displays a Collect Objects window
with the target object in the Owner field. This lets you open a new
Object List window for the pasted objects.

For more information: See Chapter 4, “Working with Object Lists,” for a
description of Object List windows and the Select Objects window.



Cutting and pasting between knowledge bases

Cutting and pasting between knowledge bases

Overview

Pasting the same
information into
several knowledge
bases

When is information
in the clipboard
discarded?

You can cut and paste knowledge bases, attached library text, or objects
between knowledge bases. The contents of the clipboard remain after you
close a knowledge base. You can cut text, objects, or windows from one
knowledge base, close the knowledge base and open another, then copy
clipboard contents to the open knowledge base.

% Caution: Library objects can own other objects in a knowledge base.
Cutting library objects may produce unexpected results in the knowledge
bases in which the library objects are included. From within a knowledge
base, you cannot cut included library objects.

As long as you do not copy over current information (text, objects, or
windows) in the clipboard with new information you can continue to paste
the same information into several knowledge bases by using Edit.Cut or
Edit.Copy.

For more information: See Chapter 3, “Working at the Knowledge Base
Level,” for information on how to cut and paste attached library objects
between knowledge bases.

The clipboard continues to hold AionDS objects and windows after you close
a knowledge base, but not after you close AionDS. The clipboard continues
to hold text even after you close AionDS.
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Directly manipulating objects

Directly manipulating objects

Overview Using an object list and the mouse, you can move knowledge base or library
objects from one place to another, or make identical copies of objects through
direct manipulation. Moving objects deletes them from their original
context and moves them to the new context. Cloning objects copies the
identical objects to another context in the knowledge base. In other words,
moving is cut and paste in one step, while cloning is copy and paste in one
step.

To move graphical instances, use the Window editor.

What to do To move or clone knowledge base objects with direct manipulation:

1 Select one or more knowledge base objects from any Object List window.
2 To move, hold down the right mouse button.

¥ Caution: Library objects can own other objects in a knowledge base.
Moving library objects may produce unexpected results in the knowledge
bases in which the library objects are included. From within a knowledge
base, you cannot move included library objects.

To clone, press CTRL and the right mouse button.

5-22  User's Guide



Directly manipulating objects

If you select one object to move or clone, the object’s icon displays in
place of the mouse pointer.

B Linch

If you select two or more objects to move or clone, the selected objects
display in the Move window or Clone window.

3 Move the icon to the object. A raised bar indicates the new owner.
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Directly manipulating objects

4 A Move window or Clone window displays.

== Move

Selected objects:

‘cl Dinner [Menu

[T Include subtrees [ Open object list

Target owner: IMenu

i
E
2]
| Move I ‘ Cancel I

Use this window to confirm the move or clone procedure for the selected
objects. Use the list box in this window to select and deselect objects.

5 If the knowledge base object or objects are contexts, Include subtrees is
available. To place the contexts below the selected context in the
clipboard, check Include subtrees.

6 If you check Open object list, AionDS displays a Select Objects window
with the target object in the Owner field. You can immediately open a
new Object List window in the context where the object was pasted or
cloned.

For more information: See Chapter 4, “Working with Object Lists,” for a
description of Object List windows and the Select Objects window.
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How you can tell an object has changed

How you can tell an object has changed

Overview After an object has changed, AionDS displays an asterisk next to the object
name in the title bar of the object editor window. If you minimize the
Object editor, the asterisk appears next to the object icon’s name. AionDS
deletes the asterisk when you file or save the object.

Which properties After changing a property, AionDS displays an asterisk next to the property

have changed? name in the title bar of the Property editor window. AionDS deletes the
asterisk when you save or close the object. All properties are not always
displayed.

Whattodo ~ Tocheckall properties of an object for changes since the last save or close, use

the Open Property window.

1 Open the editor for the object.
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2 Select Property.Open. The Open Property window displays.

|; Open Property

List: Properties:

® Al Ea CRUR G v ooy it 1S
amment

C Hidden Description

O Modified Display

Execution Conditions

Explain

C Specialized File Name

Message Text

MName

Pause

Print Name

Used By

Uses ¥

< |

Open | Cancel Help

3 Select the Modified radio button. The Properties list box displays the
changed properties in the object.

C) Unspecialized

Is an object invalid? An exclamation point displays next to an invalid object’s name in:

« the title bar of the object’s editor
« the object’s minimized icon

In the Object List window, the invalid status displays in the Flags column as
anin .
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Specializing class slots and methods

Specializing class slots and methods

Overview Child classes inherit the slots and methods of their parent class. A slot or
method copied from a parent class is an inherited slot or method. A class can
use, but cannot modify, an inherited slot or method. To modify these
objects, specialize an inherited slot or method.

M Tip: You can specialize a library method, but you cannot specialize a
library slot.

What to do Use the Specialize Object window to specify the slot or method name, the
type of object to specialize, and the name of the class that owns the slot or
method.

1 Select the class.

2 Select Object.Specialize. The Specialize Object window displays.

Specialize Ohject

Type: |Mcthod E
Name; |WhenOpened
Owner: | WindowObject B

| Specialize I Cancel | Help

3 Specify the object type, a method or slot, in the Type field.
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Specializing class slots and methods

4 Specify the name of the object in the Name field.
@ Alternative:

1 Select a slot or method before selecting Specialize. The object name
displays in the Specialize Object window.

2 Specify the class in the Owner field, then perform step 5.

5 Click Specialize. The slot or method editor displays. From one of these
editors, you can specialize one or more properties of the slot or method.

For more information: See pages 39-40 to learn how to specialize and
unspecialize properties.
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Unspecializing class slots and methods

Unspecializing class slots and methods

Overview You can unspecialize an object you no longer need. The object returns to its
original state unmodified. You cannot specialize or unspecialize a slot owned
by a library.

What to do Use the Unspecialize Object window to unspecialize slots or methods.

M Tip: You can unspecialize more than one object at a time by selecting
multiple objects in the List Object window.

1 Select the specialized slots and methods. The Unspecialize Objects
window displays.

Unspecialize Objects

Selected gbjects;

WhenOpencd

" Safe fnformation will mot be Insi]

I Unspecialize I | Cancel E

2 Highlight the specialized slots and methods by clicking the slot or
method name.
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Unspecializing class slots and methods

3 To unspecialize only the slots or methods that are identical to the slots
and methods in the parent class, check Safe. The changed slots and
methods containing modified properties from the slots and methods in
the parent class do not change. The Safe option protects slots and
methods:

« Wwith specialized properties
« bound to alocal object
« thatare invalid

4 Click Unspecialize.

Result: AionDS deletes the highlighted slots and methods in the Selected
Objects list box.
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Changing object authorization

Changing object authorization

Overview You can protect objects from change or you can hide information. If you use
an owner password to open a knowledge base, you can change an object’s
authorization. You can make an object writeable, read-only, or hidden.

What to do 1 From a knowledge base hierarchy window or an Object List window,
select one or more objects. To select multiple objects, press SHIFT and
click each object.

2 Select Object.Change Authorization. The Change Object Authorization
window displays.

|; Change Object Authorization

Selected Objects:

YWhenUpdateError [swb tst

Make RBead Only | Make Hidden

Cancel | Help
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Changing object authorization

3 Click one of the following Authorization push buttons:

Make Writeable object is write/read-only
Make Read Only object is read-only
Make Hidden object is hidden

4 Confirm the authorization by displaying the objects in a detailed object
list.

For more information: See Chapter 4, “Working with Object Lists,”
to learn how to view objects.
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Editing an object

Editing an object

Overview To edit an object, enter information into the object’s properties. This section
explains how to select and work with AionDS properties.

From within a knowledge base, you cannot change included library objects.

Summary The Property pull-down menu has the following commands:
Command Description
Open selects particular properties to open within an object

editor window. AionDS displays the Object
Properties window.

Specialize/Unspecialize specializes an inherited property. If you specialize a
property, you can change the contents. If you do not
specialize a property, it remains locked. You must
specialize a property to make changes.

Choices displays a pop-up window with a list of valid options
for the selected property.

Tile arranges all open property windows in the active object
editor to appear side-by-side and top-to-bottom within
the object editor window.

Cascade layers all open property windows in the active object
editor one on top of another, with only the title bar
showing.

Close All closes all open property windows in the active object

editor. Close All does not save or discard the contents
of any property window, it just hides the property
window.
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Properties that appear by default

Overview An object editor appears as a window within the AionDS primary window.
In turn, an object editor can own a number of property windows. Each
window manipulates a particular property or properties of a knowledge base
object.

When open, each object editor displays properties specified in the defaults
(until you change the defaults). In most editors, one to three property
windows automatically open by default. You can change the default property
position and window size.

For more information: The procedure for changing these defaults is
described in Chapter 10, “Customizing AionDS.”
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Opening property windows

You cannot make changes to a property until its property window is the
current window. By default, AionDS opens commonly used properties for
each knowledge base object. The rest of the properties are hidden.

To open hidden property windows:

What to do

1 Select Property.Open.

@ Alternatives:

« click open

= pressF4

2 In the Open Property window, constrain the list of properties by selecting
a List radio button. By selecting a different radio button, you can display
a different set of properties in the Properties list box.

Radio button

Display

All

Hidden

Modified

Unspecialized

Specialized

lists all properties available in the selected object, whether
their windows are open or closed

lists all properties available in the selected object, but does
not display them at the bottom of the Properties pull-down
menu

lists all properties modified since the last time you filed the
knowledge base object

lists all properties inherited from a parent and not yet
specialized

lists all properties inherited from a parent class and
specialized

For more information: See “Specializing and unspecializing object
properties” on page 5-42.
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3 From the Properties list box, select the properties to open. You can select
more than one.

4  Click Open.

What happens AionDS opens windows for the selected properties. You can change
information in the object properties. To change inherited properties,
specialize them.

For more information: See “Specializing and unspecializing object
properties” on page 5-42.

Some property windows represent multiple properties

Some property windows consist of operating system controls representing
more than one property. The Property List window displays the names of
individual properties. In some cases, more than one entry in the Properties
list box opens the same property window.

Property window names display on the Property pull-down menu

The dynamic list at the bottom of the Property pull-down menu shows all
open properties, and the selected property is checked.
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Closing property windows

What to do

What happens

To close a property window, double-click on the system menu icon of the
property window. @ Alternative: Press SHIFT-F4.

To close all open property windows in the active object editor, select
Property.Close All.

When you close a property window, changes are not saved or discarded. You
have hidden the property window. If you reopen that property window, the
changes you made remain current.

You cannot save individual properties. To save changes to object properties,
save the object itself.
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Making open property windows active

What to do You can change information only in an active property window. To make a
property window active, click within its window. Sometimes an object
property completely covers another and you cannot click on the covered
property.

In this case, make the property window active by:

« cycling through open property windows of the active object editor by
pressing SHIFT-F6

« selecting an open property from the window list at the bottom of the
Property pull-down menu
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Setting scroll bars in property windows

What to do Property windows that are text-editing windows have scroll bars. To turn
them on and off, select or deselect Horiz. scroll bar or Vert. scroll bar from
the property’s system menu.
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Specializing and unspecializing object properties

What to do To specialize an unspecialized property in a Class, Slot, or Method:

» activate the unspecialized property of an object editor
» select Property.Specialize

To unspecialize a specialized property:

» activate the specialized property of an object editor
» select Property.Unspecialize

For more information: See pages 26-27 for information on specializing
and unspecializing class slots and methods.

Specializing inherited If a property is inherited from a class above it in the knowledge base

properties hierarchy, the default color of the text in the property window is blue (or
whatever color you set for this type of text in the operating system). The
displayed default color means you cannot edit this property until you
specialize it.

To determine if a property is specialized, use the Open Property window in
the Specialized list of properties.

After you select Property.Specialize, the text in the property window becomes
black (or whatever color you set for this type of text in the operating system).
The object is now specialized, and you can change the contents of the

property windows.
Unspecialize To return an object to its original state, select Unspecialize from the Open
inherited values Property window. AionDS removes the specialized input and returns the

object to its original, unspecialized state.
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Determining which
objects in a class are
specialized

Editing an object

You can toggle back and forth between specialized and unspecialized property
contents by repeatedly selecting Property.Specialize/Unspecialize.

£\ Reminder: An asterisk displays after the property name. The change has
not been saved; you must save the objects to write the changes to the
knowledge base.

In the Open Property window, there are two radio buttons: Specialized and
Unspecialized. Select a radio button to display the specialized or
unspecialized properties of the current object.

To determine which objects in a Class are specialized, open the Slot or
Method properties from the Class editor. If the method or slot is specialized,
the current class is the designated owner.
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Reorganizing the property windows in an object editor

Overview You can reorganize the open property windows in an object editor window.
Select one of the following options from the Property pull-down menu:

Command Action causes all open property windows to:

Tile appear side-by-side and top-to-bottom within the object editor
window

Cascade be layered one on top of another, with only the title bar showing

Close All close; does not save or discard the contents of any property window

Do not confuse these options with similar options in the Window pull-down
menu.

In the Property pull-down menu, these options act on property windows
within an object editor.

In the Window pull-down menu, these options act on object editor

windows, Object List windows, and screen editor windows within the
AionDS primary window.
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Cutting and pasting text

What to do To cut and paste text:

1 Select the text to cut or copy with the mouse or keyboard.

¥ Caution: Library objects can own other objects in a knowledge base.
Cutting and pasting library objects may produce unexpected results in
the knowledge bases in which the library objects are included. From
within a knowledge base, you cannot delete or change included library
objects.

2 To remove the selected text to the clipboard, select Edit.Cut text.
To copy the selected text to the clipboard, select Edit.Copy.

M Tip: Depending on the current selection, the cut, copy, and paste
actions in the Edit pull-down menu change. If you select text, the Edit
menu has a text choice. If you select a knowledge base object, the Edit
menu has a Cut object choice.

3 Place the cursor where you want to paste the clipboard text.
4 Select Edit.Paste.
@ Alternative:
. press SHIFT-INS
. select the paste button from the button bar

@ Alternative: Use the cut and paste buttons on the button bar instead of
selecting Cut text and Paste from the menu bar.
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Cutting and pasting text between applications

Overview AionDS shares the clipboard with other applications. AionDS can place text
in the clipboard, while any other application that supports the clipboard can
paste the information into its application files. AionDS can paste text placed
on the clipboard by another application into each knowledge base.

% Caution: Library objects can own other objects in a knowledge base.
Cutting and pasting library objects may produce unexpected results in the
knowledge bases in which the library objects are included. From within a
knowledge base, you cannot delete or change included library objects.

Example The following gives some examples of how you can take advantage of the
clipboard function:

« using a word processor to write reports, messages, and text for other
knowledge base objects while using the clipboard to copy that text into
knowledge base objects

« copying help topics that contain syntax examples to the clipboard while
pasting the examples into knowledge base objects. (Select Services.Copy
from any help window to copy the current help topic into the clipboard)
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Searching for and replacing text

You can search and replace any text residing in the active property, all selected
objects, or the entire knowledge base. To search external library objects (for
example, objects in WINLIB), check Include External. Otherwise, only
objects that you created are searched.

Overview

% Caution: Library objects can own other objects in a knowledge base.
Replacing text in library objects may produce unexpected results in the
knowledge bases in which the library objects are included. From within a
knowledge base, you cannot replace text in included library objects.

To search for text:

Search for text

1
2
3
4

Select the property or object in which to search for the text.
Select Edit.Search.
Enter the text for which to search.

Select the location to search in the Scope field:

Scope Field Searches

Active Prop only the active property
Object(s) only selected objects

KB the entire knowledge base

For a list of objects in which the text was found, check List.

To search external library objects, check Include External. Otherwise,
AionDS only searches objects you created.

Click OK. AionDS highlights the found object, and the Continue
Search dialog box displays.
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8 Click one of the following push buttons:

OK to continue searching for the next occurrence of the text
Cancel to end the search
Replacing text To replace text:

1 Select the property or objects to search.

2 Select Edit.Replace.

3 Enter the text to replace and the new text.
4

Select the location to search in the Scope field:

Scope field  Searches

Active Prop  only the active property
Object(s) only selected objects

KB the entire knowledge base

5 For a list of objects in which the text was found, check List.

6 Click OK. Text to be replaced is highlighted and the Confirm Replace
dialog box displays.

7  Click one of the following push buttons:

Push button Function

Replace to replace the highlighted text with
the new text and continue to the next
occurrence of the text

Ignore to continue to the next occurrence of
the text without replacing the
highlighted text

Cancel to end the search and replace, click
Cancel
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Exporting objects to external files

To export an object to an external file, use the Export window.

What to do

1 Select an object to export.

2 Select Object.Export. The Export window displays.

[ Include subtrees

Export

Cancel

Selected objects:

Working with Objects
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3 Click Export. Another Export window displays.

Please specify the name of the export file:
File name: *EXP
Directory is: CRADS70DY
Files: Directories:
......................................................... AN 4]
[adsapi] |
[adscomp]
[init]
[mapfiles]
[sybtst. 1]
Fal
Ib]
] +
<] A | e 2
oo ] o |

4 Enter the name of the new export file.

5 In the Directories list box, specify the directory in which to save the
export file.

6 Click Export.

Result: The object exports to an export file in the specified directory.
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Importing objects from external files

What to do To import an object from an external file, use the Import window.

1 Select the object under which the imported object is to exist.

2 Select Object.Import. The Import window displays.

Please specify the name of the export file:

File name: I

Directory is: CRADSTODY
Files: Directories:
ANIMATE.EXP ENE |+
DYNAMIC.EXP [adsapi] JiE]
HDSERVER.EXP [adscomp]
[dynamic.1]
[init]
[mapfiles]
[sybtst.1]
|| |Fad
H (kb +
K| 2l | = [

| Import || Cancel I

3 If necessary, change the directory in the Directories list box.
4 Select an export file in the Files list box.
5 Click Import.

Result: The selected export file is imported into the knowledge base and
placed under the selected object in the knowledge base hierarchy.
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Printing selected objects

What to do 1 To print or save information about selected objects to a file, select
Obiject.Print after selecting objects from an Object List window.

File name:  |A7BAES.EXE |
Directory is: CRaDS70M
Files: Directaries:
: LI kd
ATBAPLDLL L| [ladsapi] -
A7BCABS.DLL [adscomp]
A7BCAES.EXE [cgrocer2.1]
A7BCULEXE [cgrocery.1]
A7BDBA.DLL [examples]
A7BDDE.DLL || |[grocery2.1] ||
A7BGULEXE +| |[hello.1] +
| I | |
(1 Append to file (1 Include External
Print ‘ ‘ Format... | ‘ Sort... ‘ ‘ Cancel ‘ ‘ Help

2 Use the File name field to specify the file in which to save the object
information. You can enter a path name or use the Directories list box to
specify a path.

3 To print out the object information, you can enter the name of your

printer, which in many installations is LPT1 or PRN. See your operating
system documentation to determine the exact name of your printer.

4 To append the object information to the end of a file, select the file, then
check Append to file.

5 To overwrite the contents of a file with the object information, select the
file and make sure Append to file is unchecked.
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6 To arrange the order in which the object information prints, click Sort.
The Print Format window displays.

When you have changed the print format attributes, click OK to return
to the Print window.

7 To perform any of the following tasks, click Format.

enter header and footer text for each page
change page width and length

indicate printer type

compress output into as few lines as possible

add an index to the end of the printout

add a table of contents to the end of the printout

add an extended table of contents containing entries for all objects to
the end of the printout

add a summary of all objects printed to the end of the printout

When you complete changing the print format attributes, click OK to
return to the Print window.

8 Click Print to print the information of the selected objects or save it to a

file.

For more information: See Chapter 3, “Working at the Knowledge Base
Level,” to learn about arranging the print order of the selected objects and the
format of the print output.
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Making a state the entry state

Overview The entry state is the state in which a knowledge base begins executing. Each
knowledge base has one entry state, which is named Main by default. Main
is represented by the following icon:

[mMain

What to do To make another state the entry state:
1 Select the state.
2 Select Object.Set entry state.
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Chapter 6

Working with the Window Editor

This chapter shows you how to build a graphical user interface using the
Window editor. You use the Window editor to build the main window,
other new windows, dialog boxes, controls, OLE controls and objects, and

Introduction

the DDE system.
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Overview

Overview

Knowledge base’s
application window

Other windows and
dialogs
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When you start a knowledge base, the knowledge base’s entry state executes.
Use the entry state to open the application window from which to access all
knowledge base functions. The knowledge base application window serves
the same purpose as the AionDS primary window.

From the application window, you can open other windows to perform
specific functions. For example, you can select File.Open in a graphics
program to open a dialog from which you can select a file to open and
modify.

AionDS knowledge bases distinguish between the following types of
windows:

« top-level windows

= control windows

« desktop window

This distinction is based on the way AionDS opens the windows.

Top-level windows

Top-level windows are opened directly by knowledge base logic. There are
two types of top-level windows:

« Standard windows have menu bars and allow the user to choose between
a number of application features or functions.

» Generally, Dialog boxes do not have menu bars and exist to prompt the
user for specific types of information. Dialog boxes open in response to
user selections from a standard window menu bar or other dialog boxes.



Overview

Control windows

Control windows, or controls, display in top-level windows. Controls allow
users to select options or enter information. Controls include such interface
elements as push buttons, menu items, radio buttons, text windows, and
scroll bars. Controls open when the top-level window in which they display
opens.

Desktop window

The parent window for top-level windows is the Desktop window, which
represents the physical screen. AionDS automatically creates and opens the
Desktop window when required by the system. This usually occurs when a
standard window starts.

Top-level windows created without a parent are children of the Desktop
window. The Desktop window opens child windows.

You can customize the Desktop window for error processing as well as define
the initial size of standard windows and dialog boxes as a fraction of the
Desktop window’s size.

For more information: See the Building GUI Applications: Reference for
details about customizing Desktop windows.
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Procedure for building the graphical user interface

Overview This section contains general procedures for building the graphical user
interface—windows, dialogs, and controls.

Building the To build the graphical user interface:

graphical interface
« create the knowledge base

« build the knowledge base’s application window

« build other windows and dialogs
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Procedure for building new windows, dialogs, and controls

Overview To build new windows, dialogs, and controls, first open the Window editor.
To build new windows you use:

Feature Function

New Window  creating new windows, dialogs, and controls

dialog OR tool

palette

Slots dialog customizing each window, dialog, and control

mouse OR adjusting the window, dialog, and controls to the desired size

cursor keys

You can build the following controls:

= label windows

« text windows

= list boxes

=« column list boxes
= combo boxes

« push buttons

« radio buttons

=« check boxes

= group boxes

=« tool bars
=« tools
= scroll bars

« pull-down menus
«  bitmap windows
« hot regions

« icon windows

« OCXcontrols

« OLE objects
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Each window’s slots dialog contains attributes you can modify. Although
each window, dialog, and control has its own unique slots dialog, many
attributes are the same. In the slots dialog for each window, dialog, and
control, you can customize most of the following attributes:

= Instance name

« owning class

« title or text displayed in the window, dialog, or control

« window, dialog, or control styles

= user slot values

= parameters, slots, and messages attached to windows, dialogs, or controls
= Mouse pointers

= Mminimize icons

You can add customized logic to the following controls:

= list boxes

« multi-column list boxes
= combo boxes

» push buttons

« radio buttons

=« check boxes

« tools

= icon window
« hot region

= scroll bars

« pull-down menus
= OCX controls

For more information: See the Building GUI Applications: Tutorial and
Building GUI Applications: Reference for details about windows, dialogs, and
controls.
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To build a new window or dialog and add controls:

What to do

1
2
3
4

o1

Open the Window editor.
Create a new window or dialog.
Customize the window or dialog using the slots dialog.

Use the mouse or cursor keys to adjust the window or dialog to the
desired size.

Add controls to the window and adjust the controls to the desired size.
Customize the controls using the slots dialog.
Add logic to the controls.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Creating a knowledge base

Overview To create a knowledge base with a graphical user interface, set the AionDS
development environment to graphical.

What to do 1 Select Settings.Environment. The Environment Settings window
displays.
Comparison Tolerance: 0.0000000000 Interface: IGRAPHICAL
Display Device Type: PC25
-Strings ‘Mask Input

Yes Yes Date | Unknown Unknown

n .

o IND— Time I— Select S
. ; I— -Separators

File Yes |T File Date Decimal

File No |F File Time | Thousands

| Set I | Cancel I

2 Specify graphical  in the Interface field.
3 Click Set.
Result: The AionDS development environment is set to graphical mode.

4 Create a knowledge base. Select File.New. The Create Knowledge Base
window displays.

5 After entering the correct information in the window, click New.

Result: The following actions occur:

« AionDS creates a knowledge base.
« The knowledge base hierarchy window displays.

« The entry state, WindowObiject class library, and DDE class
hierarchy are loaded.
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For more information: See Chapter 3, “Working at the Knowledge Base
Level,” for details about the Create Knowledge Base window.
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Opening the Window editor

What to do » To open the Window editor, select Object.Screen.

Result: The Window editor, Position dialog, and tool palette display.
AionDS adds the Screen pull-down menu.

Tool palette
OLE
E :(;ﬂgEHON EB[;CK 0ex CONTROL

| STANDARD | PUSH ole| OLE
L 1| wmnow . BUTTON OBJECT
DIALOG HORIZONTAL @
=S| BOX $CROLL TOOL
LABEL
VERTICAL 7| TooL
WINDOW $CROLL BAR
Bl T g| List ICON
ﬁ WINDOW BOX @ WINDOW
CROUP FEF| MULTLCOLUMN BITMAP
BOX — | LISTBOX WINDOW
RADIO CHECK HOT
BUTTON BOX REGION

The tool palette consists of buttons you click to create the different windows
and controls.
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The Screen pull-down menu contains the following options:

Screen pull-down

menu

Option Opens

New Window New Window dialog to create a new window.

Open Window Open Window dialog to open an existing window.

Slots slots dialog of the current window. From the slots dialog,
you can change the attributes of the window.

Methods Methods dialog of the current window. From the
Methods dialog, you can select a method and add logic for
the window.

Menu Items Menu Items dialog to build menu items.

Order Children

New Image

Open Image

New Hot Region

Edit Hot Region
Grid

Position

Install OCX

Insert OLE Object

DDE

Order Children dialog to create tabbing sequences and
organize groups of child windows.

New Image dialog to create a new image instance.

Open Image dialog to display the slots dialog of an existing
image.

New Hot Region dialog to create a new hot region
instance.

Edit Hot Region dialog to select the hot region to display.
Grid dialog to specify the attributes of the grid.

Position dialog that displays the position and size of the
current window.

Insert Object dialog to install an OCX control.
Insert Object dialog to insert an OLE object.

dialogs used to build static DDE systems. This menu item
contains the Conversations, Links, and Topics submenus.
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Creating windows, dialogs, and controls

Overview To create windows, dialogs, and controls, use the New Window dialog.
Controls must reside in the parent, top-level windows, or dialogs.

What to do 1 Select Screen.New Window. The New Window dialog displays.

Class: .

Name:

Parent:

Attached Class:

New Class...

New Cancel Help

2 Inthe Class field, select the class for the new window, dialog, or control.
The new window, dialog, or control is an instance of this class. The class
can be a top-level window or dialog, or a control.
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Creating windows, dialogs, and controls

To create a new class for the window, dialog, or control instance, click
New Class. The New Class dialog displays.

MName:

Owner:
New Cancel Help

Top-level windows, which are standard windows and dialog box
windows, should reside in subclasses so that the class hierarchy can be
seen clearly and objects are separated from the WindowObject class
library. You must subclass the standard window and dialog box classes of
the WINLIB before creating instances.

In the Name field, enter a name for the new class.
In the Owner field, select the parent class of the new class.
Click New to return to the New Window dialog.

In the Name field, type an instance name for the new window, dialog, or
control.

In the Parent field, specify the parent window if you want to make that
window a top-level window. This creates the window on the Desktop.

For more information: You can also customize aes_Desktop. See the
Building GUI Applications: Reference for details about customizing
aes_Desktop.

To specify a control, specify the window or dialog in which to display the
control as the parent.

M Tip: If awindow or dialog currently is selected, that window or dialog
displays in the Parent field.

Click New. The new window, dialog, or control displays.
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Opening windows and dialogs

What to do 1 Select Screen.Open Window. The Open Window dialog displays.

= Open Window

Window Instances:

e A e O AR <.
aes_Show [ShowDialog)

DishDlg [DishDialogBox]

goodfood [groceries]

GrocerySYY [GroceryStandardWindow]
MenuDlg [MenuDialogBox]
MenuOpenDig [MenuQpenDialogBox]
ShopListDlg [ShopListDialogBox)

B
[ List Child Windows

Open Cancel Help

2 Select the window to open in the Window Instances list.

3 If the window to open is a child window and the parent is unknown,
check List Child Windows. The child windows of each window display.

4  Click Open.

Result: The selected window opens. If the selected window is a child
window, the parent window and all associated child windows open.
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Resizing and moving windows, dialogs, and controls

Overview

Resizing

After you create a window, dialog, or control, you can use the mouse to
adjust the size of the window, dialog, or control. You can also use the
Position dialog and the Grid command to help resize the window, dialog, or
control.

To resize a window, dialog, or control, place the tip of the arrow on the
side, top, or bottom of the window, dialog, or control until the arrow
turns into a double-headed arrow (called a resize handle).

Drag the mouse to pull or push the side, top, or bottom in the desired
direction.

Result: The side, top, or bottom of the window, dialog, or control is
pulled or pushed in the desired direction.

To move a window, dialog, or control, place the tip of the arrow inside
the window, dialog, or control.

Click and hold down the mouse button. The arrow turns into a
four-headed arrow.

Drag the window, dialog, or control to the desired place.

Use the Grid command to display and customize a grid of regularly spaced
dots in a window or dialog. You can use this grid to position and size your
controls accurately.

Horizontal and vertical spacing is measured in dialog units (du).
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What to do
1 Select Screen.Grid. The Set Grid dialog displays.

Horizontal Spacing: 2 du

¥Yertical Spacing: .2 du

¥ Show Grid [ Align to Grid

Set I | Cancel Help

2 Inthe Horizontal Spacing and Vertical Spacing fields, enter a numeric
value to increase or decrease the distance between dots. The default value
is 2.
M Tip: The higher the number you enter in the spacing fields, the
higher the number of dots and the smaller the distance between dots.

3 Check Show Grid to display the grid.

4 Check Align to Grid to place the borders of controls flush with the
grid—that is, the controls can be moved and resized only in increments
of dialog units.

Position dialog | Use the Position dialog to display the position and size of a window, dialog,
or control.
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What to do

» If the Position dialog is not displayed, select Screen.Position. The
Position dialog displays.

x: | v | Width:| Height: |

M Tip: If you cannot see the Position dialog in the Window editor, and the
Position command is checked, the Position dialog is outside the Window
editor borders. You can enlarge the Window editor to display the Position
dialog.

The Position dialog fields contain the following information:
Name The name of the currently selected window.

X Coordinate  If a top-level window currently is open in the Window
editor, this field contains the location of the left border of
the currently selected window from the left border of the
screen.

The location is given in dialog units for all instances of
windows except for Hot Region windows. For Hot Region
windows, the location is given in pixels.

Y Coordinate  If a top-level window is currently open in the Window
editor, this field contains the location of the top border of
the currently selected window from the top of the screen.

The location is given in dialog units for all instances of

windows except for Hot Region windows. For Hot Region
windows, the location is given in pixels.
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Width

Height

If a top-level window is currently open in the Window
editor, this field displays the width of the currently selected
window.

The width is given in dialog units for all instances of
windows except for Hot Region windows. For Hot Region
windows, the width is given in pixels. For Icon windows
and Vertical Scroll Bar windows, this field is blank and
cannot be modified.

If a top-level window is currently open in the Window
editor, this field displays the height of the currently selected
window.

The height is given in dialog units for all instances of
windows except for Hot Region windows. For Hot Region
windows, the height is given in pixels.

For Icon and Horizontal Scroll Bar windows, this field is
blank and cannot be modified.



Copying, cutting, pasting, and deleting windows

Copying, cutting, pasting, and deleting windows

You can copy or move a window from one window into another by using
Edit.Cut GUI window, Edit.Copy GUI window, and Edit.Paste GUI
window. You can also delete a GUI window by using Delete. GUI window.

Copying a child
window into another
window

Select the child window.

Select Edit.Copy. The child window is copied to the clipboard.
Select Screen.Open Window.

Open the window to which you want to copy the child window.
Select Edit.Paste.

Result: The child window is pasted into the selected window.

Moving a child
window into another
window

Select the child window.

Select Edit.Cut. The child window is cut from the parent window and
placed on the clipboard.

Select Screen.Open Window.
Open the window into which you want to place the child window.
Select Edit.Paste.

Result: The child window is pasted into the selected window.
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Deleting windows 1 Select the window to delete.

2 Select Edit.Delete GUI window. If the window being deleted has child
windows, a confirmation dialog displays.

3 To delete the window and all child windows, click Delete.
Result: The window and all its child windows are deleted.

4 If you do not want to delete the window and all its child windows, click
Cancel.

Result: You return to the open window and the window and its child
windows are not deleted.
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Building standard windows

Overview A standard window is a major piece of the user interface. A standard
window logically and visually groups together controls, such as menu items
and push buttons, in a single window. Users can input complex information
by choosing combinations of values and textual input with controls. A
standard window usually displays possible actions in drop-down menus. You
must make a subclass of the WINLIB StandardWindow class in the
knowledge base before creating instances.

What to do 1 Subclass the standard window.

2 Resize and position the new window.
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3 Double-click on the standard window. The Standard Window Slots

dialog displays.
|= Standard Window Slots
Instance Name; Iexample1
Owning Class: |Aiunns |i| Initial State
®

-Basic Window Styles 9 Norrl-'lal.

[ Disabled [ Invisible LAz e

% No Open C Minimized
-Standard Window Styles

= Hondes X Maximize Button [" No System Debug

. . % Minimize Button [" No System Explain

Rialugtorer X System Menu [" No System Trace

X Size Border [" Delete On Close [” No System Unknown

[X Title Bar [" No System Abort [" Mo System Paste/Delete Link
R B (T [Stan dardWindow

@ Plain Text .

= lcon:

C TSL |
C Attached Object Pointer: |
| User Slots... I | Attach... I | Color... I | Help I
| 0K I | Cancel I

4  To rename the window instance, enter a new name in the Instance Name
field. AionDS automatically updates parent and child links with the new
window instance name.

5 You can assign a window instance to another class or subclass by typing a
new class name in the Owning Class Field. AionDS automatically
updates parent and child links with the new window instance name.

6 In the Initial State group, specify how to display the window when
opened.

7 In the Basic Window Styles group, specify whether the window is
initially enabled or visible and whether it is opened automatically when
its parent window is opened.
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Building standard windows

In the Standard Window Styles group, define the display properties of a
standard window, such as whether the border of your window is
resizeable, whether the user of your application can maximize or
minimize your window, and how many options are displayed in the
pull-down system menu.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Text Source group, specify the source of the text displayed in the
window at runtime.

In the Title field, change the text to the name that you want displayed in
the title bar.

In the Icon field, specify an icon to display when the user minimizes the
window. If this field is left blank, a default icon is supplied.

M Tip: If the Minimize Button style is not selected, the window cannot
be minimized.

In the Pointer field, select the mouse pointer shape that you want to
display when the mouse pointer enters the window.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the window’s parent class, click
the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

To attach an object to the standard window, click Attach to display the
Attach Object dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

Click Back Color to select the background color for the standard
window.

For more information: See “Changing window background and text
colors” on page 6-115.

Click OK. The changes are applied and the window displays.

Working with the Window Editor 6-25



Building standard windows

6-26 User's Guide

17
18
19

20

Add controls to the window and adjust the controls to the desired size.
Customize the controls using the slots dialog.
Select methods and add functions to the controls.

For more information: See “Selecting methods and adding functions”
on page 6-97.

Press F8 to save and close the window.
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Building an application window

Overview

What to do

Most graphical knowledge bases begin with an application window. When a
user starts the knowledge base, the application window displays first. The
application window has a set of initial options in pull-down menus, tool
palettes, or icons. To build an application window, you create a standard
window, build the menus, tool palettes, or icons displayed in it, and write the
logic executed when a user selects a menu item, tool, or icon.

To open the application window when the knowledge base is started, set up
the entry state agenda to send the predefined OpenApp method to the
application window.

To build an application window:
1 Build a standard window with a new class. The application window
must be a top-level window.

2 Add controls including menu items with corresponding methods and
functions.

For more information: See “Selecting methods and adding functions”
on page 6-97.

3 Customize the controls using the slots dialog.
4 Press F8 to save and close the window.

5 Modify the entry state agenda to open the application window. Double-
click on the entry state name in the knowledge base hierarchy window to
open the editor for the entry state.
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6 Inthe Agenda, on the first line type the following statement:
ApplicationWindow  .OpenApp

where ApplicationWindow is the name of the application window
instance.

7 Press F8 to check the statement syntax, then save and close the entry
state.

Result: This statement is saved as the first line in the entry state agenda and is
the first statement executed when the knowledge base is started. The
OpenApp method turns control over to the open application window. At
this point the application is ready to receive user events such as mouse clicks
and menu selections.
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Building ask, show and other dialog boxes

Overview

What to do

A dialog box is very similar to a standard window. Like a standard window,
a dialog box groups logically-related controls in a single dialog. The Dialog
Box class is actually a subclass of the Standard Window class. You must make
a subclass of the WINLIB DialogBox and its subclasses, AskDialog and
ShowDialog, in the knowledge base before creating customized instances.

While standard windows often display actions in pull-down menus, a dialog
box typically displays only one set of values and represents the users’ options
with push buttons instead of menus.

An ask dialog is a specialized dialog box that the application displays when
the inference engine is in control of processing. A show dialog is a
specialized dialog box that the inference engine displays when it is in control
of processing.

For more information: See the Building GUI Applications: Reference to
learn more about ask dialog and show dialog.

To build dialog boxes, use the Window editor.

1 Create and resize a dialog box with a new class.

2 Double-click in the dialog box. The Dialog Box Slots dialog displays.

Working with the Window Editor 6-29



Building ask, show and other dialog boxes

|=I
Instance Name;

Owning Class:

[" Disabled
¥ No Open

-Basic Window Styles

Dialog Box Slots

Itesﬂ
Ihasicdialﬂg +| rInitial State
@® Normal
[ Invisible O Maximized
O Minimized

[T Border
¥ Dialog Border
[” Size Border

-Standard Window Styles

[ Maximize Button
[” Minimize Button
X System Menu

[" Delete On Close

[" No System Debug
[" No System Explain
[" No System Trace

[” No System Unknown
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[X Title Bar [" No System Abort [" Mo System Paste/Delete Link
Text Source———————— Tiyle: |

® Plain Text (it |

C TSL .

C Attached Object

Paointer: |
I

| User Slots... I | Attach... I | Color... I | Help

| 0K I | Cancel I

To rename the dialog box instance, enter a new name in the Instance
Name field. AionDS automatically updates parent and child links with
the new window instance name.

You can assign a dialog box instance to another dialog box class or
subclass by typing a new class or subclass name in the Owning Class
field. AionDS automatically updates parent and child links with the new
dialog instance name.

In the Initial State group, specify how to display the dialog box when it is
opened.

In the Basic Window Styles group, specify whether the dialog box is
initially enabled or visible and whether it is opened automatically when
its parent window opens.

For more information: See the Building GUI Applications: Reference
for details about the different styles.
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In the Standard Window Styles group, define the display properties of a
dialog box, such as whether the border of your dialog box is resizeable,
whether the user of your application can maximize or minimize your
dialog box, and how many options display in the pull-down system
menu.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Text Source group, specify the source of the text that displays in
the dialog box at runtime.

If you select the Plain radio button, text from the Title field displays in
the window’s title bar.

If you select the TSL radio button, you can enter TSL text into the Title
field.

If you select the Attached Object radio button, attach an object with the
desired text to display in the title bar.

To attach an object to the dialog box, click Attach to display the Attach
Obiject dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

To modify the values of slots owned by the dialog box’s parent class, click
the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

In the Title field, change the text to the name to display in the title bar.

In the Icon field, specify an icon to be displayed when the user minimizes
the dialog box. If this field is left blank, a default icon is supplied.

M Tip: If the Minimize Button style is not selected, the dialog box
cannot be minimized.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the dialog box.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.
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14 Click Back Color to select the background color for the dialog box.

For more information: See “Changing window background and text
colors” on page 6-115.

15 Click OK. The changes are applied and the dialog box displays.

16 Add controls to the dialog box and adjust the controls to the desired size.
17 Customize the controls using the slots dialog.

18 Select methods and add functions to the controls.

For more information: See “Selecting methods and adding functions”
on page 6-97.

19 Press F8 to save and close the dialog box.
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Building label and text windows

Overview A text window can display text or accept text input from end users. A label
window is a type of text window that only displays text. Text windows can
be used in many different ways. When creating a text window, be sure to
select a style that supports the way the text window is used in the application.

What to do 1 Create and resize a label or text window.
2 Double-click on the label or text window. The Text Window Slots
dialog displays.
= Text Window Slots

Instance Name: |test1

Owning Class: |TexfWindnw |£I

Basic Window Styles
[ Group [" Tab Stop [” Mo Open
[" Disabled [ Invisible

Text Window Styles
[ Border X Label I" Password
[~ MultiLine [ Auto HScroll I™ Vertical Scroll
" Read-Only [ Auto VScroll I™ Horizontal Seroll

Text Source

@ Plain Text I TSL C! Attached Object

Text  |Label Window

ointer: |

ml ]

User Slots... I | Attach... I | Color... I | Font...

P
|
|

0K I | Cancel I

3 To rename the label or text window instance, enter a new name in the
Instance Name field. AionDS automatically updates parent and child
links with the new label or text window instance name.
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You can assign the label or text window instance to another label or text
window subclass by selecting a new subclass name in the Owning Class
field. AionDS automatically updates parent and child links with the new
label or text window instance name.

In the Basic Window Styles group, you can specify the label or text
window as part of a group by selecting on the Group check box. To
specify the Tab Stop style for the label or text window, select the Tab
Stop check box.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Text Window Styles group, define the display properties of a label
or text window, such as multi-line, label, and horizontal and vertical
scroll bars.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Text Source group, specify the source of the text that displays in
the label or text window at run time.

If you select the Plain radio button, text from the Text field displays in
the label or text window.

If you select the TSL radio button, you can enter TSL text into the Text
field.

If you select the Attached Object radio button, attach an object with the
desired text to display in the label or text window.

To attach an object to the label or text window, click Attach to display
the Attach Object dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

In the Text field, change the text to the name that you want displayed in
the label or text window. You can also add mnemonics to a label
window.

For more information: See “Adding mnemonics to controls” on page
6-106.



10

11

12

13

14

Building label and text windows

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the label or text window.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the label or text window’s parent
class, click the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

Click Back Color to select the background color for the label or text
window.

For more information: See “Changing window background and text
colors” on page 6-115.

Click Text Color to select the color for the text in the label or text
window.

For more information: See “Changing window background and text
colors” on page 6-115.

Click OK. The changes are applied and the label or text window
displays.
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Building list boxes

Overview A list box displays a list of text items for selection. You can define the list
items in an attached object.

What to do 1 Create and resize a list box.
2 Double-click on the list box. The List Box Slots dialog displays.

= List Box Slots
Instance Name: m
Owning Class: ListBox |El
‘Basic Window Styles
" Group X Tab Stop
[" Disabled [" Invisible
[” No Open
List Box Styles
[ Extended Select [ Multi-Select
[” Horizontal Scroll [" Sort List Box
Pointer:
Color... Font...
User Slots... Attach...
0K Cancel Help

3 To rename a list box instance, enter a new name in the Instance Name
field. AionDS automatically updates parent and child links with the new
list box instance name.
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You can assign a list box instance to another list box subclass by selecting
a new subclass name in the Owning Class field. AionDS automatically
updates parent and child links with the new list box instance name.

In the Basic Window Styles group, you can specify the list box as part of
a group by clicking on the Group check box. You can also specify the
Tab Stop styles for the list box by selecting the Tab Stop check box.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the List Box Styles group, define the display properties of the list box,
such as allowing multiple selections and sorting the list alphabetically.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

To attach an object to the list box, click Attach to display the Attach
Obiject dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

In the Pointer field, select the mouse pointer shape you want displayed
when the mouse pointer enters the list box.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the list box’s parent class, click
the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

Click OK. The changes are applied and the list box displays.
Select a method and add a function to the list box.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Building multi-column list boxes

Introduction A multi-column list box displays instances in a class. The columns display the
slots within the class, while the rows display the instance data.

During runtime you can select rows, but you cannot enter or change the text
in the rows.

Components and The column headings form an optional title bar. The column text can be

appearance left-, right-, or center-aligned. In the following example, all columns are left
aligned. You can adjust the column widths at runtime. AionDS adds scroll
bars as needed.

The following figure is an example of a multi-column list box.

Slotz
|
I T T
Mame  |assignment] Status | Gkills 1
] Chrls SF assigned BF, ECD, FOA CEO
Yirginia coo assigned S5CD, COD
Jnhn SCh assigned 5CO
Sarah il asEigned 51, COA COU
Hark GnH assigned SCO. CllA, COOH
Andrew G asmigned CHO, Clla, CIYH
Instances Walter CDA assigned  CDA, COB
Dawio SF azalgned EF, CBO, CDA_CDE
Gordon CDA assigned CoA
Kurt eligible coo
Conrad eligible Ly
Lynn eligible LIH
lariy eligihle L
Center All I |_Ehuw Eligibie I lFind Empluym:i
LisT by Mame I | Show HisTory I
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Creating a multi-column list box

Overview

What to do

Create an instance of ColumnLB and attach the instance to a data class. A
data class contains the information displayed in the ColumnLB class.
AionDS uses the term “data class” to avoid confusion with the ColumnLB
class. AionDS displays the data class’ instance data at runtime.

You can select specific slots to display at runtime.

1 Create and resize a multi-column list box.

2 Double-click on the multi-column list box. The Columnar List Box
Slots dialog displays.

= Columnar List Box Slots
Instance Name: Meals

Owning Class: Meals |il

‘Basic Window Styles
" Group [" Tab Stop
[" Disabled [" Invisible
[” No Open

List Box Styles
X Extended Select [T Multi-Select

Pointer:

Color... Font...
User Slots... Configure...
0K Cancel Help
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To rename a multi-column list box instance, enter a new name in the
Instance Name field. AionDS automatically updates parent and child
links with the new multi-column list box instance name.

You can assign the multi-column list box instance to another multi-
column list box subclass by selecting a new class name in the Owning
Class field. AionDS automatically updates parent and child links with
the new multi-column list box instance name.

In the Basic Window Styles group, you specify the multi-column list box
as part of a group byselecting the Group check box. You can also specify
the Tab Stop styles by selecting the Tab Stop check box.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the List Box Styles group, you specify how to select items in the
multi-column list box.

Extended Select more than one row by using the mouse with
the CTRL and SHIFT keys

Multi-Select any number of items on the list at one time

Use the Pointer field to select a mouse pointer shape to display when the
mouse pointer enters the multi-column list box area.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To define the background or text color of your window, click Color. The
Select Background and Foreground Colors window displays.

For more information: See “Changing window background and text
colors” on page 6-115.
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To change the text font, click Font. The Font dialog displays.
For more information: See “Changing fonts” on page 6-118.

To modify slot values owned by the multi-column list box class, click
User Slots to display the User Slots dialog.

For more information: See “Changing user slot values” on page 6-
101.

To configure the multi-column list box, click Configure.
Select a method and add a function to the multi-column list box.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Configuring a multi-column list box

Overview When you create a multi-column list box, AionDS attaches the multi-column
list box to the data class you specify. By default, all slots are columns in a
multi-column list box. You can select specific slots to display. You can also
control each column’s visual appearance, how information updates, and how
to select rows at runtime.

Selecting slots 1 From the Slots dialog, click Configure. The ColumnLB Attachment
Configuration dialog controls the appearance of the specific columns.

= ColumnLB Attachment Configuration
Attached Class: Recipe Attachment
C Beload ® No Reload
Attached Slots: UnAttached Slots:
IngredientsNeeded
{-Add
Delete->
Width: |4g dlg units Alignment
. @® Left O Center C Right
Title: INamc

0K | Cancel Help

6-42 User's Guide



2

3

Building multi-column list boxes

To detach slots from the multi-column list box, select the slot in the
Attached Slots list and click Delete.

To attach slots, select the slot in the Unattached Slots list and click Add.

Use the ColumnLB Attachment Configuration dialog to set the order of
columns in the multi-column list box. The top-to-bottom order of slots in
the Attached Slots list determines the left-to-right order of columns in the
multi-column list box.

Ordering columns

1

Move all slots from the Attached Slots list to the Unattached Slots list by
selecting each slot and clicking Delete.

Move the slot that should appear leftmost in the multi-column list box to
the Attached Slots list by selecting the slot in the Unattached Slots list
and clicking Add.

From the Unattached Slots list, move additional slots one at a time in the
left-to-right order that they will appear in the multi-column list box to
the Attached Slots list. AionDS adds each slot to the end of the Attached
Slots list.

Use the ColumnLB Attachment Configuration dialog to format individual
columns.

Formatting columns

1
2

Select a column in the Attached Slots list.

Specify the column heading in the Title field. The default is the Print
Name property. If the Print Name property is empty, then the Name
property is the default.

M Tip: If you do not specify column titles, no title bar appears.
If desired, adjust the column width in the Width field.

M Tip: Adjust the individual column width by sizing the column with a
mouse. Use the Width field to adjust multiple columns to the same
width.

Select a radio button in the Alignment box to set the alignment of the
slot values. By default, text fields are left-aligned and numeric fields are
right-aligned.
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Automatic update When the slot values change, you can control whether AionDS automatically
updates the information in the multi-column list box. For automatic
updates, click Reload in the Attachment box. To control updates with the
Refresh method, click No Reload.

% Caution: These options apply to the entire multi-column list box, not to
individual columns.

M Tip: By default, AionDS automatically assigns the No Reload option.

For more information: See Building GUI Applications: Reference for more
information about the Refresh method.
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Building combo boxes

Overview A combo box combines the features of a list box and a text window. It
displays a list of predefined text items for selection, and also lets users type in
items that are not displayed in the list. You usually use a combo box when
users will probably choose an existing option, but might create a new one.
You can also use a drop-down combo box, because it takes up less window
space than a list box.

What to do 1 Create and resize a combo box.
2 Double-click on the combo box. The Combo Box Slots dialog displays.
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= Combo Box Slots

Instance Name: testl]

Owning Class: ComboBox

e

‘Basic Window Styles

[" Group ¥ Tab Stop
[" Disabled [" Invisible
[ No Open

‘Combo Box Styles
[ Sort List Box

‘Combo Box Type

@® Simple ) Drop Down
C Drop Down List

Pointer: E
Color... Font...
User Slots... Attach...
oK Cancel Help

3 To rename a combo box instance, enter a new name in the Instance
Name field. AionDS automatically updates parent and child links with
the new combo box window instance name.

4 You can assign a combo box instance to another combo box subclass by
selecting a new subclass name in the Owning Class field. AionDS
automatically updates parent and child links with the new combo box
instance name.

5 In the Basic Window Styles group, you can specify the combo box as part
of a group by checking Group. You can also specify the Tab Stop styles
for the combo box by checking Tab Stop.
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For more information: See the Building GUI Applications: Reference
for details about the different styles.

To list the entries alphabetically, select the Sort List Box check box in
the Combo Box Styles group.

In the Combo Box Type group, you can define one of the following:

Combo box type  Description

Simple displays the entire list. You can type in an entry that is
not listed.

Drop Down List  displays only the current selection. Use the scroll
button to display the entire list and choose another
selection. You cannot type in an entry.

Drop Down display only the current selection. You can use the
scroll button to display the entire list and choose
another selection. You can type in an entry that is not
listed.

To attach an object to the combo box, click Attach to display the Attach
Obiject dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the combo box.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the combo box’s parent class,
click the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

Click OK. The changes are applied and the combo box displays.
Select a method and add a function to the combo box.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Building radio buttons and check boxes

Overview Radio buttons are graphical buttons that represent a set of related but
mutually exclusive options—you can select only one button at a time. You
can use group boxes or the Group style to organize radio buttons.

A check box is a graphical button that represents a single option that you can
turn on or off.

What to do 1 Create and resize a radio button or check box.

2 Double-click on the radio button or check box. The Radio Button Slots
or Check Box Slots dialog displays.
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= Check Box Slots

Instance Name: testl

Owning Class: CheckBox |EI

Basic Window Styles
[" Group [" Invisible
[" Disabled [% Tab Stop
[ No Open

[" Initially Chosen
{Text Source

® Plain Text C TSL C Attached Object

L [Che ckBox

Pointer: | E
Color... Font...
User Slots... Attach...
0K Cancel Help

3 To rename a radio button or check box instance, enter a new name in the
Instance Name field. AionDS automatically updates parent and child
links with the new radio button or check box instance name.

4 You can assign a radio button or check box instance to another radio
button or check box subclass by selecting a new subclass name in the
Owning Class field. AionDS automatically updates parent and child
links with the new radio button or check box instance name.

5 In the Basic Window Styles group, you can specify the radio button or
check box as part of a group by selecting the Group check box. You can
also specify the Tab Stop style for the radio button or check box by
selecting the Tab Stop check box.
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For more information: See the Building GUI Applications: Reference
for details about the different styles.

Check Initially Chosen for the radio button or check box to be selected
when the window is opened.

In the Text Source group, specify the source of the text that displays in
the radio button or check box at runtime.

If you select the Plain radio button, text from the Text field displays in
the radio button or check box.

If you select the TSL radio button, you can enter TSL text into the Text
field.

If you select the Attached Object radio button, attach an object with the
desired text to display in the radio button or check box.

To attach an object to the radio button or check box, click Attach to
display the Attach Object dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

In the Text field, enter the text to display on the radio button or check
box. You can also add mnemonics to a radio button or check box.

For more information: See “Adding mnemonics to controls” on
page 6-106.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the radio button or check box.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the radio button or check box’s
parent class, click the User Slots dialog and enter the appropriate
information.

For more information: See “Changing user slot values” on page 6-
101.

Click OK. The changes are applied and the radio button or check box
displays.

Select a method and add a function to the radio button or check box.
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For more information: See “Selecting methods and adding functions”
on page 6-97.
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Building group boxes

Overview A group box groups two or more related controls. To include controls in a
group box, specify the group box as the parent window for those controls.

What to do 1 Create and resize a group box.
2 Double-click on the group box. The Group Box Slots dialog displays.

= Group Box Slots

Instance Name: examplel

Owning Class: GroupBox EI

‘Basic Window Styles
X Group [~ Tab Stop
[" Disabled [ Invisible
[" No Open

‘Group Box Styles
[" No Border [™ Align Top

-Text Source
® Plain Text CITSL ' Attached Object

(7 GroupB o

Pointer; |

[+]

Color... Font...
User Slots... Attach...
0K Cancel Help
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To rename a group box instance, enter a new name in the Instance Name
field. AionDS automatically updates parent and child links with the new
group box instance name.

You can assign a group box instance to another group box subclass by
selecting a new subclass name in the Owning field. AionDS
automatically updates parent and child links with the new group box
instance name.

In the Basic Window Styles group, you can specify the group box as part
of a group by clicking on the Group check box. You can also specify the
Tab Stop styles for the group box by selecting the Tab Stop check box.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Group Box Styles group, define the display properties of a group
box such as whether or not a group box has a border or to align the top
of the controls within the group box.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Text Source group, specify the source of the text that displays in
the group box at run time.

If you select the Plain radio button, text from the Title field displays in
the group box.

If you select the TSL radio button, you can enter TSL text into the Title
field.

If you select the Attached Object radio button, attach an object with the
desired text to display in the group box.

To attach an object to the group box, click Attach to display the Attach
Obiject dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

In the Title field, change the text to the name to be displayed at the top
of the group box. You can also add a mnemonic to a group box title.

For more information: See the “Adding mnemonics to controls” on
page 6-106.
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10 In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the group box.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

11 Click Back Color to change the color of the background within the group
box.

For more information: See “Changing window background and text
colors” on page 6-115.

12 Click Text Color to change the color of the text displayed in the group
box.

For more information: See the “Changing window background and
text colors” on page 6-115.

13 To modify the values of slots owned by the group box’s parent class, click
the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

14 Click OK. The changes are applied and the group box displays.

Including controls in a group box
To include controls in a group box:

1 Build a group box.

2 Build the controls to add to the group box and specify the group box as
the parent window of each control.

Setting the tabbing order

» To set the initial tabbing order for controls in a group box, add the
controls to the group box in the desired sequence.

To change the tabbing order, use the Order Children dialog to organize the
controls in the group box in the desired order.

For more information: See “Organizing controls in tabbing sequences and
groups” on page 6-103.
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Building pull-down menus

Overview A menu item is a command in a pull-down menu that executes an action.
You build pull-down menus to perform complicated tasks. Pull-down menus
contain a series of menu items. When you select a menu item, a method and
function executes. The method and function usually open another window
or execute a sequence of actions such as printing a file or searching for a
specific string.

What to do 1 Select Screen.Menu Items. The Menu Items dialog displays.

£\ Reminder: Make sure that a standard window or dialog is selected.

Owning Class: [Menuttem [¢]|_ NewcClass... |
. Styles
Instance Name: | " Checked
Menu ltem Text: | [ Disabled
" Separator
Short Cut Key: | EI ["'No Open
Menu ltem List: " Ole IP Menu
- | Append |
__ Change |
B Add Child |
' [ Edit System Menu Delete All '
C o e |

2 Toassign a menu item instance to another class, enter a new class name
in the Instance Name field. AionDS automatically updates parent and
child links with the new menu item instance name.
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To create a new class for the menu item you are creating, click New
Class. The New Class dialog displays.

In the Name field, enter a name for the new class.

In the Owner field select the parent class of your new class.

Click New to return to the Menu Items dialog.

In the Instance Name field, enter the menu item’s instance name.

In the Menu Item Text field, specify the text that displays for this menu
item in the pull-down menu.

M Tip: To make letter in the menu item text part of a mnemonic, enter a
tilde (~) directly in front of that letter. See “Adding mnemonics to
controls” on page 106.

In the Short Cut Key field, select the short cut key combination you can
press to execute this menu item.

In the Styles group, define the type of menu item, such as a separator line
or whether the menu item can be immediately selected when displayed.

Check the Edit System Menu check box to add menu items to the system
menu.

The Menu Item List shows the current order of the menu items in the
pull-down menus.

You can use the Menu Item List and push buttons on the right side to do
the following:

« change menu items

« create pull-down menu selections

« append a menu item after another one
« Insert a menu item before another one
«  Create menu items as separator lines

« delete a menu item

« delete all menu items

To modify the values of slots owned by the menu item’s parent class,
click the User Slots dialog and enter the appropriate information.
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For more information: See “Changing user slot values” on page 6-
101.

15 Click OK. The changes are applied to the menu items which are added
to the menu bar. The parent window displays.

16 To select methods and add functions to the menu items, first select the
applicable menu item.

For more information: See “Selecting methods and adding functions”
on page 6-97.

Creating pull-down menu selections

1 To create a menu item as a selection in a pull-down menu, select the
menu item in the Menu Item List to add to a pull-down menu selection.

2 Enter the Instance Name, Menu Item Text, and attributes for the new
pull-down menu.

3 Click Add Child.

Result: The menu item is created as a selection in the specified pull-down
menu.

Changing menuitems

1 To change a menu item, select the menu item in the Menu Item List. Its
attributes display.

2 Change the desired attributes.
3 Click Change.

Result: The menu item’s attributes are changed.

Appending one menu item after another

1 Toappend one menu item after another, select the menu item in the
Menu Item List after which you want the new menu item to be placed.

2 Enter the Instance Name, Menu Item Text, and attributes for the new
menu item.

3 Click Append.
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Result: The new menu item is placed after the selected menu item.
Inserting a menu item before another one

1 Toinsert a menu item before another one, enter the desired attributes of
the menu item.

2 Inthe Menu Item List, select the menu item before which to place the
new menu item.

3 Click Insert.

Result: The new menu item is placed after the selected menu item.
Creating separator lines

1 To create a separator line (a line that separates groups of menu items in a
pull-down menu), select the menu item below which to place the
separator line.

2 Enter the instance name for the separator and check the Separator check
box.

3 Click Append.

Result: A separator menu item is placed after the selected menu item.

Deleting a menu item
1 Select the menu item to delete.

2 Click Delete.

Result: AionDS deletes the specified menu item.

Deleting all menu items
> To delete all menu items, click Delete All.
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Creating tool bars

Overview You use a tool bar to group tools in a standard window or dialog box.
Example The following example shows horizontal, vertical, and floating tool bars:
— StandardWindow - f -

Horizontal toolbar Vertical toolbar
|EII _
(Default) I

Floating toolbar ~ |f:: i Doiiiiiiiiiiioin

What to do 1 Create and resize a tool bar.
2 Double-click on the tool bar. The Tool bar Slots dialog displays.
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= Toolbar Slots
Instance Name: |lESt2
Owning Class: |TnuIBar EI

‘Basic Window Styles
[" Disabled [ Invisible

-Toolbar Styles
C' Floating

C' Snap Yertical

Pointer: E

User Slots... Color...

0K Cancel Help

3 To rename the tool bar instance, enter a new name in the Instance Name

field. AionDS automatically updates parent and child links with the new
tool bar instance name.

You can assign a tool bar instance to another tool bar subclass by
selecting a new subclass name in the Owning Class field. AionDS
automatically updates parent and child links with the new tool bar
instance name.

In the Basic Window Styles group, you can specify the tool bar as
Disabled or Invisible.

Disabled You cannot select the tool bar.

Invisible AionDS temporarily hides the tool bar.

For more information: See the Building GUI Applications: Reference
for details about the different basic window styles.
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Creating tool bars

In the Tool bar Styles group, you can specify the position in which the
tool bar displays:

Snap Horizontal The tool bar displays horizontally across the top of
the window. The tool bar’s width is the same
width as the window. This is the default.

Snap Vertical The tool bar displays vertically along the side of
the window. The tool bar’s height is the same as
the window’s height.

Floating The tool bar can be moved anywhere on the parent
window when creating the object statically. The
floating tool bar remains stationary at runtime.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

Use the Pointer field to select a mouse pointer shape to display when the
mouse pointer enters the tool bar.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the tool bar’s parent class, click
the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

To define the background color of your tool bar, click Color. The Select
Background and Foreground Colors window displays. Enter the
appropriate changes.

For more information: See “Changing window background and text
colors” on page 6-115.

10 Click OK. AionDS applies the changes and the tool bar displays.
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Building tools on a tool bar

Overview A tool is a graphical button you can click to execute an action or set the
status of an option. You can only place a tool on a tool bar.

A tool can represent three kinds of behavior:
= push button
= radio button

m check box

Example The following is an example of the three kinds of tools built on a tool bar:

Push button tool

(Depressed) Tool bar

Check box tool

Radio button
tool

What to do 1 Create and resize a tool.
2 Double-click on the tool. The Tool Slots dialog displays.
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= Tool Slots
Instance Name:; anytool
Owning Class: handtools H
Window Styles
[" Group [” Disabled [ Invisible
Tool Style

® Push Button C) Radio Button C Check Box

[" Initially Chosen

Tool Attributes

[® Stretch Image

Image: clawhammer Bitmap]|

clawhammer [Bitmag

— plane [Bitmap] ]
Pointer: rPWbar (Bitmap)
saw [Bitmap] -

User Slots... |

[

0K ‘ Cancel Help

3 To rename the tool instance, enter a new name in the Instance Name
field. AionDS automatically updates parent and child links with the new
tool instance.

4 You can assign a tool instance to another tool subclass by entering a new
subclass name in the Owning Class field. AionDS automatically updates
parent and child links with the new tool instance.

Working with the Window Editor 6-63



Building tools on a tool bar

6-64  User's Guide

In the Window Styles group, you can specify the tool as Group,
Disabled, or Invisible.

Group attaches a tool to a group.

Disabled the tool selection is disabled. You cannot select
the tool.

Invisible AionDS temporarily hides the tool.

For more information: See the Building GUI Applications: Reference
for details about the different window styles.

In the Tool Styles group, you can specify the tool’s logic: Push button,
Radio Button, or Check Box.

push button executes a piece of logic.
radio button represents mutually exclusive condition.

check box provides a Boolean value.

£ Reminder: The tool styles determine the tool’s behavior, not its
appearance.

For more information: See the Building GUI Applications: Reference
for details about the different tools.

If you select a radio button or check box from the Tool Styles group, you
can select the Initially Chosen check box. AionDS displays the tool as
selected when its application opens.

In the Tool Attributes group, select the Stretch Image check box to
stretch the image to fit the entire push button area.

For more information: See the Building GUI Applications: Reference
for details about the STRETCHIMAGE style.

From the Image pull-down menu, select a bitmap instance to display on
the tool.
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Building tools on a tool bar

Click OK. The image displays on the tool and stretches to fit its
dimensions.

For more information: See “Linking bitmaps, icons, and mouse
pointers to instances” on page 6-108.

Use the Pointer field to select a mouse pointer shape to display when the
mouse pointer enters the tool area.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the tool’s parent class, click the
User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

Select a method and add a function to the tool.

For more information: See “Selecting methods and adding functions” on
page 6-97.
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Displaying bitmap windows

Overview A bitmap window defines a location and area in which a bitmap instance
displays. When you create a bitmap window or dialog box in a standard
window and identify the bitmap instance to display, the bitmap instance links
to a bitmap graphic. The only type of input that bitmap windows accept is
moving the bitmap with scroll bars, so there is no processing for you to
define.

You can also display bitmaps as graphical images on push buttons and tools.

For more information: See “Building push buttons” on page 6-74, and
“Building tools on a tool bar” on page 6-62.

Creating a bitmap To display graphics in AionDS, the graphics must be in a.BMP format. To
graphic create a bitmap graphic, you can use any software program that creates
graphics in a bitmap (BMP) format.

What to do 1 Create the bitmap graphic to display.
2 Link the bitmap graphic to an instance.

For more information: See “Linking bitmaps, icons, and mouse
pointers to instances” on page 6-108.

3 Create and resize a bitmap window.

4 Double-click on the bitmap window. The Bitmap Window Slots dialog
displays.
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= Bitmap Window Slots

Instance Name: graphi|

Owning Class: BitmapWindow H

‘Basic Window Styles
" Group " Disabled
[" Invisible [” No Open

Bitmap Window Styles
[" Half Tone [~ Invert
[" Horizontal Scroll [C Stretch Window
[~ Vertical Scroll [~ Stretch Bitmap
[" Border

Image: B
Pointer: B

User Slots... Attach... Color...

0K Cancel Help

5 To rename a bitmap window instance, enter a new name in the Instance
Name field. AionDS automatically updates parent and child links with
the new bitmap window instance.

6 You can assign a bitmap window instance to another bitmap window
subclass by selecting a new subclass name in the Owning Class field.
Assigning the bitmap window instance to a different class in the Owning
Class field automatically updates parent and child links.

7 In the Basic Window Styles group, specify whether the bitmap window is
initially enabled or visible, and whether it automatically opens when its
parent window opens.

For more information: See the Building GUI Applications: Reference
for details about the different styles.
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In the Bitmap Window Styles group, define the display properties of the
bitmap window, such as stretching the bitmap to fit the window,
inverting the colors in the image, adding scroll bars that allow the user to
scroll the image, and so on.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Image field, select the bitmap image instance. Link the bitmap
image instance to the bitmap image to display in the bitmap window.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the bitmap window.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the bitmap window’s parent class,
click the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

To attach an object to the bitmap window, click Attach. The Attach
Object dialog displays. Enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

Click OK. AionDS applies the changes and the bitmap window displays.
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Creating and editing hot regions

Overview

A Hot region is a transparent rectangle that you lay over a portion of a
bitmap. A Hot Region detects mouse movement and mouse clicks. You can
graphically select values by clicking on a region of the bitmap that the Hot
Region overlays. It appears that you are clicking on the bitmap image, but
you are actually clicking on the Hot Region through which the application
processes the input.

If your application displays a city map, for example, you can set up Hot
Regions for major points of interest in the city. You select these points by
clicking on them. The knowledge base may respond to a click by displaying
information about the selected site. The mouse clicks that select Hot Regions
process through the When(InstanceName)Chosen demons of the HotRegion
class.

To create or edit Hot Regions, first create and link an image file to an
instance. You use the Edit Hot Region dialog to display the image and
overlay it with Hot Regions. You cannot attach Hot Regions to other
objects.
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What to do 1 Select Screen.Edit Hot Region. The Edit Hot Region dialog displays.
= Edit Hot Region
Hot Begion Instances:
bell [Bitmap] s
clock [Bitmap]

envelope [Bitmap]
exit [Bitmap]
happy [Bitmap]
mail [Bitmap]
redques [Bitmap]
smiley [Bitmap]
tubrush [Bitmap]
tupencil [Bitmap] E‘

% List Parent Bitmaps Only

Edit Cancel Help

2 Inthe Hot Region Instances field, select the image instance to create Hot
Regions or that contains Hot Regions to modify.

3 If you know the name of the Hot Region instance but do not know the
bitmap instance name, uncheck the List Parent Bitmaps Only check box.
The Hot Region instance names display.

4 Click Edit. The selected image instance (or the parent image instance of
the Hot Region instance that you selected) displays.

5 To create a Hot Region, select Screen.New Hot Region. The New Hot
Region dialog displays.
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= New Hot Hegion

Class: HotHegion

Name: image1|

Parent: imag1[Bitmap]

Mew Class...

New

Cancel Help

In the Class field, select the class to own the Hot Region instance.

In the Name field, enter the name of the Hot Region instance.

This is the image instance currently displayed.

10 Use the mouse to reposition and resize a Hot Region.

The Parent field displays the parent window of the Hot Region instance.

Click New. You return to the image display and the new Hot Region
displays in the image display.

11 Double-click on the Hot Region. The Hot Region Slots dialog displays.

Working with the Window Editor
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= Hot Region Slots
Instance Name: image1|

Owning Class: HotRegion EI
Hot Begion Styles
[" Disabled [C Invisible
[” Border [" Invert When Selected
[” No Open
Pointer: | B
User Slots...
0K | Cancel Help

The Hot Region instance name displays in the Instance Name field. To
change the instance name, type over the current name.

The parent class of the Hot Region instance displays in the Owning class
field. To change the parent class, select a different one.

In the Hot Region Styles group, specify whether the Hot Region has
visible borders, whether there is a visible response to mouse clicks, and so
on.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the Hot Region.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.
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16 To modify the values of slots owned by the Hot Region’s parent class,
click the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

17 Click OK.
Result: AionDS applies the changes and the Hot Region editor displays.
18 Select a method and add a function to the Hot Region.

For more information: See “Selecting methods and adding functions”
on page 6-97.

Deleting a Hot Region

»> To delete a Hot Region select the Hot Region, then select Edit.Delete
GUI window.
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Building push buttons

Overview A push button is a button you can click to execute logic. You can display
text or a graphical image on a push button.

Platinum

What to do 1 Create and resize a push button.
2 Double-click on the push button. The Push Button Slots dialog displays.
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= Push Button Slots

Instance Name: newpush

Owning Class: PushButton |EI

Mindow Styles
[ Group B Tab Stop
[" Disabled [ Invisible
" No Open

‘Push Button Type

@ Text Push Button
(! Graphic Push Button

-Text Push Button Attributes
[% Default Push Button:

Text: PushButton

Pointer: EI

User Slots... Font...

0K Cancel Help

3 Torename the push button instance, enter a new name in the Instance
Name field. AionDS automatically updates parent and child links with
the new push button instance name.

4 You can assign a push button instance to another push button subclass
by selecting a new subclass name in the Owning Class field. AionDS
automatically updates parent and child links with the new push button
instance name.

5 In the Window Styles group, you can specify a push button as part of a
group by selecting the Group check box. You can also specify the Tab
Stop style by selecting the Tab Stop check box.
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For more information: See the Building GUI Applications: Reference
for details about the different styles.

6 In the Push Button Type group, you can select a textual or a graphical
push button.

7 If you select a text push button, you can change the text on the push
button by using the Text window in the Text Push Button Attributes
group. You can enter a mnemonic with the text. The text push button
is the default push button.

‘Push Button Type

@® Text Push Button
(' Graphic Push Button

-Text Push Button Attributes
[% Default Push Button;

Text: AionDS

For more information: See “Adding mnemonics to controls” on page 6-
106.

¥ Caution: You can have only one default push button in a window.

8 If you select a graphic push button in the Push Button Type group, the
Graphic Push Button Attributes group box displays.
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‘Push Button Type
() Text Push Button
@® Graphic Push Button

‘Graphic Push Button Attributes
[% Stretch Image

image: | FTRENEITE)
~|earth [Bitmap) ]
hand [Bitmap]
plat [platinum

sfox3 [Bitma
User Slots... [ J

Pointer: I_

0K | Cancel Help

Select the Stretch Image check box to stretch the image to fit the entire
push button area.

For more information: See the Building GUI Applications: Reference
for details about the PBS_STRETCHIMAGE style.

From the Image pull-down menu, select the bitmap instance to display
on the push button.

For more information: See “Linking bitmaps, icons, and mouse
pointers to instances” on page 6-108.

Click OK. The image displays on the push button and stretches to fit
the push button’s dimensions.

From the pull-down menu in the Pointer field, select the mouse pointer
shape to display when entering the push button area.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To modify the values of slots owned by the push button’s parent class,
click the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.
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14 To change the text font, click Font. The Font dialog displays.

For more information: See Building GUI Applications: Reference for
details about fonts.

15 Select a method and add a function to the push button.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Building icons

Overview

Creating an icon
graphic

What to do

An icon window defines a location where an icon instance displays. You
create an icon window in a standard window or dialog box and identify the
icon instance to display. The icon instance links to an icon graphic file. You
cannot change the icon window’s size

You can select a method and add a function to an icon window. You can
click the icon window to execute an action. It appears that the icon is
clicked, but the icon window actually responds to the click. You define the
application’s response to input in When(InstanceName)Chosen methods.

A number of icon windows, each displaying an icon that represents an action,
can be grouped together to create a tool palette. The tool palette in the
AionDS Window editor was created in this manner.

To create an icon graphic, use the tools in the Software Development Kits
(SDK) for Windows and OS/2 PM. The icon graphic must be in a Windows
or PM ICO format.

To create an icon and display it in AionDS:

1 Create an icon graphic outside AionDS.
2 Link the icon graphic to an instance.

For more information: See “Linking bitmaps, icons, and mouse
pointers to instances” on page 6-108.

3 Create an Icon window.

4 Double-click in the Icon window. The Icon Window Slots dialog
displays.
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= lcon Window Slots
Instance Name: examplel

Owning Class: lconWindow EI
‘Basic Window Styles

[" Group [" Disabled

[ Invisible [” Mo Open
lcon Window Styles

[” Border [ Invert When Selected

Image: E
Pointer; E

User Slots...

OK Cancel Help

5 To rename an icon window instance, enter a new name in the Instance
Name field. AionDS automatically updates parent and child links with
the new icon instance name.

6 You can assign an icon instance to another icon subclass by selecting a
new subclass name in the Owning Class field. AionDS automatically
updates parent and child links with the new icon instance name.

7 In the Basic Window Styles group, you can specify whether the icon
window:

« be part of a group

« be hidden temporarily

» cannot be selected until the disabled property is removed

« IS not to be opened until the OpenApp command is issued.

For more information: See the Building GUI Applications: Reference
for details about the different styles.
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Building icons

In the Icon Window Styles group, specify whether or not the icon
window has a border or is inverted.

For more information: See the Building GUI Applications: Reference
for details about the different styles.

For the Image field, select the icon image instance. Link the icon image
instance to the icon image to display in the icon window.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the icon window.

For more information: See the “Changing the mouse pointer in a
window” section on page 6-113.

To modify the values of slots owned by the icon window’s parent class,
click the User Slots dialog and enter the appropriate information.

For more information: See “Changing user slot values” on page 6-
101.

Click OK. The icon image displays in the icon window.
Select a method and add a function to the icon window.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Building scroll bars

Overview

What to do
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A scroll bar is a graphical bar with four main parts, as shown in the
following figure:

Zoroll Box Scroll Shaft

e

Szroll Buttons

You can move the scroll box within the scroll shaft to display or input a range
of values. You can move the scroll box by clicking on the scroll buttons,
clicking on the scroll shaft, or dragging the scroll box. You can use a scroll
bar as an independent control. You use an independent scroll bar to set
values by changing the scroll position. It can be attached to a knowledge base
object. Independent scroll bars are useful for displaying or sourcing integer,
date, or time values that can fall anywhere within a known range. This
section shows you how to build scroll bars as independent controls.

A scroll bar can also display as an integral part of another control, such as a
text window, list box, or combo box. A scroll bar that is integrated with
another control is considered a feature of the primary control and is discussed
in the section that covers the control.

1 Create and resize a scroll bar. You can change the length of the scroll
bar, but you cannot change its width.

2 Double-click on the scroll bar. The Scroll Bar Slots dialog displays.



Building scroll bars

= Scroll Bar Slots
Instance Name: firstscroll
Owning Class: ScrollBar |E
‘Basic Window Styles
[" Group [" Tah Stop
[" Disabled [" Invisible
[" Mo Open
-Scroll Bar Type
@® Horizontal ! Yertical
‘Position
Min: 1 Max: 100 Initial: |1
Ancrement
Line: L Page: 20
Puointer: E
User Slots... Attach... Color...
0K Cancel Help

3 To rename a scroll bar instance, enter a new name in the Instance Name
field. AionDS automatically updates parent and child links with the new
scroll bar instance name.

4 To assign a scroll bar instance to another scroll bar subclass, enter a new
subclass name in the Owning Class field. AionDS automatically updates
parent and child links with the new scroll bar instance name.

5 In the Basic Window Styles group, specify whether the scroll bar is
initially enabled or visible and whether it is opened automatically when
its parent window is opened.
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For more information: See Building GUI Applications: Reference for
details about the different styles.

In the Scroll Bar Type group, define the type of scroll bar: vertical or
horizontal.

In the Position group, set the minimum, maximum, and initial positions
for the scroll box. Valid values can be integers from 0 to 32,767,
inclusive.

In the Increment group, specify the following:

Line How far the scroll box moves when you click on one of the scroll bar
arrows

Page How far the scroll box moves when you click in the scroll bar area

Valid values can be integers from 0 to 32,767, inclusive.

In the Pointer field, select the mouse pointer shape to display when the
mouse pointer enters the scroll bar.

For more information: See “Changing the mouse pointer in a
window” on page 6-113.

To attach an object to the scroll bar, click Attach to display the Attach
Obiject dialog and enter the appropriate information.

For more information: See “Attaching parameters, slots, or messages
to windows” on page 6-99.

To modify the values of slots owned by the scroll bar’s parent class, click
the User Slots dialog and enter the appropriate information.

For more information: See "Changing user slot values™ on page
6-101.

Click OK. The changes are applied and the scroll bar displays.
Select a method and add a function to the scroll bar.

For more information: See “Selecting methods and adding functions”
on page 6-97.
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Building OLE controls and objects

Introduction An OleControl instance represents an OLE Custom Control (OCX). You
can extend the graphical user interface in an AionDS/Win application by
adding OCXs purchased from a third-party vendor. For example, you can
add documents, charts, and sound effects to your application.

AionDS also provides an OleObject class to represent OLE objects. The
OleObiject instance represents an OLE object that you can embed in an
application. For example, a spreadsheet could be an OLE object that you
embed into another application.

For more information: For more information about OLE and OLE

Custom Controls, check the current titles available from Microsoft Press or
other publishers.
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AionDS and OLE

Overview
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Obiject Linking and Embedding (OLE) is a data transfer protocol used to
extend an AionDS application. You can display information or user interface
objects from other third-party applications without extensive API calls.
Furthermore, the objects appear to be seamlessly integrated. A common
example is embedding a spreadsheet within a word processing application.

You can add an OLE object to a standard window or dialog box. You can
use an icon window or bitmap window to display a graphic, but you cannot
edit the graphic at runtime.

You can create an empty frame for OleObject and fill in that frame at
runtime. For example, in a reporting application, you may insert a
spreadsheet, a graphic, or a word processing file into an empty frame.

AionDS represents OLE objects as instances of the OleObject class in the
WindowObiject class hierarchy. You can create subclasses of OleObiject, but
it is not required.

By default, the runtime edits to an OLE object or control do not persist after
the application closes. To save changes to an OLE object, use the SaveObject
method.

Fo Important: Although the OleControl and OleObject classes are part of the
WindowObiject class hierarchy, OLE support is not available in AionDS/2.
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OLE concepts

Linking and
embedding

Controls and objects

Visual editing

Ohbject linking refers to creating a reference to the external object or
application. When the object is updated in its own application, the link also
updates the version in the container application.

Object embedding refers to placing a copy of the object physically in the
container application. Although the copy can be edited within the container
application, it is not updated if the original object changes.

OLE 1.0 included the ability to link and embed objects. An object usually is
a graphic representation of one application’s file in another application. To
interact with the object, the user must start a command, such as Edit. One
example is a drawing embedded in a word processing file.

Objects are often executable files, although they also can be dynamic link
libraries. AionDS represents objects with the OleObject class.

OLE 2.0 includes support for OLE Custom Controls (OCXs). An OCX is
similar to an object, but often includes another level of control for the
application developer. For example, you can often customize characteristics
of the OCX, such as how the OCX responds to user actions. The user can
interact immediately with an OCX, without using commands. Unlike an
OLE object, an OCX is always active.

OCXs are typically dynamic link libraries. AionDS represents OCXs with
the OleControl class.

In OLE 2.0 at runtime, you can interact with an OLE object or OCX
directly in the container window rather than using the object’s or OCX’s
native environment. This feature is called visual editing. Visual editing is
available only when the OLE object or OCX is active at runtime.

Exception: OLE objects developed under OLE 1.0 do not support visual
editing.
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How AionDS implements OLE

Overview AionDS provides two classes to support OLE: OleControl and OleObject.
This section focuses on OleControl, which you use to represent OCXSs.

Using AionDS, you can add an OCX to a standard window or dialog box.
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Building an OleControl

Registering OCXs

Installing an OCX

Register the OCX before installing it to a standard window or dialog box.
The installation creates the subclass of OleControl for the specific OCX.

If you have OCXs that are not in the Registration Database, you can refer to
the documentation provided with those OCXs. If you do not have a facility
for registering OCXs, you can use AionDS.

To register an OCX using AionDS:

1 Select File.Register OCX. The Register OLE Control dialog displays:

= Register OLE Control
File Hame: Durectones:
| chartfxocx | cha ~
e — = 0
= a
+]
List Files of Type: Drives:
[OLE Controls(ocx)]  [#] [ c: diski_voll B

2 Select the drive, directory, and file name for the OCX.
3 Click OK.

To install an OCX:

1 Select Screen.Install OCX. The Insert Object dialog displays the OCXs
found in the OLE Registration Database.
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= Insert Object

Object Type:

O N TR

----- ChartFX Control | _
Circ3 Control ] e ”

O Ereste fom i

@ Insert Control:

Result

[nzerts @ new object into your document,

M Tip: The Create New and Create from File radio buttons are not
available because these functions apply to the OleObject class.

2 Select the OCX, then click OK.
Result: AionDS creates a subclass of OleControl for that specific OCX.

Adding the OCX to a 1 Select the OCX tool from the tool palette, or select Screen.New Window.
window The New Window dialog displays.
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Class:
Name:

Parent:

Attached Cla

New Clag

(

I
|' uttonLontro
[

ChartFXControl
Circ3Control
OleControl

New

| Cancel Help

2 Select the subclass for the OCX and specify an instance name.
3 Click New.

Accessing property values

Overview Unlike other controls, an OCX does not have slots or styles, but its own
specific properties. For example, an object that displays only graphics does
not have a Font property. You can modify the properties for an OCX in the
Window editor or at runtime.

Using the Window 1 Double-click on the OCX to open its Properties dialog. The properties
editor you see are specific to the OCX. In this case, the Button Control
Properties dialog displays.
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= Button Control Properties

i General i

Caption: | |

| oK i ‘ Cancel I |,>_”_>;§3;;§§s ?%éfswl | Haodn i

2 Enter the caption in the text window
3 Click OK.

Runtime

Keyboard support AionDS supports all mnemonics and accelerator keys defined by the OCX. If
the OCX does not have any mnemonics or accelerator keys, AionDS does not
provide a way to define them.

Exception: Accelerator keys are not supported for OCXs in dialog boxes.

AionDS does not support tabbing to the OCX because you cannot assign a
Tab Stop style to an OCX. Any styles would be represented as properties
defined by the OCX.

Similarly, you cannot assign a Default Push Button style to a button-type
OCX that supports push button behavior. At runtime, the user cannot press
ENTER to select an OCX unless the OCX already has focus. The effect of
pressing ENTER also depends on the OCX’s definition.
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Building an OLE object instance

Overview

First create a frame or window for the OLE object, then insert a new or
existing object. You can also insert an OLE object at runtime.

At runtime you can edit OLE objects to the extent that the OLE application
supports editing. You cannot assign runtime input to an attached object.

Fo Important: The OLE object must be in the Registration Database.
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Creating the frame 1 Inthe Window editor, select the OLE tool from the tool palette, or select
Screen.New Window. The New Window dialog displays.

Class:  |OleObject
Name; test?
Parent: 0CXtest{ocxole] _

Attached Class:

Mew Class...

Mew Cancel Help

2 Specify the class name and instance name on the New Window dialog.

Result: An empty frame appears on the standard window. The frame,
not the OLE object to be inserted, is the OleObject instance.

3 Click OK.
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Inserting the object 1 Select Screen.Insert OLE Object. The Insert Object dialog displays.

= Insert Object

i
Media Clip N — .
Microsoft Draw Drawing
Microsoft Drawing L J

@ Create Hew:

{) Create from File:

Microsoft Graph j
Microsoft Word 6.0 Document
) tavent Lomirod Microsoft Word 6.0 Picture
M5 WordArt
Package +

Result

[nzerts @ new object into your document,

2 On the Insert Object dialog, select one of the following radio buttons:

Create New to create a new object. Select the application
from the Object Type list box.

Create from File to insert an existing object. Enter the file
name in the File field or use the Browse push
button to find the file.

3 Click OK.

Result: The object’s application opens. If you select Create New, the
application window is empty. If you select Create from File, the file
displays for editing.

4 After you create or edit the object, select Update from the File menu;
then select Exit.

Result: The object displays in the object frame on the standard window or
dialog box.
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You might not want to insert an OLE object at edit time. You might not

runtime you may select a graphic from either a drawing or paint application.
You can insert an object by clicking the right mouse button on the frame.

Alternatively, you can insert an OLE object at edit time and select another at

Empty frames
know which object file or which application you need. For example, at
runtime. You cannot save runtime changes after the application closes.
When creating empty frames you cannot:
« dynamically insert an object for runtime based on application logic
« save the object inserted at runtime

Runtime

Overview

Runtime editing
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The OleObject class also handles runtime input differently than the
OleControl class. Unlike OleControl, OleObject has no methods or events
to customize.

The most direct way to edit an OLE object during runtime is to double-click
on the OLE frame. The object displays in its native editing environment.
For example, a spreadsheet object displays in the spreadsheet application in
which it was created.

During runtime you can click the right mouse button on the OLE frame. A
pop-up menu displays. The first menu item is for inserting OLE objects; the
remaining menu items are specific to the current OLE object.

Tool bars

When an OCX or OLE object is active, AionDS displays the OLE
application tool bar, if one exists. However, make sure the tool bar does not
overlay any other controls in the container window.
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Selecting methods and adding functions

Overview You can add customized methods and functions to controls. For example,
you may select a method and add a function to a menu item to open another
window.

Whattodo 1 To display the Methods dialog for a window, double-click the right

mouse button on the window.

To display the Methods dialog for a menu item, select the menu item
with the mouse.

Edit Method: Method Class:
Selected |

2 In the Edit Method group, select the method to modify.

M Tip: Only certain methods are available for each object.
3 Click OK. The Methods and Function dialogs display.
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Fumction Argwments |

Methad WhenHe cigeMewlBhooen |GretenyElandal

Wele e i M s Chid e rybteslE W indos] GRS

Locsd Wesishing

| i is pointer Tto Benultem |

4 Make any desired modifications to the function and method.
5 Save and close the function and method by selecting Object.Close.

| 5

Fietern Yalun

Exsfeenal Libresy

AionDS saves and closes the function and method.

Result: The method and attached function execute when the execution
conditions for the window occur. For example, you select the
WhenInstanceNameChosen method for a push button and the function opens
another dialog. When you click the push button, the method and attached

function executes and a dialog opens.
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Attaching parameters, slots, or messages to windows

Overview You can use the Attach push button available in most slots dialogs to attach a
parameter, slot, or message to a window. For example, you can attach a
parameter to a text window to store user input to that text window.

For more information: See the Building GUI Application: Reference for
details about attaching parameters, slots, or messages to a specific window.

What to do 1 In the window slots dialog, if you select the TSL or Attached Object
radio button, the Attach push button is highlighted.

If you select the TSL radio button, you can only select the Reload check
box in the Attach Object dialog.

2 Click Attach. The Attach Object dialog displays.

= Attach Object
Type: Message E
Name: questionl Detach
Owner: | AskDialog 4]
Mindow Type
Sourcing Option
[" Answer [ Name - L
u Message r Explain ® Source Yalue
] O Current ¥alue
[" Constraint [ Prompt O Final Value
-Answer Window Attributes
[ Reload " Uppercase " Check Length
" No Empty " No Trim " No Load Value
™ No Unknown
DK Cancel Help
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In the Type field, specify the object type—slot, parameter, or message—
to attach.

In the Name field, specify the name of the object to attach.

In the Owner field, specify the name of the class that owns the object to
attach.

In the Window Type group, select the type of window to assign to your
window. Each window type maps the window to an object property.
For example, selecting Answer provides an area for you to input values.

In the Sourcing Option group, select one of the following types of
processing to resolve variables.

Options The object resolves processing:

Source value by backward chaining for parameters that do not have a
value and placing those parameters on a pending list if
required

Current value  without backward chaining and uses the current
parameter value—even if it is unknown

Final Value by backward chaining for all unprocessed parameters

In the Answer Window Attributes group, select one or more of the
options to set the characteristics of the Answer Window type.

If you did not select Answer for the Window Type, only the Reload
option is available.

Click OK.

Result: The specified object attaches to the window.
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Changing user slot values

Overview Use the User Slots push button, which is available in most slots dialogs, to
change the values of the slots associated with a window. Depending on
which window is open during runtime, you can set different initial values for
the same slot.

What to do 1 In the window slots dialog, click User Slots. The User Slots dialog
displays.

M Tip: The User Slots dialog is only available when the window’s parent
class owns slots. Create user slots using Object.New.

= User Slots

Slots:

scratchawl +
linelevel
catspaw
tapemeasure
plumbboh
ripsaw +

Yalue:

0K Cancel Help
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2 Inthe Slots field, select the slot that contains the value to change.
3 Inthe Value field, enter the new value to assign to the slot.
4 Click OK.
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Organizing controls in tabbing sequences and groups

Overview You can set and change the tabbing order of child windows and organize
child windows into groups by using the Order Children dialog.

At runtime, you can press the Tab key to move the cursor from one child
window to the next in the tabbing order. A tabbing order is the sequence in
which you move the cursor (by pressing the Tab key) to each child window.

»  Press the Right or Down arrow keys to move the cursor from the current
child window to the next child window in the group.

« For radio buttons, press the Right or Down arrow keys to deselect the
current radio button and select the next radio button in the group.

Opening the Order > Select Screen.Order Children.
Children dialog Result: The Order Children dialog displays.

= QOrder Children

Parent Yindows!:

Child ¥¥ind ows:
RecipeNameLbl. ‘"Recipe Name ** 1

RecipeNameTW, "'
RecipelngredienisLbl, ** Ingredients MNeeded ™

Recipelngred H
RecipeOKPB, ** OK ™

[~ Iab Stop ™ Group

| Order I Cancel | | Help I

The Parent Windows field automatically displays the name of the parent
window from the Window Editor pull-down menu.
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Ordering child
windows in a tabbing
sequence
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The Child Windows field contains the list of child windows belonging to the
window whose name displays in the Parent Windows field. Use this field in
conjunction with the Tab Stop and Group check boxes to complete the
following tasks:

« order the child windows in a tabbing sequence

» organize the child windows into groups

Groups and tabbing orders are independent from each other. You could have
overlapping groups and tabbing orders.

To order child windows in a tabbing sequence,

« define tab stops for each child window in the sequence

= list the child windows in the desired order.

Defining tab stops
To define a tab stop for a child window:

1 Select the windows to define tab stops.

2 Select the Tab Stop check box.

Result: Tab stops are defined for the windows.

Setting the tabbing order

To set the order of the child windows listed in the Child Windows field:

1 Select one or more child window instances in the list.

2 Place the pointer between the child windows to insert the selected
instances. When you place the pointer between child windows, it
changes to an insertion pointer.

3  When the insertion pointer displays, click the mouse. AionDS inserts
the selected instances in the new position.

Result: The child window list is now in the defined tabbing order. Once you
click Order and save the object, the tabbing order is set.



Grouping child
windows

Organizing controls in tabbing sequences and groups

When the user opens a top-level window during an active session, the cursor
stops at the first child that has the Tab Stop style. If no child windows have
the Tab Stop style, the cursor stops on the first child window.

To organize child windows in a group, include each child window in the
group and list the child windows in the desired order.

Including child windows
To include child windows in a group, complete the following steps:

1 Select the windows to include in the group.
2 Check Group.

Setting the group order

To set the order of the child windows in a group listed in the Child Windows
fields, complete the following steps:

1 Highlight one or more child window name instances in the group.

2 Move your cursor to the place in the group where you want to move the
an highlighted instances. As the cursor moves between items, its image
changes.

3 Click on the space between items while the cursor is displaying the
altered cursor image, and the instances you highlighted are inserted in the
new position.

Result: The group is now in the defined order. Once you click Order and
save the application, this group order is set.

When you press the Right or Down Arrow keys on the last radio button in
the group, the first radio button in the group is selected.
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Adding mnemonics to controls

Overview A mnemonic is the ALT key and a letter key. Press the ALT key and a letter
key simultaneously to move the cursor to the control. The letter used in the
mnemonic is underlined.

You can create mnemonics for the following controls:
« label windows

« push buttons

« radio buttons

»  check boxes

= group boxes

= Mmenu items

What to do » To create a mnemonic for a control, insert a tilde ( ~) in front of the
letter to make a part of the mnemonic in the Text field of the control’s
slots dialog.

Mnemonics for label windows

When you issue the mnemonic for a label window, the cursor is not moved

into the label window. The cursor is moved into the next window with the

Tab Stop style, as shown in the Order Children dialog. You can change the
order of the controls in the Order Children dialog.

For more information: See “Organizing controls in tabbing sequences and
groups” on page 6-103.
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Mnemonics for group boxes

When you issue the mnemonic for a group box, the cursor is moved to the
first child window of the group box that has the Tab Stop style.

For more information: See “Building group boxes” on page 6-52. See the
Group Box chapter in the Building GUI Applications: Reference.
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Linking bitmaps, icons, and mouse pointers to instances

Overview You can link a bitmap, icon, or mouse pointer graphic outside of AionDS to
an instance. An instance linked to a graphic is called an image instance. To
display the graphic in AionDS, link the image instance to the bitmap or icon
window, or specify the image instance in the Pointer field in the window’s
slots dialog.

You use the New Image dialog to create an image instance to link to the
graphic. Use the Image Slots dialog to link the image instance to the graphic
file.

What to do 1 Create the bitmap, icon, or mouse pointer from outside of AionDS.

2 Select Screen.New Image. The New Image dialog displays.

Class: Bitmap E
Name: Mewbhit
New Class...
New Cancel Help

3 In the Class field, select the class to own the instance. The class must
match the type of graphic file that will be linked to the instance. The
class can be bitmap, icon, or mouse pointer, or a subclass of one of these.

4 In the Name field, enter a name for the instance.
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Linking bitmaps, icons, and mouse pointers to instances

Click New. The Image Slots dialog displays.

Instance Name: Newbit
Owning Class: Bitmap |EI
File Name: ||
User Slots... Delete
0K Cancel Help

To rename an image instance, enter a new name in the Instance Name
field. AionDS automatically updates parent and child links with the new
instance name.

You can assign an image instance to another image subclass by entering a
new subclass name in the Owning Class field. AionDS automatically
updates parent and child links with the new image instance name.

In the File Name field, enter the path and graphic file name to which
you want to link this instance.

To modify slot values owned by the instance’s parent class, click User
Slot to display the User Slots dialog and enter the appropriate
information.

For more information: See “Changing user slot values” on page 6-
101.

Click OK. The instance is created and the graphic file is linked to the
instance.
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Changing instances linked to bitmaps, icons, or mouse
pointers

Overview You can change the name of an image instance, parent class of an image
instance, and file name of the bitmap, icon, or mouse pointer that is linked to
an image instance.

What to do 1 Select Screen.Open Image. The Open Image dialog displays.

= Open Image

Image Instances:

I R b el
chkbtn [Bitmap] -
imag1 |Bitmap]
imag2 |Bitmap]
lock |Bitmap)
Newhbit [Bitmap]
PTR_ARROVYY [MousePointer]
PTR._IBEAM [MousePointer]
PTR_SIZE [MousePointer] ||
PTR_SIZENESW [MousePointer) 1+
List Option

[ Bitmap X lcon X Mouse Pointer

Open Cancel Help

2 Select the image instance from the Image Instances list.

3 To limit the list of image instances according to the type of graphic—
bitmaps, icons, mouse pointers—select the appropriate check boxes in
the List Option group.
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4 Click Open. The Image Slots dialog for the selected image instance
displays.

Instance Name: bitl
Owning Class: Bitmap |EI
File Name: cAbitmapsiexample.bmp
User Slots... Delete
0K Cancel Help

5 To rename an image instance name, enter a new name in the Instance
Name field, and the file name and path of the graphic file in the File
Name field. AionDS automatically updates parent and child links with
the new image instance name.

6 You can assign an image instance to another image subclass by selecting a
new subclass name in the Owning Class field. AionDS automatically
updates parent and child links with the new image instance name.

7 You can change the slot values owned by the instance’s parent class.
Click User Slot to display the User Slots dialog and enter the appropriate
information.

For more information: See “Changing user slot values” on page 6-
101.

8 Click OK. The instance changes and the specified graphic file links to
the instance.
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Deleting instances linked to bitmaps, icons, or mouse
pointers

Overview To delete an instance linked to a bitmap, icon, or mouse pointer file, open
the Image Slots dialog and click Delete.

What to do 1 Select Screen.Open Image. The Open Image dialog displays.

2 Select the image instance from the Image Instances list.

3 Click Open. The Image Slots dialog for the selected image displays.
4

Click Delete. A confirmation pop-up window displays.

= Cut or Delete Object

9 Deleting bitmap will delete its hot regions.

Cancel Help

5 To delete the instance, click Continue. You return to the AionDS
primary window.

6 Toreturn to the Image Slots dialog without deleting the instance, click
Cancel.
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Changing the mouse pointer in a window

Overview

Creating a mouse
pointer image file

What to do

When the mouse pointer enters a window, it changes to the specified mouse
pointer image. You can change the shape of the mouse pointer to indicate
the type of action that the user performs. For example, when the user is
required to enter a name into a text window, the mouse pointer changes to an
I-beam by default.

You can change a mouse pointer shape to one already included in AionDS, or
you can create a new mouse pointer shape. To create a mouse pointer shape,

first create a mouse pointer graphic outside AionDS. Link the mouse pointer
graphic to an instance, and then specify the instance in a window slots dialog.

A mouse pointer image must be in one of the following file formats:

Operating system  Supported file format

Windows CUR
0S/2 PTR

To create a mouse pointer image, use the Software Development Tool kit
that comes with Windows or OS/2. You can also use any utility that can
create or convert files to these formats.

1 Create a mouse pointer graphic from outside AionDS.
2 Link the mouse pointer graphic to an instance.

3 Inthe window slots dialog, select the appropriate instance name of the
Mouse Pointer class or subclass in the Pointer field.

4  Click OK.
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Linking minimize icons to windows

Overview To create minimize icons, create an icon image file from outside of AionDS.
Link the icon image file to an icon instance. You specify the icon instance for
the minimize icon in the window slots dialog’s Icon field. The icon image
displays when the window is minimized.

For more information: See “Building icons” on page 6-79.

What to do 1 Create an icon graphic from outside of AionDS.

2 For the Icon field in the window slots dialog, select the icon instance to
display when the window is minimized in the Icon field.

3 Click OK.
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Changing window background and text colors

Overview Use the Select Background and Foreground Colors dialog to define a
background or text (foreground) color of a window.

3-D restrictions If you display windows in 3-D at runtime, the background color defaults to
gray.

If you change the background default color in the Select Background and
Foreground Colors dialog, turn off the 3-D option in the Display Settings
dialog. Uncheck At run time in the Use 3-D controls group to display that
color at runtime.

For more information: See Building GUI Applications: Reference to learn
more about the 3-D option.

Available container You can define background and some text (foreground) colors for most
colors containers.

Container Background colors Text colors

Ask Dialog yes no

Dialog Box yes no

Show Dialog yes no

Standard Window  ves no
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Available control Background and text (foreground) colors are available for most controls.
colors

Control Background colors Text colors

Bitmap Window yes no

Check Box yes yes

ColumnLB yes yes

Combo Box yes yes

Group Box yes yes

Icon Window no no

Label Window yes yes

List Box yes yes

OLE Control no no

OLE Object no no

Push Button no no

Radio Button yes yes

Scroll Bar yes no

Text Window yes yes

Tool no no

Tool bar yes no
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What to do 1 Click Color in the slots dialog. The Color dialog displays.

Custom Color
Selector window

Basic
Colors

Eed:[132]

Custom |: .
Colors :-------- | sen[o ] green:mz]
:I‘;I:Iren‘( ;;':;ﬂ:g’“:u':d i Test Uze Derauwrz R o e @

2 To define a color other than the system default color, click a Basic color
rectangle, Custom Color rectangle, or use the mouse to select a color in
the Custom Color Selector window. AionDS displays that color in the
Color|Solid display window.

3 Click OK to return to the slots dialog.

4  After completing the slots dialog, click OK. Return to the Window
editor and the new color displays for the background or text.

The background colors of child windows inherit color changes made to the
parent’s background color. To change the background color to a child
window, use the Select Background and Foreground Colors dialog.

Using the system default colors

» To use the operating system default color, select the Use System Default
Color check box.

The first time you open the Color dialog for a window, the default color is
set.
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Changing fonts

Overview Use the Fonts dialog to change the font and color of the text displayed in a
window. If AionDS cannot find the specified font, AionDS uses the closest
available font as determined by the operating system. If the operating system
cannot find a font that closely matches the specified font, AionDS uses the
system font.

% Caution: Do not change the font if your application will run on different
platforms.

What to do 1 Intheslots dialog, click Font. The Font dialog displays.

Font: Font Style: Size: 1
‘m |_Buld |12
T Symbol +| [T ELRE

Bold Itahc

) Terminal
H' Times Hew Roman
T Wingdings + ¥ 3

Effects— | [ Sample
U Strikeout

L] Underline AaBbYyZz

Color:

| Black B

2 Select the font, font style, font size, effects, and color of the text.
3 Click OK to return to the slots dialog.

4 After completing the slots dialog, click OK. You return to the Window
editor and the new text displays.
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For more information: See the Building GUI Applications: Reference
for details about fonts.
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Building a DDE system

Overview Use Dynamic Data Exchange (DDE) to pass data between two applications
running on the same PC. The two applications have a conversation—one is
the client and the other is the server. The client application requests
information, while the server application returns the requested information.
For example, the portfolio manager knowledge base may provide
recommendations to a report generator application.

An application can have multiple conversations at the same time. For
example, an AionDS knowledge base may manage stock portfolios. This
knowledge base could request stock prices from an application with direct
access to several stock exchanges.

This section describes building static client and server applications:

« Static client and server applications are built at edit time

Use static conversations at edit time when the servers and topics are
known. You need to know what kind of data the end user wants and
from which application.

Use static data items when the data is known at edit time. The
knowledge base objects necessary to create data items must be static and
internal.

« Dynamic client and server applications are built at runtime
If the data resides in a database, dynamically create the data items.

For more information: See Building GUI Applications: Reference to
learn how to build dynamic client and server applications.
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Client

To set up your knowledge base as a client application, use the Client class and
Link class. You can also create subclasses of Client and Link and use these.

To set up your knowledge base as a server, use the Topic class or define a
subclass of Topic.

DDEODject class The DDEODbiject class hierarchy contains the following classes:
hierarchy

Mg
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AionDS as the client

Overview When AionDS is the client application, the DDEODbject and WindowODbject
classes are closely related. A conversation is defined for a specific window.
That window must be an instance of either a Standard Window or a
Standard Window subclass. The conversation is only active while that
window is open.

Determine how the application starts conversations. For example, you can
initiate a conversation when selecting an OK push button or when opening a
window. You can also define controls to display data from the server.

Creating client This section describes how to create the Client instance and set up knowledge
conversation base logic to start the DDE conversation
instances

For more information: Building GUI Applications: Reference for details
about the logic used to start the DDE conversation.

What to do In the Window editor, open the window for which to establish a DDE
conversation.
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Displaying the New Conversation dialog

1 Select Screen.DDE.Conversation. The Client Conversations dialog
displays.

Client Conversations

Name Parent Service Topic

Delete

Mew Class...

| oK || Cancel I

2 To create a new subclass of the Client class, click New Class. The New
Class dialog displays.

3 Complete the New Class dialog.

For more information: See “Creating windows, dialogs, and controls”
on page 6-14.
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4 In the Conversations dialog, click New. The New Conversation dialog

displays.
Mame: I
Parent: |£I
Partner App:
Service: !
T opic: I
Timeout: |1000
| (1] I | Cancel I | Help I

Creating the Client instance
In the New Conversation dialog:

1 Specify a conversation name in the Name field.
2 Select the parent class for the Client instance in the Parent field.

3 To create a new parent class for this Client instance, click New Class.
The New Class dialog displays.

4 Complete the New Class dialog.

For more information: See “Creating windows, dialogs, and controls”
on page 6-14.

5 Specify the server’s executable file name (without the .EXE extension) in
the Partner App field.

6 Specify the service name as defined by the server in the Service field.
7  Specify the topic name in the Topic field.

8 Specify the time-out period in the Time-out field. You can enter a value
between 0 and 64,000 milliseconds. The default is 2000 milliseconds.
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Modifying
conversations

Creating link
instances

Building a DDE system

9 Click OK.

editing a conversation

1 select the conversation name and click Edit. The Edit Conversation
dialog displays.

2 The Edit Conversation dialog contains exactly the same fields as the New
Conversations dialog. Change the desired fields and click OK.

Result: The conversation fields change and you return to the Client
Conversation dialog.

deleting a conversation

1 select the conversation name and click Delete. A confirmation window
displays.

2 Click Delete, to delete the conversation. The conversation is deleted and
you return to the Client Conversation dialog.

3 Click Cancel to cancel the deletion. The conversation is not deleted and
you return to the Client Conversation dialog.

This section describes how to create a Link instance. A link provides a
connection between a knowledge base object in the client and data in the
server. There are two types of links:

« warm link notifies AionDS when the requested data item’s value changes

» hot link sends the new value when the requested data item’s value
changes

Also set up knowledge base logic to activate the DDE link.

For more information: See Building GUI Applications: Reference for details
about logic used to activate the DDE link.
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What to do In the Window editor, open the standard window to have the links.

Displaying the New Link dialog
1 Select Screen.DDE.Links. The Links dialog displays.

= Links

Conversation  Link Item Linked Object

Delete

New Class...

| oK I ‘ Cancel

N

To create a subclass of Link instead of using the Link class, click New
Class. The New Class dialog displays.

w

Complete the New Class dialog.

For more information: See “Creating windows, dialogs, and controls”
on page 14.

In the Name field, enter a name for the new class.
In the Owner field select the parent class of your new class.

Click New. You return to the New Conversation dialog.

N o o1 b

In the Links dialog, click New. The New Link dialog displays.
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Mame:

Parent:

B3

Converzation: I

Item:
Format: Iil
rLinked Object
Type: I |£I
Hame:
Owner: n
X Hot Link
I gl( I | Cancel I | Help I

Creating the Link instance
In the New Link dialog:

1
2

Specify the name of the Link instance in the Name field.

Select the name of the parent class for the Link instance in the Parent
field.

M Tip: The parent class is either the Link class or a subclass of Link.

To create a subclass of Link instead of using the Link class, select New
Class. The New Class dialog displays.

Complete the New Class dialog.

For more information: See “Creating windows, dialogs, and controls”
on page 14.

Select the conversation name in the Conversation field.
£\ Reminder: The conversation must already exist.

Specify the server’s name for the data item in the Item field.
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7 Inthe Format field, select the format for transferring the server data.

M Tip: The format is either text (dde_FORMAT_TEXT) or AionDS
binary (dde_ FORMAT_AIONBINARY).

8 Select the linked object’s type in the Type field.

M Tip: The type is either a slot or parameter.
9 Specify the linked object’s name in the Name field.
10 Select the linked object’s parent in the Owner field.

11 By default, the Hot Link check box is selected so that the value is
updated automatically. Deselect this check box to have a warm link
instead.

12 Click OK.

Modifying links Use the Links dialog to edit or delete existing Link instances.
1 To edit a link, select the link name and click Edit Link. The Edit Link
dialog displays.

2 The Edit Link dialog contains exactly the same fields as the New Link
dialog. Change the desired fields and click OK.

Result: The link fields change and you return to the Link dialog.
1 To delete a link, select the link name and click Delete Link. A
confirmation window displays.
2 Click Delete to delete the link.
Result: The link is deleted and you are returned to the Links dialog.
3 Click Cancel to cancel the deletion.

Result: The link is not deleted and you are returned to the Links dialog.
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Building AionDS as the server

Overview

Linking data

Creating topics and
data items

To make AionDS the server, organize the client application information by
creating topic classes with data item instances:

« Topic classes contain data item instances

« Data item instances identify the knowledge base objects containing data
values requested by a client application. A data item does not contain the
actual data, but the name the client application uses to request the data
and a pointer to the knowledge base object containing the data.

You do not need to define a user interface for data that AionDS provides to a
client application. You do not have to link the data items in DDEODbject to
the windows in the WindowObject class. However, a server application must
have at least one window that can act as an anchor for DDE messages from
client applications.

This section describes how to create topics and data items. You can also
customize the default processing for server requests for data items.

For more information: See Building GUI applications: Reference to learn
how to customize default processing.

AionDS provides information about its DDE implementation through a
System topic. You can add data items to the System topic.
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What to do Use the Topics dialog to access the New Item dialog.

1 Select Screen.DDE.Topics. The Topics dialog displays.

Topics

Topic Item Mame Item Linked Object

Formats Formats parameteriDDH
DDESystemTopic Sysltems Sysltems parametet{DDE
DDESystemTopic Topics Topics pararmeter([DDE

(o ][ cone ]

2 Click New Item. The New Item dialog displays.

Mame: |
Parent: | Iil
Item: I
Format: | Iil

rLinked Object

Type: l I_i;l
Hame: |
Owner: | |£I

| (1] I | Cancel I | Help I
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3 Specify the instance name for the topic class in the Name field.

4 To create a new topic class for this data item, click New Class. The New
Class dialog displays.

5 Complete the New Class dialog.

For more information: See “Creating windows, dialogs, and controls”
on page 6-14.

6 Select the topic name in the Parent field.

M Tip: To add a data item to SystemTopic, select SystemTopic in the
Parent field. AionDS updates the Sysltems data item at runtime, adding
any new data items in SystemTopic.

7 Specify the data item name in the Item field.
8 Select the data format in the Format field.

M Tip: The format is either text (dde_FORMAT_TEXT) or AionDS
binary (dde_FORMAT_AIONBINARY).

9 Select the linked object type in the Type field.

M Tip: The type is either a slot or parameter.
10 Specify the linked object’s name in the Name field.
11 Select the linked object’s parent in the Owner field.
12 Click OK.
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Modifying data items Use the Topics dialog to edit or delete data items.
1 To edit a data item, select the item name and click Edit Item. The Edit
Item dialog displays.

2 The Edit Item dialog contains exactly the same fields as the New Item
dialog. Change the desired fields and click OK.

Result: The item fields change and you return to the Topics dialog.

1 To delete a data item, select the item name and click Delete Item. A
confirmation window displays.

2 Click Delete, to delete the item.
Result: The item is deleted and you return to the Topics dialog.

3 Click Cancel to cancel the deletion.

Result: The item is not deleted and you return to the Topics dialog.
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Chapter 7
Working with External Databases

Introduction This chapter shows you how to define database access methods to store and
retrieve information from databases external to AionDS. You can access
QSAM, dBASE, SQL, and VSAM databases.

In this chapter Topic Page
Database menus 7-2
Access method configuration 7-3
Defining an access method 7-6
Changing the access method 7-7
Generating a class definition and slots 7-8
Generating an external database 7-9
Properties available in the class 7-10
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Database menus

|
Database menus

Overview When you are editing a class, the Database pull-down menu is available.
Summary The Database pull-down menu contains the following commands:
Access method lets you select one of the following database access
methods:
None SQL
QSAM VSAM
dBASE
Import definition lets you import the database definition from an

external source and generate AionDS Type
Definition Language (TDL) statements for the
database.

Export definition lets you export the class definition property into an
external database. When the access method is SQL
or dBASE, AionDS generates the external database.

Generate slots lets you generate the slots for an AionDS class.
AionDS uses the Class Definition property to
generate the slots.

Generate class lets you generate the Class definition property from
the slots of the class.
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Access method configuration

An Access Method describes the database structure and coordinates the
integration of the data within an AionDS class. AionDS can access a single
database or multiple external databases by using single class or multiple class
access methods. Since a class can have only one assigned access method,
define multiple classes to access different databases.

Overview

Access method
configurations

= ] [Gollea]

T

The previous figure shows the following access method configurations:

1
2
3
4

one class, one access method, one database
multiple classes, multiple access methods, multiple databases
multiple classes, one inherited access method, one database

multiple classes, multiple specialized access methods, multiple databases

Configuration 1 shows one class inheriting one access method. The class has
access to the database.

Configuration 2 shows multiple classes. Each class has one access method
and accesses one database.
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Configuration 3 shows two classes inheriting access methods from the parent
class. The two classes have access to the single database. If more than one
database exists, the classes can be dedicated to different databases.

Configuration 4 shows a parent class with NONE specified in the Access
Method property. Each subclass is dedicated to a different database and
requires a different access method. Subclasses cannot use a different access
method than the parent class. If the subclasses require different access
methods, do not specify an access method for the parent class.

Access methods at The following figure shows the Access Method and its relationship to
runtime AionDS at runtime.
fiwle
Class

Slot | | Siot | | Skat| | Slot

Access Hethod

Required definitions For automatic data integration at runtime, set up the following definitions at
edit time:

« an access method for the class
« properly defined class properties

« matching external database and database-related class properties
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Access method class

Persistent data

Access method configuration

Any class meeting these requirements is called an access method class.

The figure on page 7-10 shows a rule AionDS uses to process an access
method class. When executing a rule, AionDS accesses the specified external
database and reads specified records matching the selection criteria. The
record fields correspond to slots in the access method class.

Persistent data is the instances of an access method. The slots holding the
record fields are available for use by AionDS in the same way as normal slots
and parameters. Instances of an access method class reside in an external
database. AionDS does not delete these instances after the application
terminates.

Persistent data is available after an application terminates, and remains
available to AionDS as if the persistent data were an AionDS object. For
example, fields held in slots are used in a rule or displayed in a message. After
the application terminates, AionDS erases or returns the previously accessed
records to the database, depending on what you specify in the Update

property.
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Defining an access method

What to do To use the Automatic Database Interface (ADI) to store and retrieve
information from an external database, define a database access method.

To define an access method:

1 Specify the access method of a class.
2 Specify the database file to access.

3 Map the external record to AionDS through the Class Definition
property and through slots in the class. The Class Definition property
maps the external data structure and the slots map the individual fields of
the record.

Use one of the following methods to map the external record to AionDS
through the Class Definition property and the slots in a Class:

m Create the external database. Generate the Class Definition and
corresponding slots from the external database.

»  Specify the access method and database attributes. Generate the
Class Definition and slots. Create the external database from the
Class Definition and slots.

4 Specify Selection Criteria to limit the number of records read into
AionDS memory during data access.

5 Specify any pertinent load, update, or integrity information.
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Changing the access method

What to do 1 Open the appropriate class.

2 Select the new access method from Database access in the Database
menu.

¥ Caution: AionDS might delete information specific to the previous access

method. If so, perform the following steps:

1 Map the new external record to AionDS through the Class Definition
property and the slots in the Class.

2 Specify Selection Criteria to limit the number of records read into
AionDS memory during data access.

3 Specify any pertinent load, update, or integrity information.
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Generating a class definition and slots

What to do To generate a Class definition and the corresponding slots from an external
database:

1 Open the appropriate class. The database menu displays.
2 Select a database access method from Database.Access Method.

3 ldentify the external database by specifying the required attributes in the
following properties:

QSAM External Source Specification property
dBASE External Source Specification and Data File properties

SQL External Source Specification, Tablename, Interface, and Access
String properties

VSAM External Source Specification property

For more information: See Appendix A of the 1/O Reference for the
appropriate syntax in the External Source Specification property. See
“Properties available in the class” on page 7-10.

4 Select Database.Import definition. AionDS builds the Class Definition
property.
5 Select Database.Generate slots. AionDS builds the slots for the Class.
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Generating an external database

What to do

To generate an external database based on the Class definition:

1 Open the appropriate class. The Database menu displays.
2 Select a database access method from the Database.Access Method menu.
3 Select an external database:

QSAM External Source Specification property

VSAM External Source Specification property

dBASE External Source Specification and Data File property

SQL External Source Specification, Tablename, Interface, and Access
String properties

For more information: See Appendix A of the 1/O Reference for the
appropriate syntax in the External Source Specification property. See
“Properties available in the class” on page 7-10.

4  Select Database.Generate class. AionDS builds the Class Definition
property.

@ Alternative: Open the Class Definition property and specify the
attributes in the Class definition.

5 Select Database.Export Definition. AionDS creates the external database.
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Properties available in the class

Overview When you select a database access method for a class, AionDS adds several
database-related properties to the class. This section describes the properties
and the entries available in each.

» Access String (SQL only)

» Alternate File Name (VSAM only)
» Alternate Key Field (VSAM only)
»  Class Definition

« Commit Mode

« Data File Name (dBASE, QSAM, and VSAM only)
» Data Integrity Check

« Data Location

« Database (SQL only)

« External Source Specification

» Index File Names (dBASE only)

« Interface (SQL only)

«  Key Fields

« Load Mode

« Mapped Slots

«  Selection Criteria

« Table Name (SQL only)

« Update Mode
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Access String (SQL only)

Purpose The Access String property is user-specified, containing information necessary
to establish a connection with SQL, such as a user ID or password.

For more information: See the General Reference.
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Alternate File Name (VSAM only)

Purpose You can only specify this property only if the VSAM file is a keyed-sequence
data set (KSDS) or an entry-sequenced data set (ESDS).

Alternative File Name contains an optional cluster or path name used to load
records from a KSDS. You only need to specify the Alternative File Name
when loading records from a base cluster or path and updating those records
using a different base cluster or path.

Example The Data File Name property specifies a base cluster, and the Alternate File
Name property specifies a path built from that base cluster. Using the
alternate index, AionDS loads records from the Alternate File Name, and
updates those records in the Data File Name with the primary index.
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Alternate Key Field (VSAM Only)

Purpose Use this property only if the VSAM file is a KSDS or an ESDS, and you
specify an Alternate File Name.

The Alternate Key Field specifies the optional key field that you use to limit
the number of records retrieved from the Alternate File Name (see Selection
Criteria). The key field must reference a mapped slot in the access method.
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Class Definition property

Purpose The Class Definition property can be either user-defined or AionDS-defined.
The Class Definition property maps the external database data structure to
AionDS. The following example shows an external dBASE record mapped in
the Class Definition property.

file(dBASE) of record
item is string(20)
price is integer(10)
department is string(20)
priority is string(10)
purchased is Boolean
end

What to do The record structure in the Class Definition property must match the data
structure in the external dBASE, QSAM, SQL, or VSAM database exactly.

You can either enter the record structure manually in the Class Definition
property or AionDS automatically maps the record structure, specifying a
Database File Name (or Table Name for SQL) and executing the import

option.

One method is to specify a Database File Name (or Table Name for SQL)
and execute the IMPORT DEFINITION command.

For more information: See the section “External Source Specification” on
page 7-22.

The other method requires that you specify slots to match each record field in
the external database data structure and then execute the GENERATE
command. The GENERATE command maps each defined slot to a field in the
class definition.
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Commit Mode

Purpose

Changes committed
or rolled back

Valid values

Use the Commit Mode property to control when to execute commits and
rollbacks for SQL databases. To commit changes automatically on an update
to an SQL database, set Commit Mode to Automatic. To commit or roll
back changes manually using the DBMS statement with either the commit or
rollback option, set Commit Mode to On Request.

For more information: See the Language Reference to learn more about the
DBMS statement.

When a commit or rollback is executed, the current SQL unit of work is
committed or rolled back—all classes which have current SQL connections
are committed or rolled back to the last commit point. A unit of work
consists of the changes made by the knowledge base to databases since the last
commit.

You can set this property to the following values:
Automatic A commit is executed when the update is completed.
On Request A commit is not executed when the update is completed.

You can use the DBMS statement with either the commit or
rollback option to execute a commit or rollback.
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Data File Name (dBASE, QSAM, and VSAM only)

Purpose The Data File Name property is user-specified, indicating the name of the
data file and its location.

Path names You can specify path names in the Path Names property. For example, if the
DATA directory on drive D:\ contains the data file, you can specify the
following path name for the dBASE data file named PURCHASES.DBF:

d:\data\purchases.dbf

VSAM If the Access Method is VSAM, this property contains the name of the base
cluster or path (KSDS or ESDS) to access.

KSDS or ESDS With a KSDS or ESDS, the Data File Name is used for updating records. If
an Alternate File Name is not specified, the Data File Name is used for
loading records. If a KSDS is being updated, the Data File Name must
identify a base cluster or path with a UNIQUE key.
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Data Integrity Check

Valid values

The Data Integrity Check property is user-specified, indicating whether
AionDS must check each record in the external database. AionDS can verify
that the data remains unchanged before writing the records to the external
database.

You can set the Data Integrity Property to:

= YES

AionDS checks each record for modifications before writing the record to
the external database. For example, when AionDS loads a record from
the database, it copies the record to memory. The original record still
exists in the database and can be modified by other users or processes.

= NO

AionDS checks the original database record and displays an error message
for any changes found since the last copy. AionDS does not maintain
data integrity.
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Memory cost Specifying Yes increases the amount of memory needed by the data. To
compare each record with its corresponding external record, AionDS keeps a
copy of the original record in memory, in addition to any modifications made
during a knowledge base execution. The following figure illustrates this
concept.

ORIGINAL MODIFIED
AionDS uses COPY COPY Both sets

" have to be
ttI:]e original copy R1 kentin
check for AionDS

data integrity. KionDS | MEmory.

/
]

If the record in the database matches the copy of the original in AionDS,
AionDS writes the modified record to the database.

If the record in the database differs from the copy of the original, AionDS
updates as many records as it can and writes a message stating that not all
records could be updated. If you are using SQL, AionDS performs all
possible updates, but does not issue a commit.
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Data Location

Purpose

Valid value

On the mainframe

The Data Location property is AionDS-specified or user-specified, indicating
one of the following:

= the database is located in the same environment as AionDS

= access to the database is through a data communications link

You can set this property to:

LOCAL the data is in the same environment as AionDS, making
the data accessible without a data communications link.
This is the default.

REMOTE the data is in a CICS, IMS or IDMS-DC region, limiting
access using a data communications link. To access data
remotely, you need the AionDS Cooperative Processing
Option.

You can run a knowledge base in AionDS/CICS or AionDS/IMS to access
data remotely.

For more information: See Appendix A, “Porting Knowledge Bases,” in
the General Reference for details about porting knowledge bases from the PC
to the mainframe.

VSAM and SQL

Knowledge bases can access VSAM, DB2, and DL/I databases from
AionDS/CICS. Knowledge bases also can access DB2 and DL/I databases
locally or remotely from AionDS/IMS. When running a knowledge base
through CICS or IMS transaction drivers (AAES and AIONADS), a
connection to the MAES region is made and, with certain access methods,
you can specify whether data access is local or remote. For example, for a
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CICS transaction with VSAM access specified, you can access the VSAM file
locally, either within the MAES address space, or remotely within CICS.

For more information: See the 1/O Reference to learn about local and
remote access.

AionDS, CICS, and IMS

The following figure shows the relationship between AionDS and the other
components in CICS and IMS environments.

CICS

VIAM Link

INS

V1AM Link

Local requests use a memory-to-memory protocol and do not require VTAM
services. Local requests do not synchronize data access with CICS or IMS
message traffic.
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Remote requests travel across a VTAM link before CICS or IMS executes
them. These requests are synchronized with message traffic and can be
recovered in the event of a system failure.

The following requests are always local:

= AionDS/MVS requests to DB2, Oracle, and IDMS
= AionDS/VM requests to SQL/DS and Oracle
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Database (SQL only)

Purpose The Database property is user-specified, and indicates the default name of the
SQL database. AionDS uses this name to locate and establish a connection
with SQL.
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External Source Specification

Purpose

Generating the
statement

When AionDS generates a class definition, use the External Source
Specification property to specify a source. The External Source Specification
property contains a statement that specifies the kind of source and its
location. For example, you can use the following specification to generate a
class from a COBOL copy file that contains a record definition:

cobol import * from 'ce371xx.cobol.copy(prog_1)'

For more information: See Appendix A of the 1/O Reference for external
sourcing syntax.

To generate the statement automatically, specify a Data File Name for
dBASE or Table Name for SQL, and select the Import definition command.
When executing the Database.Import definition command, AionDS
automatically maps the external data structure to the Class Definition

property.

For more information: See “Defining an access method” on page 7-6.
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Index File Names (dBASE only)

Purpose The Index File Names property is user-specified, indicating the name of the
index file, or files, in dBASE.

You can specify any number of index file names separated by commas. For
example, you can specify the following dBASE index file names:

index file names --> purchase.ndx,
return.ndx,
inventory.ndx
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Index File Specification

Purpose

Valid values

The Index file specification property appears in AionDS after you select
Database.Access Method and specify dBASE or SQL.

Use the Index File Specification property to change the external file name to
assign fields (of the class definition) to index files.

The syntax is as follows:
indexname = fieldl [+ field2 [+ fieldn 1][]

indexname name of index

field name of column (this column name must exist as a field in
the class definition)
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Interface (SQL only)

Purpose The Interface property is user-specified, and specifies the default SQL access
method; for example, DB2.

Valid values For the following systems you can specify the listed interface names in the
interface property:

AionDS/AIX

AionDS/AIX uses the following Interface property values to access the
corresponding databases:

Interface property value Database accessed

IBM IBM DB2/6000

Informix Informix

ODBC use the Open Database Connectivity

(ODBC) interface to connect to any
ODBC-compliant database

Oracle Oracle

Sybase Microsoft/Sybase SQL Server 4.X/10.X
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AionDS/HP-UX uses the followin
corresponding databases:

Properties available in the class

g Interface property values to access the

Interface property value

Database accessed

IBM IBM DB2/6000

Informix Informix

ODBC use the Open Database Connectivity
(ODBC) interface to connect to any ODBC-
compliant database

Oracle Oracle

Sybase Microsoft/Sybase SQL Server 4.x/10.x

AionDS/MVS

AionDS/MVS uses the following |
corresponding databases:

nterface property values to access the

Interface property value

Database accessed

DB2

dbc/1012

Oracle

IBM Database 2 (DB2)
Teradata DBC/1012

Oracle
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AionDS/0S2

AionDS/OS2 uses the following Interface property values to access the
corresponding databases:

Interface property value Database accessed

DB2 IBM DB 2

IBM IBM DB2/2

Informix Informix

ODBC use the Open Database Connectivity

(ODBC) interface to connect to any
ODBC-compliant database

Oracle Oracle
Sybase Microsoft/Sybase SQL Server 4.X/10.X
AionDS/VM

AionDS/VM uses the following Interface property values to access the
corresponding databases:

Interface property value Databases accessed

Oracle Oracle

SQL/DS IBM/SQL/Data System (SQL/DS)
dbc/1012 Teradata DBC/1012
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AionDS/Win uses the following Interface property values to access the

corresponding databases:

Interface property value

Databases accessed

DB2

IBM
Informix
Microsoft

ODBC

Oracle

Sybase

IBM DB 2

IBM DB2/2

Informix

Microsoft SQL Server 6.0

use the Open Database Connectivity
(ODBC) interface to connect to any
ODBC-compliant database

Oracle

Microsoft/Sybase SQL Server 4.x/10.x
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Key Fields

Purpose
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The Key Fields property specifies the fields used as index fields. To update
SQL tables, you need key fields for rows.

If you specify an index in the external sourcing specification, AionDS
automatically maps the key fields:

dBASE IMPORT * from data.dbf indexing (purchase.ndx)

AionDS maps the index fields in the dBASE index file PURCHASE.NDX
and lists the index fields in the Key Fields property.

For more information: See Appendix A of the 1/O Reference for external
sourcing syntax.

AionDS maps the key fields automatically when importing from DB2/2,
Informix, ODBC, and Oracle. AionDS does not map the key fields
automatically when importing from Sybase.

The following is the syntax for SQL key fields:
key 1, key o,..., key n

key name of the SQL table columns that an index specifies. If the index
specifies more than one column, insert a plus sign between the
column names.

Example
An SQL table has the following columns:

intl
int2
txtl
txt2



Access method is
VSAM

Properties available in the class

These columns are indexed as follows:

Index Columns
indx1 intl

indx2 int2, txt2

To map these indexes and columns into the Key Fields property correctly:

intl, int2 + txt2

If the Access Method is VSAM and the file is a KSDS, you can specify one
key field. To update the file, use the key field. The key field must reference a
mapped slot in the access method.

When loading records, use the key field to limit the number of records

retrieved from the file (see the Selection Criteria property). When updating
records, use the key field to locate the record to update.

Working with External Databases  7-31



Properties available in the class

Load Mode

Purpose The Load Mode property is user-specified, and indicates whether AionDS
automatically loads data or uses the DBMS LOAD command.

Valid values You can have the following values:

AUTOLOAD AionDS automatically loads the data for a class into memory.
This entry is the default.

ONREQUEST When encountering a DBMS LOAD command while executing a
knowledge base, AionDS loads only the selected data into
memory.

Example When AionDS encounters the following KDL statement, AionDS loads the

required data:

if purchased is true
then

dbms(load,cl_access)
end

If the parameter or slot called purchased evaluates to the value of TRUE,
AionDS loads the required data as specified in the access method attached to
the class called cl_access . ONREQUEST data is never automatically loaded:;
data is loaded only when AionDS encounters the DBMS LOAD statement.

7-32  User's Guide



Properties available in the class

Mapped Slots

Valid values

The Mapped Slots property is an AionDS-maintained property that lists the
slots in the class mapped to fields in the database.

You can map slots by:

» using the Generate class command
» using the Generate slots command
« modifying the Mapped To property of a slot

For more information: See “Generating a class definition and slots” on
page 7-8 and “Generating an external database” on page 7-9. See the General
Reference for information about the Mapped To property.
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Selection Criteria

Purpose The Selection Criteria property is user-specified, limiting the records brought
into AionDS memory to those records meeting the specified conditions. You
can specify any KDL statement that evaluates to a Boolean expression. The
following line shows a sample selection criteria statement:

purchased = yes

Specifying multiple Using the AND statement, you can combine selection criteria statements:

criteria
purchased=yes and
pay_method is 'cash’

Using the OR statement, you can set multiple conditions, one of which must
be met:

purchased=no or
pay_method is 'credit’

You can combine the OR and AND statements:

purchased=no or
pay_method is 'credit' and
credit is 'good"'

Only those records where the field purchased is no or the value of the field
pay_method is credit and the value of the field credit isS good are
selected and copied into AionDS. AionDS does not select or copy into
memory any record that does not meet these criteria.

Access method is If the Access Method is VSAM and you retrieve records from a KSDS, you
VSAM can write the Selection Criteria to limit the number of records retrieved from
the file. Specify a field in the Key Fields or Alternate Key Field property.

7-34  User's Guide



Properties available in the class

Consider the following properties:
Class Definition:

file (vsam,noattr) of record
firstname is string(10)
lastname is string(30)
department is string(20)
salary is real(8:2)

end

Selection Criteria:
(department = 'SALES') and (salary > 50000.00)

Key Field: department

With this Selection Criteria, AionDS first selects all records from the file
where the department field is sales . After retrieving these records, AionDS
applies the remaining criteria (for example, consider only those records where
the salary field exceeds 50000.00).

Alternatively, consider the following Selection Criteria property:

(department > 'SALES') and (salary > 50000.00)

AionDS selects and retrieves all records whose department field is greater than
sales (a KSDS stores records in key-sequenced order). AionDS applies the
remaining criteria to these retrieved records.

The use of the Selection Criteria property on a KSDS file is as follows:

« If you do not specify a key field in the Key Fields or Alternate Key Field
properties, AionDS applies the Selection Criteria to all records in the file.
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If you specify a key field in the Key Fields or Alternate Key Field
properties, AionDS uses the key field to select the records to retrieve.
AionDS retrieves only those records whose key field complies with the

following:
keyfield {=]|>=|>} keyvalue

= equals keyvalue
>= is greater than or equal to keyvalue

> is greater than keyvalue
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SQL Select (SQL only)
Purpose ~ The SQL Select property is the string used by a class to acquire its data from
a server.
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Table Name (SQL only)

Purpose The Table Name property is a user-specified property indicating the name of
the SQL table AionDS accesses. AionDS uses this name to locate and
establish a connection with the specified SQL table.
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Update Mode

Purpose

In the Update Mode property you can specify whether to use NOUPDATE,
AUTOUPDATE, Or ONREQUEST.

NOUPDATE You cannot modify any data accessed by AionDS. This entry
is the default.

AUTOUPDATE When knowledge base execution terminates, AionDS
automatically writes your modifications to the database.

ONREQUEST When encountering a dbms load commandwhile executing a
knowledge base, AionDS loads only the selected data into
memory.

The following figure shows the actions of the three possible entries.
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NOUPDATE You cannot make modifications to the database with NOUPDATE selected.
Since NOUPDATE does not maintain as much database information in
memory, it is the most efficient option. NOUPDATE is the default entry.

ONREQUEST You have write access when AionDS executes the dbms update statement for
the specified access method class. As shown above, you can use ONREQUEST
to limit write access to a database. You can use onrequest UPDATE in
combination with other DBMS statements to limit write access to certain
stages of knowledge base execution.

For more information: See Chapter 4 of the Language Reference.
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AUTOUPDATE You can use AionDS to make modifications to the database records. The
previous figure shows that field 2 and field 3 are modified. At the end of the

knowledge base execution, AionDS writes these modifications to the
database.
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Setting SQL commits and rollbacks

Overview

Setting commits and
rollbacks

Changes committed
or rolled back

What to do
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You can control exactly when commits and rollbacks are performed for SQL
connections. In addition, you do not have to know the syntax of the SQL
statement for that specific database. You can manually set commits and
rollbacks using the DBMS KDL statement and the Commit Mode property.

For more information: See the Language Reference to learn about the
DBMS statement. See the 1/0 Reference to learn about executing commits
and rollbacks for specific SQL databases.

Commits and rollbacks can be established using one of the following
methods:

« To manually set commits and rollbacks, set the Commit Mode property
to OnRequest, and specify DBMS statements at the appropriate places in
the data retrieval process.

« Toautomatically set commits, set the Commit Mode property to
AutoCommit.

When a commit or a rollback is issued, the current SQL unit of work is
committed or rolled back; that is, all classes that have current SQL
connections are committed or rolled back to the last commit point. A unit of
work consists of the changes made by the knowledge base to databases since
the last commit.

1 In the class, set the Commit Mode property to OnRequest.

Setting Commit Mode to OnRequest ensures that no action is taken on
update. If Commit Mode is set to AutoCommit, a commit is issued after
an update is completed.

2 In the appropriate class, set the conditions under which you want a
commit or rollback to occur, and include the DBMS statement with either
the commit or the rollback option.
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Setting up SQL error handling

Overview

What to do

To set up error handling for SQL-generated errors, you can add the
WhenUpdateError and the WhenError methods, create the corresponding
functions, and attach the functions to the WhenUpdateError and WhenError
methods. In the functions, you can write KDL to handle SQL-generated
errors. For example, you can write KDL to issue rollbacks on specific errors.
In response to SQL-generated errors, AionDS sends the WhenUpdateError
demon while updating an SQL database and the WhenError demon while
connecting to or reading data from an SQL database.

1 Add the WhenUpdateError or WhenError method to the desired class.

2 Create the functions for the WhenUpdateError or WhenError method.
Include any KDL for handling errors.

3 Attach the function to the WhenUpdateError or WhenError method.

4 If you are using the WhenUpdateError method, set the Commit Mode
property to OnRequest in the Access Method monitor for the class.
Setting Commit mode to OnRequest ensures that neither a rollback nor
a commit is executed when an update error is encountered. Setting
Commit mode to OnRequest lets you use the customized error
processing to execute commits and rollbacks. You do not use the
Commit mode property with the WhenError method.

5 Todisplay error information, you should use primarily message or text
windows—although you could also use display, report, or other GUI
windows.

6 If you are using the WhenUpdateError method, you can use the DBMS
statement with the commit or the rollback options to commit and roll
back changes.

For more information: See the Language Reference to learn about the

DBMS statement. See the 1/0 Reference to learn about executing commits
and rollbacks for specific SQL databases.
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Chapter 8
Tracking Changes in a Knowledge
Base

Introduction Change Management is used to track, document, and control the changes
made to a knowledge base. Use it to do the following:
« facilitate incorporating changes made simultaneously by several people.

« record the objects changed, the person who made the change, and the
reasons for the change.

« control changes made to a knowledge base.

In this chapter Topic Page
Change Management procedures 8-2
Change Management menu commands 8-5
Checking out a working copy with unapplied change sets 8-19
Updating out-of-sync working copies with the new master 8-20
Integrating change sets before applying them to the master 8-21
Resolving change set conflicts 8-23
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Change Management procedures

Overview
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This section describes the procedures you should use to track, document, and
control the changes made to a knowledge base.

In Change Management, use the following knowledge bases:

« master knowledge base. This is typically a knowledge base to control
changes.

« working copy of the master knowledge base. Check out a working copy
of the knowledge base and modify the working copy—not the master
knowledge base.

To ensure that your changes do not conflict with other’s changes, you should
always start with a fresh copy of the master. When you check out a working
copy and the master contains unapplied change sets, apply those change sets
to your working copy before making changes to your working copy.

For more information: See “Checking out a working copy with unapplied
change sets” on page 8-19.

As you make changes to your working copy, the changes are recorded in an
external file, which is called a change set. The change set contains an entry
for each object that you change. Changes to an object are stored and applied
by property. For example, if you modify only the Facts of a parameter in one
change set, only the Facts are updated when that change set is applied. If you
modify the Prompt property of the same parameter in a later change set, the
Facts property is not changed. Record information about why you are making
changes by opening the change set and updating the Comment property of
the change set.
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After completing all changes and testing your working copy, resolve any
conflicts between your changes and changes made by others. When you
apply change sets to a working copy or master, a change in an object property
made by one change set can overwrite a previous change to the same object
property by the other change set. This situation is called a conflict, because
the two changes work against each other—one change cancels the other. To
check the change sets for conflicts, use the Compare command.

For more information: See “Resolving change set conflicts” on page 8-23.

Checking in a change set copies the change set to the master. When you
check in a change set, AionDS deletes it from, and starts a new change set in,
your working copy. This ensures that any changes you make are copied to
the master only once.

To avoid working on out-of-sync working copies, frequently apply the change
sets to the master. Check out new, identical working copies more often.
Assign a change administrator to apply the change sets to the master.

For more information:

«  See “Updating out-of-sync working copies with the new master” on
page 8-20.

« See “Integrating change sets before applying them to the master”
on page 8-21.

Because changes cannot be undone after being applied and saved, back up the
master by exporting it before applying changes.

M Tip: Keep change sets small in size and modular. Having each person
make changes to a different part of the knowledge base reduces the chances
that they will modify the same object property. For example, make logic
changes in one change set and make user interface changes in a separate
change set. The compression and apply processes are simplified when dealing
with smaller units of data. Keeping change sets small and modular reduces
the number of conflicts when you apply change sets. Consequently, change
sets can be checked in and applied to the master more frequently and with
less effort.
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What to do To track the changes you make to a knowledge base, use the following
procedure:

1 Place the master in a location that is accessible to everyone who will be
making changes to the master.

2 Check out a working copy of the master.

3 Apply any unapplied change sets to the working copy.

4 Make changes to the working copy. The changes are recorded in a
change set.

5 After completing all changes and testing your working copy, check the
master and other people’s working copies for unapplied change sets.

6 If the master contains unapplied change sets, copy them to your working
copy.

7 If any other person is ready to check in their working copy’s change set,
copy their change set to your working copy.

8 Comepare all change sets.
9 Resolve any conflicts.
10 Check in all change sets to the master.

11 Periodically, export the master and apply all change sets.
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Change Management menu commands

Overview This section contains information on the commands that are available from
File.Change Management.
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Creating a working copy of a knowledge base (Check out)

Overview

What to do
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To begin the process of modifying a knowledge base when using Change
Management, you usually start by creating a copy of the master knowledge
base. This is also called checking out a working copy of the master
knowledge base. When you check out a copy, Change Management is
automatically enabled in the working copy. All changes you make are
automatically recorded and can later be applied to the master.

To check out a copy of a knowledge base, perform the following steps:

Open the master knowledge base.

Select File.Change Management Check out. The Check Out Knowledge
Base window displays.

For more information: The Check Out Knowledge Base window is
similar to the Create Knowledge Base window. See Chapter 3, “Working
at the Knowledge Base Level,” to learn more about using the fields in this
window.

Specify the name, directory, and version of the working copy.
Click Check Out.

If any unapplied change sets exist in the master copy, AionDS copies
them to the working copy. Then apply them. See “Change
Management procedures” on page 8-2.
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View the knowledge base’s change sets (List)

Overview

What to do

Change Management records information about the types of changes you
make, but it cannot record information about why you are making the
changes. Update the comment property of the change set to indicate the
reason for changes.

To list the unapplied change sets in a knowledge base, perform the following
steps:
1 Open the knowledge base that contains the change sets.

2 Select File.Change Management List. The Change Sets window displays.

= Change Sets 'I‘

Marre Last Action

T%JGROCERY +.02: Changes Modify 14-Feb-94 4:07pm alexs

The Change Sets window displays the name of the change set and the last
action performed on this change set. This Last Action field includes the
type of action, date and time of the action, and the name of the person
performing the action.
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The type of action can be the following:
Modify  change set is the base change set for the current knowledge base

Chkin change set was checked into the master

Apply change set was applied to the master
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Editing the knowledge base’s change sets (Open)

Change Management records information about the types of changes you
make, but it cannot record information about why you are making the
changes. Update the comment property of the change set to indicate the
reason for changes.

Overview

To open a change set to view or update the information, perform the
following steps:

What to do

1
2
3
4

Open the knowledge base that contains the change set.
Select File.Change Management List. The Change Sets window displays.
Select the change sets.

Select File.Change Management Open. The Change Set windows for
those change sets display.

@ Alternative: Double-click on the desired change set in the Change Set
List.

To list properties that are not visible, select Property.Open.

M Tip: Customize the display for the Change Set Editor just like for any
AionDS editor.
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The following list describes the change set properties:

Property Description

Title enter a name for the change set equal to or less than 50
characters

Source KB shows the path and name of the master knowledge base

Modified shows the time and date when the change set was last modified
and by whom

Checked in shows the time and date when the change set was last checked
into the current knowledge base and by whom

Applied shows the time and date when the change set was last applied to
the current knowledge base and by whom

Comment enter any text into the Comment property. It serves as a
notepad to describe the nature and purpose of the changes
contained in the change set.

Reference enter any text into the Reference property. Organizations often

Changed Objects

document changes to applications and refer to them by a change
number. The Reference property serves as a place for you to
enter any change number to refer to the changes in this change
set.

AionDS automatically keeps track of the objects that you change
and lists them in the Changed Objects Property. This property

is a selectable list. In other words, open the editor for an object

by double-clicking on the object name or by selecting the object
and pressing ENTER.

AionDS refreshes this list each time you save the knowledge
base. This property lists only those objects that you changed
since the last time you saved the knowledge base. To view the
objects that you changed since you enabled Change
Management, print the change set.
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Moving change sets to the master knowledge base (Check in)

Overview

What to do

When you have completed the changes in your working copy and you want
to include them in the master knowledge base, the first step is to check the
changes into the master.

When you check in changes, AionDS moves the change set to the master
knowledge base and deletes it from the working copy. This transfers all
changes recorded in your change set to the master knowledge base.

To check in changes to the master knowledge base, perform the following
steps.

1 Open the knowledge base containing the change set you want to check
in.

To verify the name and directory of the master knowledge base before
you check in the change set, open the change set.

M Tip: Itisalso a good idea to update the comments of the change set
to indicate any final changes you have made.

2 Select File.Change Management Check In. The change set is moved to
the master and deleted from the copy.
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Applying change set modifications to the knowledge base (Apply)

Overview

8-12 User's Guide

To incorporate the changes made in a working copy into the master copy,
Apply the change set. Usually, before applying change sets, check them in
from the working copy and compare them to other change sets to make sure
there are no conflicts.

You can also apply the changes made in other working copies. This is helpful
if you are working with others to modify the same master knowledge base.
Copy the change sets from another working copy or from the master
knowledge base and apply the changes to your working copy.

For more information: See “Change Management procedures” on
page 8-2.

¥ Caution: Once the changes have been applied and saved, they cannot be
undone. For this reason, it is a good idea to export the knowledge base
before applying changes.

£ Reminder: When you export the knowledge base, AionDS compresses the
change set. After the change set is compressed, all changes for an object are
collapsed into one entry. This action reduces the amount of space required to
store the change set.
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What to do To apply changes in one or more change sets:

1 Open the knowledge base to which to apply the changes.
2 Select File.Change Management List. The Change Sets window displays.

To apply changes in change sets that are not part of this knowledge base,
copy the change sets from the knowledge base in which they exist to your
knowledge base.

M Tip: When you apply multiple change sets (done by selecting
multiple change sets on the Change Sets window), AionDS applies them
one at a time, in the order in which they are listed in the Change Sets
window.

3 Select the change sets to apply.
4 Select File.Change Management Apply.
If there are any errors, AionDS displays a window listing all the errors.

5 Save the changes to the knowledge base by selecting File.Save.
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Comparing change sets (Compare)

Overview Use the Compare command to identify conflicts before change sets are
applied. The Compare command compares the objects in one change set
with the objects in others. If any conflicts are reported, you can investigate
the reason for the conflict and see which change to apply.

For more information: See “Resolving change set conflicts” on page 8-23.

What to do To compare changes in one or more change sets, perform the following steps.

1 Open the knowledge base containing the change sets.
2 Select File Change Management List. The Change Sets window displays.

M Tip: Compare changes in change sets that are not part of this
knowledge base, copy the change sets from the knowledge base in which
they exist to your knowledge base. You need not apply them to compare
them.

3 Select the change sets to check for conflicting changes.
4 Select File.Change Management Compare.

AionDS searches the changes in the selected change sets and generates a
file containing information about any conflicts. The information
indicates the change sets that contain the conflict, and the object and
property that are in conflict.

When the compare process is complete, a confirmation pop-up window
displays.

5 To view the file that contains the information on any conflicts, click
View.
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Printing change sets (Print)

To print the objects in change sets or save them in a file (in text format),
select File.Change Management Print. The information that is printed or the
file that is created contains all the properties as well as an entry for each
modified object in the change sets.

Overview

For more information: See Chapter 3, “Working at the Knowledge Base
Level,” for a complete description of the Print, Format, and Sort windows.

You can print more than one change set at a time. To print one or more
change sets, perform the following steps.

What to do

1
2

Open the knowledge base containing the change sets.
Select File.Change Management List.

£ Reminder: If you want to print changes in change sets that are not
part of this knowledge base, copy the change sets from the knowledge
base in which they exist to your knowledge base. You need not apply
them to print them.

Select the change sets you want to print.
Select File.Change Management Print. The Print window displays.

To print the object information, enter the name of your printer, which in
many installations is LPT1 or PRN.

For more information: Consult your operating system documentation
to determine the exact name of your printer.

To create a new file for the change sets, specify the name and directory in
the Print window.

To overwrite an existing file, select the file and make sure that the
Append to file check box is not selected.

To append the change sets to an existing file, select the file and click
Append to file check box.
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9 To change the order in which the changed object information is printed,
click Sort. The Sort window displays.

When you complete changing the sort attributes, click OK to return to
the Print window.

10 To perform any of the following tasks, click Format. The Print Format
window displays.

« Enter header and footer text that appears on each page
» Change the page width and the page length

» Indicate the printer type

« Compress the output into as few lines as possible

» Add an index to the end of the printout

« Add a table of contents to the end of the printout

« Add an extended table of contents containing entries for all objects to
the end of the printout

« Add a summary of all the objects printed to the end of the printout

When you complete changing the print format attributes, click OK to
return to the Print window.

11 Click Print.
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Starting Change Management (Enable)

What to do To enable Change Management, perform one of the following steps.
«  Select File.Change Management Check Out. When you build a working
copy, Change Management is enabled in the working copy automatically.

« Select File.Change Management Enable. This will create the change set
and begin the tracking process. After you enable Change Management,
AionDS records all changes to the knowledge base.
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Stopping Change Management (Disable)

What to do » To disable Change Management, select File.Change Management
Disable. Any changes made to the knowledge base when Change
Management is disabled are not recorded.

¥ Caution: Change Management can be disabled at any time. However, if
you are using Change Management to integrate changes into a master
knowledge base, you should never disable Change Management. If you do,
all changes made while it is disabled are lost when you check your changes
back into the master knowledge base.
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Checking out a working copy with unapplied change sets

Overview

You might want to check out a new working copy before all the checked-in
change sets have been applied to the master. When you check out a working
copy and there are unapplied change sets in the master, AionDS
automatically copies the unapplied change sets to your working copy.

To minimize potential problems with conflicts, apply the change sets to your
working copy in the order in which they will be applied to the master. For
example, suppose a change set contains a modification to Rule_1 in the
knowledge base. If you apply the change set to your working copy before
making changes, it will contain the new rule text. Then, if you modify the
same rule, you will be making a change from the new rule text and not the
old. When the change sets are applied to the master, your change will not
overwrite the change contained in the other change set.

M Tip: Select multiple change sets from the Change Set list for a single Apply
command; they are applied in order listed, one by one, each in its entirety.
This is usually the most efficient method of applying change sets, as long as
they have been checked for conflicts.
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Updating out-of-sync working copies with the new master

Overview Optimally, all outstanding change sets are applied to the old master at the
same time and each person checks out a new working copy to make more
changes. All working copies are synchronized with the new master.
Sometimes a working copy’s change set is not checked into the old master
when the checked-in change sets are applied to the old master.
Consequently, this working copy is out-of-sync with the new master. To
prevent integration problems when you work on an out-of-sync working
copy, update the out-of-sync working copy with the new master.

What to do To integrate the out-of-sync working copy, complete the following steps:

1 Check out a new working copy from the latest version of the master.

2 Copy and apply the out-of-synch working copy’s change set to the new
working copy.

3 Delete the out-of-sync working copy.
4 Make your changes to the new working copy.

5 When you complete your changes, check both the out-of-sync and
current change sets into the master.
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Integrating change sets before applying them to the master

Overview

Copying, cutting,
pasting, and deleting
change sets

What to do

Verify changes made to individual change sets before applying them to the
master. Also verify the combination of the various change sets affected before
applying them to the master. To verify that no conflicts exist between change
sets, copy and paste all change sets to one working copy and apply them.

For example, developers A and B complete and test their changes. Developer
A wants to verify the combination of changes before incorporating any
change sets into the master. The change set from Developer B’s knowledge
base is copied and pasted into Developer A’s knowledge base and applied.
Developer A can verify the end result before making updates to the master. If
conflicts between the two change sets exist, Developer A can correct the
situation in a third change set and check it into the master.

You can copy, cut, paste, and delete Change Sets just like other objects. This
is helpful when you need to include in your working copy the changes made
by another person.

When you copy or cut a change set, it is copied to the clipboard, so you can
then paste it. Usually, you paste it into another knowledge base.

% Caution: If you delete a change set, it is not copied to the clipboard.

To cut, copy, or delete a change set, perform the following steps:

1 Open the knowledge base that contains the change sets you wish to cut,
copy, or delete.

2 Select File.Change Management List.

3 Select the change sets you wish to cut, copy or delete.

4 Select Edit.Cut, Edit.Copy or Edit.Delete Change Set. AionDS presents
a confirmation dialog. Confirm the change sets you want to copy, cut, or
delete, then click Copy, Cut, or Delete.

Tracking Changes in a Knowledge Base 8-21



Integrating change sets before applying them to the master

To paste a change set, perform the following steps:

1 Open the knowledge base in which to paste the changes.

2 Select Edit.Paste Change Set. The Paste dialog displays. Confirm the
change sets to paste and click Paste.
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Resolving change set conflicts

Overview

What to do

You can completely avoid conflicts only if you do not make changes to object
properties which you know are changed in other outstanding change sets. To
keep yourself from making changes to object properties that others have
changed, check with others working on the same knowledge base. Also,
frequently applying the checked-in change sets to the master. Checking out
new working copies helps ensure that everyone working on the same
knowledge base has the most current working copy.

Use the Compare command to compare change sets to for any conflicts. If
conflicts exist, resolve the conflict depending on the type of conflict involved.
Manual editing may be required to merge the conflicting changes effectively.

The Compare command generates a conflict report that indicates the object
properties in conflict. To view the actual changed properties, print the
change sets, then browse the generated file. To view the original properties,
open an editor for the objects.

This section describes the procedures for determining the order of apply and
repairs for the following types of conflicts:

« two change sets with a single conflict

« two change sets with multiple conflicts

« more than two change sets with multiple conflicts

To resolve the conflict, perform the following steps:
1 Determine which change set to apply first. At the same time, determine
the repairs you need to make.

For more information: See “Determining the order of apply and
repairs” on page 8-24.

2 Check out a working copy of the master.

3 Apply the change sets that contain the conflict to the working copy.
Apply them in the order you determined in the first step.
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Determining the
order of apply and
repairs
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4 Correct the objects that require repair and save the knowledge base.

5 Check in the change set to the master knowledge base. Delete the
working copy.

6 Apply the conflicting change sets in the same order as before.

7  Apply the change set with the repairs.

When you apply multiple change sets, the contents of the first change set are
overlaid with the contents of the second change set. This can cause problems
if any conflicts exist in the change sets.

Because of change set conflicts, the order in which change sets are applied can
be important. For example, if Change Set #1 adds a significant amount of
code to a state Agenda, while Change Set #2 contains a one-line change to
the same, and both changes are desired, applying #1 after applying #2 results
in a smaller repair effort.

For this reason, when multiple change sets must be applied, it is often
desirable to control the order in which they are applied. When the desired
order is not the listed order, apply the change sets one by one, using separate
apply commands.

Two change sets with a single conflict
If there is only a single conflict, one of the following conditions exists:

« The change from one change set overlays the change in the other. This is
the case if a change was made in error, and the second change set corrects
the error in the first. This can also be the case if one developer applies
changes from another change set and then modifies an object that had
been previously modified. In other words, the change in the second
change set includes the change from the first change set. This case is
common.

Apply the second change set after applying the first. No repairs are
necessary.
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« The changes from both change sets are required. This is the case when
two people inadvertently modified the same property and both changes
should be made to the master. This can also be the case if you do not
apply change sets that exist in the master when you check out your
working copy.

The order of apply does not matter. The repair that must be made is
contained in the first change set. It is a copy of the change that you
made to the object that has the conflict.

Two change sets with multiple conflicts
If more than one conflict exists, one of the following conditions exists:

« All changes in the second change set should overlay the changes from the
first change set. This is similar to the first case listed above.

Apply the second change set after applying the first. No repairs are
necessary.

« Itis likely that some changes from each change set are required.

Examine the change sets to determine which contains the fewer required
changes. This is the change set you should apply first. If all changes
from both change sets are required in the master, order is not important.

In this case, the repair is contained in the change set you apply first. It is
a copy of the change made to the objects that have conflicts.

More than two change sets with multiple conflicts

When there are more than two change sets to apply, the concepts used in
determining which change set to apply are the same. However, the size of the
problem grows very quickly because you will most likely need to make repairs
for some of the changes in each change set.

For this reason, try to minimize the number of unapplied change sets.
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Chapter 9

Debugging Knowledge Bases

Introduction

The debugger is a utility that you use to find and fix errors in a knowledge
base. You can use the debugger to interrupt knowledge base processing, view
runtime values and conditions, and execute KDL step by step. You can
update the knowledge base while the knowledge base is running, but you
cannot save any changes until after the knowledge base completes execution.

In this chapter

Topic Page
Debugging procedure 9-3
Running a knowledge base with the debugger 9-4
Run menu summary 9-5
Finding and fixing errors in the knowledge base 9-7
Suspending execution 9-8
Continuing execution 9-10
Displaying an object 9-12
Displaying parameter, instance, and function values 9-14
Displaying the execution trace 9-15
Displaying the call stack 9-18
Changing object properties 9-19
Debugging objects in which errors most commonly occur 9-20
Aborting execution 9-25
Continued
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Continued
Topic Page
Saving objects 9-26
Saving the knowledge base 9-27
Rerunning the knowledge base to verify corrections 9-28
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Debugging procedure

Overview To correct the errors in a knowledge base effectively, complete the following
procedure:
1 Run the knowledge base with the debugger.

For more information: See “Running a knowledge base with the
debugger” on page 9-4.

2 Find and fix errors in the knowledge base.

For more information: See “Finding and fixing errors in the
knowledge base” on page 9-7.

3 Periodically, abort the execution, save the changed objects and knowledge
base, and run the knowledge base to verify that the errors are fixed.

For more information:

= see “Aborting execution” on page 9-25

» see “Saving objects” on page 9-26

» see “Saving the knowledge base” on page 9-27

« see “Rerunning the knowledge base to verify corrections”
on page 9-28

To perform most debug operations, you execute the commands in the Run
pull-down menu.
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Running a knowledge base with the debugger

Procedure To run the knowledge base with the debugger, complete the following steps:

1 Select File.Run. The Run window displays.
2 Select the Enable debugger radio button.
3 Click Run.

Result: The following actions occur:

« the knowledge base is executed

« the Run pull-down menu displays in the menu bar
« the Call stack object list displays

« the Breakpoints window displays

« the Trace window displays

« the execution stops at the beginning of the entry state agenda
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Run menu summary

Summary

Step Into

Step Over

Pop

Go

Set Breakpoint

Clear Breakpoint

List Breakpoint

Call Stack

The Run pull-down menu contains the following commands:

executes current statement and stops on the first
statement of called object

executes current statement, executes called object,
and stops on next statement in the current object

completes execution of current property and stops
on object that called the current object

executes knowledge base until a subsequent
breakpoint is reached or it completes execution

To set a breakpoint, specify an object property at
which the debugger should stop when executing
an application. First select the object on which to
stop, then select Run.Set breakpoint.

Clear Breakpoint clears a previously set
breakpoint. Multiple breakpoints can be cleared
by selecting multiple objects and selecting
Run.Clear-Break-Point. To quickly clear all
breakpoints select Run.List Breakpoint, select
Edit.Select All, and select Run.Clear Breakpoint.

List all the breakpoints that are currently set.
Display the current call stack. The default call

stack view is a details view which will display the
object, property and row/col information.

Debugging Knowledge Bases  9-5



Run menu summary

9-6 User's Guide

Trace

Display

Application Window

Abort

Restart

Interrupt

Calls the AionDS browser to display the current
trace file.

Displays the values of parameters, instances, and
functions’ local variables.

Brings the application window to the foreground.
This command is useful when the AionDS
system has covered up the running application.

Terminates the knowledge base execution and
returns control to the AionDS editing
environment.

Aborts the current application and restarts its
execution. This option is always disabled under
Windows.

Interrupts the running application and forces a
breakpoint. This option is always disabled under
Windows.
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Finding and fixing errors in the knowledge base

Overview

To find and fix errors in a knowledge base, examine the flow of control and
the values generated by different objects. Using the debugger, you can
suspend knowledge base execution on objects where you suspect errors might
occur and step through those objects one statement at a time. You can also
examine the execution trace, the call stack, and the parameter, instance, and
the function values.

To suspend knowledge base execution on the objects that you think might
contain errors, set breakpoints at the beginning of the objects. A breakpoint
is a place in the knowledge base where execution is suspended. The Object
editor displays. The property windows in which the statements exist are
displayed. You can continue the execution in the object one statement at a
time.

For more information:

see “Suspending execution” on page 9-8

see “Continuing execution” on page 9-10

see “Displaying an object” on page 9-12

see “Displaying parameter, instance, and function values” on page 9-14

see “Displaying the execution trace” on page 9-15

see “Displaying the call stack” on page 9-18

see “Changing object properties” on page 9-19

see “Debugging objects in which errors most commonly occur” on page 9-20
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Suspending execution

Overview

Default interruption
points

Setting breakpoints
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When execution is suspended you can perform debugging tasks. Execution is
suspended at the default interruption points or breakpoints. You set
breakpoints by using the Run.Set breakpoint. To examine a specific object,
you should set a breakpoint at the beginning of the object. When execution
Is suspended at the breakpoint or default interruption point, you can execute
the process one statement at a time.

By default, execution is suspended when one of the following conditions
occurs:

« the first statement of the entry state agenda is reached

« an action required from the user

Specify an object property at which the debugger should stop when executing
an application. Breakpoints are selected by first selecting the object on which
to stop and then selecting Run.Set breakpoint.

You can set a breakpoint on an object, a property of an object, or a collection
of objects.

On an object
To set a breakpoint on an object, complete the following steps:

1 Select the object for which to set a breakpoint.
2 Select Run.Set Breakpoint.
Result: The breakpoint is set on the object.

On a property
To set a breakpoint in a property, complete the following steps:

1 Open the object property for which to set a breakpoint.



Deleting break points

Listing break points

Suspending execution

2 Position the cursor on the statement to set a breakpoint.
3 Select Run.Set Breakpoint.

Result: The breakpoint is set on the property’s statement.

On a collection of objects
To set breakpoints on a collection of objects, complete the following steps:

1 Select the objects for which to set breakpoints.
2 Select Run.Set Breakpoint.

Result: Breakpoints are set for those objects.

To delete previously set breakpoints, complete the following steps:

1 Select the objects that have breakpoints in the object list window or the
breakpoints in the Breakpoints window.

2 Select Run.Clear Breakpoints.

To quickly clear all breakpoints, complete the following steps:

1 Select Run.List Breakpoints. The Breakpoints window displays.
2 Select Edit.Select All.

3 Select Run.Clear Breakpoints.

Result: All breakpoints are deleted.

» To list all currently set breakpoints, select Run.List Breakpoints.

Result: The Breakpoints window displays.
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Continuing execution

Overview

You can continue the execution of the knowledge base in one of the following
ways:
= execute into the current statement and stop on the called object

= execute over the current statement and the called object, and stop on the
next statement

»  exit subprocessing

» o to the next breakpoint

Executing the current

statement and
stopping on the
called object

» To execute into the current statement and stop on the first statement of
the called object, select Run.Step Into.

M Tip: If the current statement does not call an object, the execution is
stopped on the next statement.

Example

If you are debugging function A and the current statement calls function B,
function B is called and execution is stopped on function B’s first line. (This
operates like Next in the character-based system.)
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» To execute over the current statement and the called object, and stop
on the next statement, select Run.Step Over.

M Tip: If the current statement does not call an object, the execution is
stopped on the next statement.

Example

If you are debugging function A and the current line calls function B the
system executes function B and stops on the next line of the current function
(A). (This operates like Skip in the character-based system.)



Executing the current
object and returning
to the calling object

Going to the next
break point or
default interruption
point

Continuing execution

» To execute the current object and return to the calling object, select
Run.Pop.

Result: Execution is stopped immediately after the call statement in the
calling object.

M Tip: If the current object was not called by another object, execution
continues until a breakpoint or default interruption point is reached, or an
action is required of the user.

If function A calls function B and you are currently in function B, selecting
Pop executes function B and stops just after the call statement in function A.

»> To go to the next breakpoint, default interruption point, or the point at
which an action is required of the user, select Run.Go.
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Displaying an object

Overview Certain objects display properties that are only available when the debugger is
running. The following table shows the properties that are available only
when the debugger is running and the corresponding object:

Object Properties

Rules Bindings, Bindings and matches, Changed instances

Slots Effect of Assignment

Parameter Effect of Assignment

States Delayed Rules, Forward Fire agenda, Pending list

Functions Values property (locals, input and output parameters)
What to do » Todisplay an object, open the appropriate object editor.
Bindings property The Bindings property is only available when pattern-matching rules are

executed. The window shows sets of instances that match the criteria of a
pattern-matching rule. Each Selected Bindings entry shows the following
information:

Orderby  shows the integer expression from the orderby clause

Recency  shows the relative point at which an instance in a binding was
changed. Higher numbers indicate that an instance in the binding
has changed more recently than instances in a binding with a lower
number

Inhibited  shows bindings blocked by an ExisTs clause

The following example shows a Selected Bindings entry:
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Changed instances
property

Matches property

Effect of Assignment
property

Delayed Rules
property

Forward Fire Agenda
property

Displaying an object

Selected Bindings---------------

node_0001
flight_0001

orderby: 2154
node_0003
flight_0020

Recency: 138 <<Inhibited

orderby: 2257
node_0003
flight_0022

Recency: 138

The Changed instances property is available only if dynamic instances are
used. The property lists changed instances. Often, the changed instances are
newly created dynamic instances.

The Matches property is only available if pattern-matching rules are used.
The property lists all the instances that match the criteria specified in the
pattern-matching rule at the time AionDS tries the rule. These instances
match the criteria for individual instances. These instances are used by
AionDS to form bindings, or groups of instances that together meet all the
criteria in the rule premise. For example, the Matches property can show the
dynamic instances of the node and flight classes that match the premise of the
expand rule.

The Effect of Assignment property lists the rules associated with the sourced
parameter or slot. These rules fire when the parameter or slot has been
assigned a value.

The Delayed Rules property lists the rules that are delayed because all the
premises could not be met within the current scope.

The Forward Fire Agenda property lists the rules that fire when a
forwardchain on-request statement is encountered in the Agenda.
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Displaying parameter, instance, and function values

Overview For parameters, the Value property displays in the Parameter editor. For
instances and function, the Values property displays in the Instance and
Function editors. For the Function editor Values property, the input
arguments, output arguments, and local values properties display.

M Tip: To display these properties, change the editor template by setting up
the Object editor property windows in the desired format, then select
Settings.Set Window Template; and Settings.Save Settings.

For more information: See Chapter 10, “Customizing AionDS,” to learn
about setting up object editor templates.

What to do To display parameter, instance, and function values, complete the following
steps:

1 Select the parameter, instance, or function from the object list window.

2 Select Run.Display.
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Displaying the execution trace

Overview

Trace statements

Action blocks

The Trace window shows the steps that the inference engine takes as it
processes the knowledge base.

A trace consists of statements that outline the sections of the inference engine.
You can search for a specific text string and copy parts of the trace to the
clipboard to copy into another application or another window in AionDS.

For more information: See General Reference, Chapter 19, “Trace File,”
for trace statement examples of inference engine processing.

Traces statements are divided into the following categories:

= action blocks

= actions

An action block consists of two separate trace statements that show the start
and completion of an inference engine action. The following example shows
an action block:

--evaluating twin

--twin failed
The inference engine starts processing the object twin at the first trace
statement. The second statement shows the result of the processing, in this
case, twin failed. An action block can be separated by other action blocks.
Each indentation of a trace statement indicates that the action is a subgoal of
the previous statement. Action blocks can thus be nested.
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Action An action is complete in itself. An example of an action would be the
assignment of a value to a slot or parameter as shown in the following
example:

-->>parameter is 5

Assignments are indicated by the double-headed arrow. The value assigned is
located at the end of the statement, usually after the keyword is or are. In the
example statement, 5 is the value assigned to the parameter. The parameter

or slot name to which the value is being assigned is to the immediate right of

the arrow.
Whattodo > To examine the execution trace, select Run.Trace. The Trace window
displays.
Copying partof the ~ To copy part of the trace, complete the following steps:
trace
1 Select the text to copy.
2 Select Edit.Copy in the Trace window.
Result: The text is copied to the clipboard.
Searchingfora ~ Tosearch for a specific text string, complete the following steps:

specific text string
1 Select Edit.Search from the Trace window.

2 Enter the text string for which to search in the Search string field.

3 Select the Case-sensitive check box to search for the string exactly as you
entered it including upper and lower case.

4 Select the Wrap check box to start the search at the beginning of the
trace when the end of the trace is reached.

5 Click OK.

Result: AionDS finds the first occurrence of the specified text string after the
cursor.
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Searching for next » To search for the next occurrence of the same text string, select Edit.
occurrence Search Again from the Trace window.

£\ Reminder: If you selected the Wrap check box in the Search dialog, when
you select Search Again at the end of the trace, AionDS starts the search at
the beginning of the trace.
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Displaying the call stack

What to do > To examine the call stack, select Run.Call stack. The Call stack window
displays.
The default call stack view is a detailed view which displays the object,
property and row/col information. The view can be changed to a graphical
view for a graphical call stack. The graphical call stack only shows the names
of the objects.
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Changing object properties

Overview You can make changes to object properties while running a knowledge base.
However, to save those changes first abort or complete the execution.

For more information: See “Saving objects” on page 9-26 and the “Saving
the knowledge base” on page 9-27.

What to do To change an object property, complete the following procedure:
1 To open the object, double-click the object in the object list window.
The object editor displays.

2 Open the property by selecting Property.Open from the Property
window. The Open Property window displays.

3 Double-click the property to change. The property window displays.
4 Make the changes to the property.
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Debugging objects in which errors most commonly occur

Overview This section describes debugging the objects in which errors most commonly
occur. The following objects are described:
« parameters and slots
=« immediate rules
= On-request rules

»  pattern-matching rules
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Debugging parameters and slots

What to do To find out how a parameter or slot received its value or why it did not
receive a value:

1
2

Set a breakpoint on the Sourcing property of the parameter.

Execute the Go command. AionDS stops at the parameter.

Execute the Step Into command repeatedly. AionDS examines each of
the following possible sources to get a value for the parameter or slot:

WhenNeeded demon

Facts property of the parameter
User sources

System sources

Default
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Debugging immediate rules

What to do To find out why an immediate rule did or did not execute:

1 Set breakpoints on the Effects list for every parameter or slot in the
premise of the rule. The Effects list shows the rules affected by the
assignment of the parameter.

2 Execute the Go command and wait for the Effects list to appear.

3 Execute the Step Into command repeatedly to step through the list.
When AionDS encounters an Immediate rule, it fires the rule. When the
rule is fired, the debugger places you in the Rule Definition property of
the rule.

4 Execute the Display command on the parameters in the premise of the
rule to check the parameter values. The Display command shows a
description of the current state of the parameter. When the premise of
the rule is met, the rule fires. If the rule is out of scope, it cannot fire.

5 If you encounter an out-of-scope rule on the Effects list, set a breakpoint
on the Delayed Rules property of the state that owns the rule. When
AionDS enters the state, the debugger displays the Delayed Rules list.
AionDS steps through the list one item at a time and attempts to fire the
rules.
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Debugging on-request rules

What to do To debug the behavior of on-request rules:

1 Seta breakpoint on the Forward Fire Agenda. The Forward Fire Agenda
shows a list of rules and their priority. The higher priority rules are tried
first.

2 If the rule does not appear on the Forward Fire Agenda, set a breakpoint
on the Effects list of the parameters present in the premise of the rule.
When the parameter is assigned and AionDS encounters the rule in the
Effects list, AionDS adds it to the Forward Fire Agenda.
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Debugging pattern-matching rules

What to do To debug a knowledge base with pattern-matching rules, use the following
procedure:
1 Seta breakpoint on the Changed Instances property of the rule.
2 Set a breakpoint on the Bindings and Matches property of the rule.
3 Execute the Go command.

The execution proceeds to the first breakpoint, the Changed Instances
property.
4 Check to see that the appropriate instances are listed.

An ifmatch rule considers the set of changed instances and determines if
the rule can be fired with any of them. When AionDS encounters the
rule, it shows the list of changed instances as well as the rule’s source text.

5 Execute the Step Into command.

The Bindings and Matches windows display. The Bindings and Matches
windows show you a complete list of matches made, a list of successful
binding sets, and the selected bindings.

6 Check whether the appropriate bindings were made.
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Aborting execution

What to do > To abort the execution, select Run.Abort.

Result: The execution is aborted and you are returned to the development
environment.
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Saving objects

What to do To save objects that you change while running the knowledge base, perform
the following procedure:

1 After you make the changes to the objects, abort or complete the
execution.

2 Select the appropriate object editor.

3  Select Object.Save. A confirmation pop-up dialog displays.

4 Click Save.

Result: The object is saved.

Repeat steps 2 to 4 for each object you want to save.
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Saving the knowledge base

What to do To save changes made to a knowledge base while it is running:

1 Abort or complete the knowledge base execution.
2 Select File.Save.

Result: The knowledge base is saved.
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Rerunning the knowledge base to verify corrections

What to do » To verify any corrections made, run the knowledge base again by
selecting File.Run.
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Chapter 10
Customizing AionDS

Introduction In this chapter, you'll learn how to customize AionDS windows, the
development, runtime, and system environments and database interfaces, and
how to manage profiles.

The commands are available in the Settings pull-down menu. The Settings
pull-down menu is divided into three groups of commands separated by
horizontal lines.

« Group 1 consists of Fonts, Display, Set window template, and Save
settings. These settings control how AionDS windows display.

« Group 2 consists of Environment, Database, Run, Run files, Run
programs, and System settings. These settings control the AionDS
profile.

«  Group 3 consists of commands to save and load the AionDS core profile.

In this chapter Topic Page
Customizing AionDS windows 10-2
Customizing profiles 10-14
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Customizing AionDS windows

Summary Use the commands from the first group of the Settings pull-down menu to
control how AionDS windows display. The values changed using these
commands are saved in the AION.INI file. These commands are:

Fonts controls the fonts that AionDS uses to show you
text in various windows; the Font Settings window
displays

Display controls the tab width, auto-save interval, 3-D

appearance of windows, and the button bar and
message bar locations; the Display Settings window
displays

Set window template  sets the layout of Object editor windows, object list
windows, and the Window editor

Save settings saves changes to window settings in the AION.INI
file
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Changing screen fonts

Overview It is convenient to have different windows display different fonts. When
fonts differ, you can quickly tell where the information in a window comes

from.

For example, suppose you have an object editor open, with the Used By and
the Message Text properties opened, as shown in the following example. If

the fonts are different, you can visually determine that AionDS supplies the

text for Used By, while a developer supplies the text for Message Text.

Message ShowShoppinglist [ShoppingList]
Message Text

ezl lécShopping Listébr

&thl center <XShoppinglist. Item

“Shoppinglist  PaclkagesHeeded
#Shoppinglist  PaclkageSize:

= ed B
-:sl AttachedOhiect (WonoTextiindown
Fncd ShoweShoppinglist (ShoppingList)
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Types of fonts You can use the Font Settings window to change the following types of fonts:

System represents the font in any window where AionDS
presents the information about a knowledge base, such
as system-supplied list boxes and the message bar

KDL represents the font in any window where you enter
KDL, such as the Rule Definition property of a rule, or
the Facts window of a slot

TSL represents the font in any window where you enter TSL,
such as the Message Text property of a Message or the
Prompt property of a Parameter or Slot

Text-mode represents the font in the consultation window; a
consultation is a knowledge base execution

What to do To change the fonts for displaying text in windows, perform the following
steps:

1 Select Settings.Fonts. The Font Settings window displays.

2 Select a Font radio button to indicate which type of font to change.

= Font Settings
Font: & System  COKDL  OTSL O Textmode
Typeface: Size: Font sample:
Small Fonts +| |fpt 4| The quick brown fox. 12345 MY
MS Serif 8pt
Courier Ipt
M3 Sans Serif 10pt
Host Presenter 11pt
MS Dialo 12pt
A +| |13pt
e o
U a8 Ressiuions O ssutiine Fonts

st |
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3 Select the style and size of the font in the Typeface and Size list boxes.

The Font Sample box shows you a sample of the currently selected font.

£ Reminder: To maintain compatibility, GUI AionDS has the same
property widths as character-based AionDS. Text in objects such as rules
and messages can only be 50 characters wide for KDL text and 76
characters wide for TSL text. Because of this limitation, we recommend
that you use 10-point System monospace type for the KDL and TSL
properties.

4 Check All Resolutions to list all fonts available to your system along with
size in points (and character size in parentheses).

5 Check Outline to list all fonts available to your system, including outline
fonts. The outline fonts have an asterisk next to them in the Typeface
list box.

6 Click Set.

TextWindows using  TextWindows using TSL display with the System monospaced fontby
TSL default. To override this default.

1 Create your text windows as instances of a subclass of the TextWindow
class.

2 Specialize the WhenOpened method to set the font to proportional.

3 Include the following in the WhenOpened method:

GetFontinfo (
Typeface,FontStyle,
Width,Height)

SetFontinfo (
FN_SYSPROPORTIONAL,
Fontstyle,Width,

Height)
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Customizing the message and button bars

What to do You can control whether the message bar and button bar are on or off and
where they display on the screen. To set these options:

1 Select Settings.Display. The Display Settings window displays.

= Display Settings

Button bar rMessage bar
Ooff Oleft @ Right Qoff OTop @ Bottom
U] Hide on run U] Hide on run

rUse 3D controls
Tab width: MRBU[0-9):
h [l A0 El [ At edit time
Auto-Save: &< At rup time
B (oo |

2 In the button bar group, click one of the following radio buttons:

Off does not display the button bar
Left displays the button bar on the left side of the screen
Right displays the button bar on the right side of the screen
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3 Inthe Message bar group, click one of the following radio buttons:
Off does not display the message bar
Left displays the message bar on the left side of the screen
Right displays the message bar on the right side of the screen

4 To hide the button bar and the message bar when you run a knowledge
base, check Hide on run.

5 Click Set.
Removingthe ~ To remove the message bar or button bar from the screen with the mouse,
message and button double-click on any part of the message bar or a place on the button bar
bars with the mouse where no icons display.
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Displaying windows with a 3-dimensional appearance

What to do You can display windows with a 3-dimensional appearance. To display
windows with a 3-dimensional appearance:

1 Select Settings.Display. The Display Settings window displays.

2 Inthe Use 3-D controls group, check At runtime to display AionDS
windows with a 3-dimensional appearance when running a knowledge
base. Check At edit time to display AionDS windows with a 3-
dimensional appearance when you edit a knowledge base.

Fo Note: All AionDS/2 applications use 3-dimensional controls as
Version 2.0 of OS/2. AionDS/2 does not have the check box to enable
3-D controls at runtime.

In the Window editor, when you edit windows that display at runtime,
they display in a 3-dimensional appearance only if you check At runtime.

3 Click Set.
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Customizing the auto-save time

What to do

You can customize the auto-save function. At regular intervals, auto-save
prompts you to save work in progress to disk. You can control the number of
minutes elapsed before you are prompted to save your work. If you do not
enter a number, auto-save is not activated. To set the auto-save time:

1 Select Settings.Display. The Display Settings window displays.

2 In the Auto-Save field, enter the number of minutes to elapse before
AionDS prompts you to save work in progress to disk.

3 Click Set.

Customizing AionDS  10-9



Customizing AionDS windows

Customizing the most recently used knowledge base list

What to do You can list up to nine recently used knowledge bases in the File pull-down
menu by performing the following steps:
1 Select Settings.Display. The Display Settings window displays.

2 Enter the number of knowledge bases to display in the Most Recently
Used (MRU) field.

3 Click Set.
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Customizing the tab width

What to do You can control tab width—how many spaces are inserted in a text-editing
window when you press the Tab key. To set the tab width:

1 Select Settings.Display. The Display Settings window displays.
2 Enter the number of spaces to insert with the Tab key.
3 Click Set.
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Customizing window size and position

Overview You can customize the size and position of an Object editor and property
windows, object List windows, and the Window editor. To customize and
save a window’s size and position, save it to a template. You can set a
window template for each type of window. For example, suppose you
customize the Class editor window and save it as a template. The next time
you open the Class editor, the Class editor window has the same property
windows open. The property windows are the same size and in the same
place within the Class editor, and the state of the scroll bars is the same.

What to do 1 To set awindow template, make the window active and customize it.

2 Select Settings.Set window template. The next time you open another
window of the same type, it looks the same as when you saved it.

For more information: Setting a window template during an AionDS
session does not save the changes after you close AionDS. To save
changes between sessions of AionDS, select Settings.Save. See “Saving
customized settings” on page 10-13.

¥ Caution: To maintain compatibility, GUI AionDS has the same property
widths as character-based AionDS. Text in objects such as rules and
messages can only be 50 characters wide for KDL text and 76 characters wide
for TSL text. Because of this limitation, you should customize the Object
editor templates at 50 characters wide for KDL properties and 76 characters
wide for TSL properties.
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Saving customized settings

What to do » To save your settings before exiting AionDS, select Settings.Save.
Result: The settings are saved in the AION.INI file.

When you exit AionDS, if you changed settings, you are prompted to save
your settings.

» To save the current settings, click Save in the pop-up confirmation
window.

Result: The current settings are saved until the next time you change
them.

M Tip: You can distribute a standard set of default window settings by
copying AION.INI from machine to machine.
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Customizing profiles

Overview

Default profile names
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A profile contains specifications for the development, runtime, and system
environments, and database interfaces. Use the group 2 commands in the
Settings pull-down menu to change the current profile. Each command
displays a window in which you change profile information. Select
Settings.Save core profile to write the changes to a specified profile file or
create a new one. Select Settings.Load core profile to replace the current
profile with another profile.

The following tables show the default profile file names for AionDS and
AionES.

AionDS
Platform  System profile User profile KB profile
0s2 profsys.ads profile.ads kb_name.vll/
kb_name.pro
WIN profsys.ads profile.ads kb_name.vll/
kb_name.pro
kb_name name of the knowledge base
vil version number
AIONnES
Platform System profile User profile KB profile
0s2 profsys.aes profile.aes kb_name.pro
WIN profsys.aes profile.aes kb_name.pro
kb_name name of the knowledge base
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Loading profiles

Automatically loaded
profiles

AionDS profiles are loaded automatically in a specific order when you start
AionDS and execute a knowledge base. You can also load a new profile at
any time.

The following three profiles are loaded automatically. The first two profiles,
PROFSYS.ADS and PROFILE.ADS, must be available in a directory in the
environment variable DPATH when you start AionDS.

1 AionDS loads the system profile PROFSYS.ADS.

2 AionDS loads the user profile PROFILE.ADS.

3 AionDS loads the knowledge base profile kbname.PRO when knowledge
base execution begins, if the following conditions exist:

« kbname.PRO is available in the directory that stores a knowledge base,
where kbname is the name of the open knowledge base

« Load KB profile is checked in the Run window

When any profile option is specified in more than one of these three types of
profiles, the last one to load takes precedence. When these files are not
available, AionDS uses profile defaults that are shipped as part of AionDS.
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Manually loading a 1 Atany time, you can load any valid profile file by selecting Settings.Load
profile core profile. The Load Core Profile window displays.

= Load core profile

Please specify the name of the core profile to load:

File name: F'ROFILE.ADS

Directory is: CRADS7 00

Files: Directories:
PROFILE.ADS [.] +
[adsapi]
[adscomp]
[cgrocer2.1]
[cgrocery.1]
[examples]
[grocery2.1]
[grocery2.2]
[hello.1] +

| Load | ‘ Cancel ‘

2 Select the path and enter the file name of the profile to load.
3 Click Load.

Result: The selected profile is loaded and replaces the current profile.
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When changes take
effect

Development system
and execution system

Customizing profiles

Changes to profile options in use when AionDS is running do not take effect
immediately. For example, you cannot change the current log file by
modifying the LOG-FILE option, because the file is already open. For the
change to take effect, save the change to a profile file and restart AionDS.

When you run a knowledge base, AionDS overrides the current values with
values present in the knowledge base profile for the duration of the
knowledge base execution. When the knowledge base execution terminates,
the profile reverts to the default, system, and user profile options.

AionDS uses different resources in the development system than in the
execution system. For example, the trace file is used by the execution system
but not by the development system. You can change the trace file in the
development system and the change takes effect when you run the knowledge
base. However, changing the trace file when you are running a knowledge
base does not affect the current execution because the trace file is already
open.
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Saving profiles

Overview You can save the current AionDS profile settings at any time. If you save a

profile as the standard names PROFSYS.ADS or PROFILE.ADS in a directory
available in the AION or DPATH environment variable, the options saved in
these files are reflected the next time you open AionDS. If you save a profile
as the file kbname.PRO (where kbname is the name of the knowledge base) in
the directory where the knowledge base is stored, the next time you run the
knowledge base kbname, those profile characteristics are loaded. If you save
the profile with another name, load that profile using the Load core file
command in order for the options to take effect.

What to do 1 Tosave the current profile settings, select Settings.Save core profile. The

10-18

Save Core Profile window displays.

= Save core profile

Please specify the name under which to save the profile:

File name: F'FIOFILE.ADS

Directory is: CAADSTO0Y,

Files: Directories:
PROFILE.ADS [.] +
[adsapi]
[adscomp]
[cgrocer2.1]
[cgrocery.1]
[examples]
[grocery2.1]
[grocery2.2]
[hello.1] +

T T

2 Select the path and enter the filename of the profile to save.
3 Click Save.

Result: The current settings are saved to the specified profile file.
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Creating and editing profiles using a text editor

Overview

What to do

Example

You can also create and edit a profile file using a text editor, since it is saved
in ASCII text format. You might need to use a text editor to change a
profile, because some profile options cannot be changed using the Settings
pull-down menu.

For more information: See “Profile options not available from the Settings
pull-down menu” on page 10-40.

1 Create a new text file using a text editor.

2 Enter each attribute to set on a new line. You need not specify an
attribute if you accept the default value.

M Tip: AionDS starts more quickly when you specify only the profile
options that override default options.

3 Save the text file.

£\ Reminder: To load the user profile (PROFILE.ADS) or system profile
(PROFSYS.ADS) automatically when you start up AionDS, save the user or
system profile in a directory in your AION or DPATH path variable.

To load a knowledge base profile (kbname.PRO) automatically when you run
the kbname knowledge base, save the profile in the directory where the
knowledge base is stored.

The following is an example of a user profile:

Auto-Export =1
Auto-Store-File = ANS
Log-File =LOG
Trace-File = TRACE
Trace-Level =4
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Changing environment settings

What to do 1 To change the environment settings, select Settings.Environment. The
Environment Settings window displays.

Comparison Tolerance: 0.0000000000 Interface: IGRAPHICAL |£I
Display Device Type: |P(325 :l
Strings Masks— Input
S |Yes Date | Unknown |Uﬂkn0wn
No |N—u Tme I Select |
. E I— ‘Separators—————
File Yes IT File Date Hecimal |
File No |F File Time | Thousands I_
] Lo

2 Change the desired settings.
3 Click Set.

Result: The current environment settings are replaced.

Comparison Comparison Tolerance specifies the tolerance used in the comparison of real
Tolerance numbers. The default is 0.0000000000.

AionDS stores real numbers with a floating-point representation, which can
cause numbers to be stored in a slightly different way than they are entered in
the knowledge base. For example, .10 may be stored as .09999998. The
Comparison Tolerance option specifies the threshold within which AionDS
considers real numbers to be equal.

10-20 User's Guide



Interface

Customizing profiles

On the mainframe, AionDS also uses the comparison tolerance when
displaying real numbers in the Consultation monitor. For example, with a
comparison tolerance of .0001, AionDS displays the number .09999998 as
10.

Setting the Comparison Tolerance option ensures that comparisons are
compatible in different environments. For example, you can set this option
to .0001 for compatibility between the PC and the mainframe.

This field sets the COMPARISON-TOLERANCE profile option.

Interface indicates the type of user interface that knowledge bases should use
at runtime and edit time.

This option can have one of the following values:

GRAPHICAL knowledge base should be built and executed to use a
graphical user interface (GUI) using the GUI class library

For more information: See the Building GUI
Applications: Reference to learn more about graphical
knowledge bases.

CHARACTER knowledge base should be built and executed to use a
character mode interface

For more information: See User’s Guide (Character-
based) for details about character-based knowledge bases.

This field sets the USER-INTERFACE profile option.
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Display Device Type Display Device Type specifies the kind of terminal that AionDS emulates.
The choices are:

Device type Terminal Rows Columns
* all any any

PC* PC any any
PC25 PC 25 80

PC43 PC 43 80

PC50 PC 50 80

M* 3270 any any

M2 3270 24 80

M3 3270 32 80

M4 3270 43 80

M5 3270 27 132

For a character-based knowledge base, you can use the * setting to edit all
windows of a display with the Screen and Window Properties editors. This
setting is not recommended for running knowledge bases.

Your hardware must support the device you specify.

This field sets the DEVICE-TYPE profile option.
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Strings

No

File Yes

File No

specifies the string to use when AionDS accepts or displays a true
Boolean value during user sourcing

This field sets the YES-STRING profile option

specifies the string to use when AionDS accepts or displays a false
Boolean value during user sourcing

This field sets the NO-STRING profile option

specifies the string to use for disk 1/0 when AionDS reads or
writes a TRUE Boolean value in textual format

This field sets the FILE-YES-STRING profile option

specifies the string to use for disk 1/0 when AionDS reads or
writes a false Boolean value in textual format

This field sets the FILE-NO-STRING profile option

Time

File Time

File Date

specifies the default mask applied to dates for user input. You
can specify any valid date mask. The default is blank. If the
date option is blank, AionDS uses the mask d-m-y. AionDS
only uses the date option when the base type of an object does
not have an associated mask.

This field sets the DATE-MASK profile option.

specifies the default mask applied to times for user input. You
can specify any valid time mask. The default is blank. If the
time option is blank, AionDS uses the mask H:M:S.F. AionDS
only uses the time option when the base type of an object does
not have an associated mask.

This field sets the TIME-MASK profile option.

specifies the mask to use during 1/O when AionDS reads or
writes a time in textual format

This field sets the FILE-TIME-MASK profile option.

specifies the mask to use during 1/0O when AionDS reads or
writes a date in textual format

This field sets the FILE-DATE-MASK profile option.
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Unknown

Select

contains the string that AionDS recognizes as an “unknown”
response. The default unknown string is “Unknown in AionDS”

This field sets the UNKNOWN-INPUT profile option.

specifies the character string to use to select values in selection-
input windows. The string cannot contain more than five
characters

This field sets the SELECT-INPUT profile option.

Separator
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Decimal

Thousands

specifies a single character to display as the decimal point in a
real number

This field sets the DECIMAL-SEPARATOR profile option.

specifies a single character to display to separate thousands
(000) in a number

This field sets the THOUSANDS-SEPARATOR profile option
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Changing database settings

What to do

dBase Version

1 To change the database settings, select Settings.Database. The Database
Settings window displays.

= Database Settings

dBASE ¥ersion ||\.|r
s0L

Interface Database |

Access String |

IDMS

Database | Dictionary |

Node Mame | Subschema |

Maximum Record Length 4096
.

2 Change the desired settings.
3 Click Set.

Result: The current database settings are replaced.

dBase Version specifies the version of the dBASE software used with AionDS.
The default is 1V.

This option can have one of the following values:

Il specifies use of dBASE 111
v specifies use of dBASE 1V
This field sets the DBASE-VERSION profile option
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SQL Interface specifies the default SQL access method
In AionDS, this option can have one of the following values:
IBM IBM’s DB2/2 is the SQL access method
ORACLE Oracle for OS/2 is the SQL access method

SYBASE Microsoft/Sybase SQL Server is the SQL
access method

ODBC You use the Open Database Connectivity
(ODBC) interface to connect to any ODBC-
compliant database

DB2 IBM Database 2 (DB2) is the SQL access
method (requires the Cooperative Processing
Option)

This field sets the SQL-INTERFACE profile option

Access String  defines the default access string used to establish an SQL
database connection

This field sets the SQL-ACCESS-STRING profile option

Database specifies the default database name used to establish an SQL
connection

This field sets the SQL-DATABASE profile option
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Changing run settings

Whattodo 1 Tochange the run settings, select Settings.Run. The Run Settings

1 To change the run settings, select Settings.Run. The Run Settings
window displays.

-Trace Compatibility Settings———
Level I Width |?E [C HPO emulation
[ Include Timing ¥alues [ v5.10 Emulation
Environment |F'C :I

Debugger -Backup/Rerun
@ Disabled [X Store Answers
C Enabled [" Preload Answers

Set Cancel Help

2 Change the desired settings.
3 Click Set.

Result: The current run settings are replaced.
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Trace controls
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If you delete a trace file while a knowledge base is running, AionDS creates
another trace file.

Trace options

The Level field specifies the default trace level. This option can have one of
the following values:

0 trace file not available. Execution Trace in the Run window is set to
off. When running character-based applications in AionDS/2, the
explanation facility is not available

1 trace file not available. Execution Trace in the Run window is set to
Explanation only. When running character-based applications in
AionDS/2, the Explanation facility is available

2,3  trace file available. Execution Trace in the Run window is set to On.
When running character-based applications in AionDS/2, the
Explanation facility is available

4 The trace file displays on screen. When running character-based
applications in AionDS/2, the Explanation facility is available.
Execution Trace in the Run window is set to On

This field sets the TRACE-LEVEL profile option

Width controls the width of the trace output. The default is 76. If
the output is greater than the Width specification, it is
wrapped onto the next line and indented. A Width setting of
zero specifies no wrapping. You should set the Width to zero
when using the Include Timing Values option

This field sets the TRACE-PAGE-WIDTH profile option



Debugger

Compatibility
Settings

Customizing profiles

Include Timing Values

controls whether timing information is written to the trace file.
The default option is off (unchecked). If unchecked, Timing
information is not written to the system log file

If checked, each entry in the trace file is preceded by a system
time stamp. The time displays in milliseconds

This field sets the TRACE-TIMING profile option

Trace and the AionDS profile

If the trace file name in the Run Files window has pound signs (#) in the
filename, AionDS creates a unique trace file for each knowledge base
execution and for each session of AionDS running concurrently.

If the trace file name in the Run Files window is blank, AionDS does not
produce a file even if the trace is turned on.

Debugger controls whether the user can enter debug mode during knowledge
base execution. The default is Disabled.

This option can have one of the following values:

Disabled  cannot enter debug mode during knowledge base execution
Enabled  can enter debug mode during knowledge base execution

This field sets the DEBUG-MODE profile option.

HPO emulation controls whether checking for HPO compatibility is
performed during knowledge base development. The
default is OFF (unchecked). If unchecked, HPO
compatibility restrictions are not applied to knowledge
base development and execution. If checked, HPO
compatibility restrictions are applied to knowledge base
development and execution.

This field sets the HIGH-PERFORMANCE profile option.
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v5.10 Emulation

Environment

specifies whether sourcing operations by the inference
engine are compatible with Version 5.10 and 5.11 of
AionDS. See Appendix E of the General Reference for
more information. If you change this option, re-import
your knowledge base to ensure correct operation.

This field sets the 510-COMPATIBILITY profile option.

specifies the compatibility of AionDS on the PC with
AionDS on the mainframe. This option can have one of
the following values:

(O} AionDS on the PC emulates the operation of
AionDS on the mainframe, to the extent
possible

PC AionDS on the PC takes advantage of features
unique to the PC

This field sets the COMPATIBILITY profile option.
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Changing file settings

What to do 1 To change the log, trace, print, store, and auto-store files written by
AionDS, select Settings.Run Files. The Files Settings window displays.

= File Settings

Log: [2Ds.L0G]
Trace: |ADS.TRC
Print: |
Store: |

AutoStore; |AD5_ANS

Set | Cancel | | Help

2 Change the desired settings.
3 Click Set.

Result: The current file settings are replaced.

Log specifies the name of the system log file. For AionDS, the default is
ADSH#H###H#.1L.OG. A unique log is written for each instance of AionDS.

The Log filename is used only when AionDS is started. If you change the
Log filename, you have to restart AionDS for the change to be applied.

The value of the Log field is overridden if the ADSLOG environment variable
exists on the PC.

This field sets the LOG-FILE profile option.
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Trace specifies the file that stores the trace output. For AionDS, the default value
for this option is ADS#####. TRC. A unique file is written for each instance
of AionDS. If you do not specify a file in this field, the Execution Trace
controls in the Run window are not available.

The Trace field is overridden if you assign a file for the ADSTRACE
environment variable on the PC.

This field sets the TRACE-FILE profile option.

Print specifies the file name that receives the contents of the PRINTWINDOW
command when it is issued from the Consultation monitor. Component
AIONES also uses this file to print messages when you do not specify SHOW-
PROGRAM.

The value of the Print field is overridden whenever an ADSPRINT
environment variable exists on the PC.

This field sets the PRINT-FILE profile option.

Store the file name used by the Store command to store responses for a character-
based consultation. BACKUP-ENABLE must be on. The Store field is
overridden if an ADSRERUN environment variable exists on the PC.

This field sets the STORE-FILE profile option.

Auto Store the file name used by the Store command to store the responses to a
character-based consultation. BACKUP-ENABLE must be on. For AionDS, the
default is ADSH####H#.ANS

The Auto Store option is overridden if an ADSSTORE environment variable
exists on the PC

This field sets the AUTO-STORE-FILE profile option
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Changing run program settings

What to do

The run program settings are available in GUI AionDS but only apply to
running character-based knowledge bases.

1 To change the programs that replace parts of AionDS, select
Settings.Run Programs. The Run Programs Settings window displays.

= Program Settings

Set | Cancel | | Help

2 Change the desired settings.
3 Click Set.

Result: The current run program settings are replaced.

file name that specifies the program that replaces the Consultation monitor
when the user is asked for input

This field sets the ASK-PROGRAM profile option

M Tip: If you do not enter a program name for AsK, user input is disabled—
simulating CAES
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Show specifies the program that replaces the Consultation monitor during the
display of a message

M Tip: If you do not enter a program name for Show, message displays are
disabled for an entire consultation—simulating CAES

This field sets the SHOW-PROGRAM profile option

Graph specifies the program that AionDS uses instead of the default graphic
interface to display a graph

This field sets the GRAPH-PROGRAM profile option

Display specifies the program to execute when AionDS sources a Group object. If
you set Display to NUL, groups are not displayed

This field sets the DISPLAY-PROGRAM profile option
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What to do 1 To change the system settings, select Settings.System. The System
Settings window displays.
= System Settings
User Name: [Anonymous
Graphics Driver: |GF{EN.AD5
Swapper Threshold: |I]
Print
Page Length 66 Page Width 76
Error Message
) Off C On " Code only ® Text only
[ Load All States
[ Check All AL apont :
Set Cancel | Help |
2 Change the desired settings.
3 Click Set.
Result: The current system settings are replaced.
User Name ~ specifies the name of the user. The default is the name of the last user to

perform a save or export. If the User Name is blank, AionDS prompts you

for a user name during the first knowledge base operation

This fi

eld sets the USER-NAME profile option
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Graphics Driver specifies the name of the graphics driver. For AionDS graphical
development, use GRPM.ADS. Without this as the driver, AionDS graph
objects are not displayed when running under AionDS. For other
environments, use one of the following drivers

GRCO.ADS (with the letter ‘O’, not zero) specifies the IBM Color
Graphics Adapter (CGA) or compatible board. Graphs
display in red, yellow, and green, on a blue background.

GRCOI.ADS (with the letter ‘O’, not zero) specifies the IBM Color
Graphics Adapter (CGA) or compatible board. This
driver is recommended for monochrome monitors.
Graphs display in purple, white, and blue, on a black
background.

GREN.ADS specifies the Enhanced Graphics Adapter (EGA), or
compatible board, with at least 128KB on-board memory.
This driver is only used with enhanced color display
monitors. Graphs display in 16 colors.

GRENO.ADS (with zero, not the letter ‘O’) specifies the Enhanced
Graphics Adapter (EGA), or compatible board, with at
least 128KB on-board memory. This driver is only used
with enhanced color display monitors. Graphs display in
16 colors with a blue background.

GRENL.ADS specifies the Enhanced Graphics Adapter (EGA) or
compatible board. This driver is used with either color
display monitors or enhanced color display monitors.
Graphs display in 16 colors.

GRENB.ADS  specifies the Enhanced Graphics Adapter (EGA) or
compatible board. Use this driver with monochrome
monitors. Graphs display in black and white.
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GRVGA.ADS  specifies the Video Graphics Array (VGA) or compatible
board and a VGA-compatible monitor. Graphs display in
16 colors.

GRVGAOQ.ADS  (with zero, not the letter ‘O’) specifies the Video Graphics
Array (VGA) or compatible board and a VGA-compatible
monitor. Graphs display in 16 colors with a blue
background.

GRMCGA.ADS specifies the Multi-Color Graphics Array (MCGA) or
compatible board and an MCGA-compatible monitor.
Graphs display in black and white.

This field sets the GRAPHICS-DRIVER profile option

defines the number of bytes (in multiples of 1024K bytes) that is the upper
limit of the amount of physical memory that will be used to store the
knowledge base in AionDS. After this threshold is reached, parts of the
knowledge base not in use are swapped to disk. If Swapper Threshold is 0,
AionDS dynamically determines the amount of available memory and uses all
of it. The default value is 0

This field sets the SWAPPER-THRESHOLD profile option

Page Length specifies the number of lines to print on a page. The default is
66. This field sets the PRINT-PAGE-LENGTH profile option

Page Width specifies the width of the print output. The default is 76. This
field sets the PRINT-PAGE-WIDTH profile option

If the width of the print output is greater than the specified Page Width, the
output is wrapped onto the next line. A Page Width setting of zero specifies
no wrapping.
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Error Message

Load All States
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specifies the content of the display when an error occurs. The default radio
button is Text only

Select one of the following radio buttons:

On both the AionDS error code and error text display
Off AionDS error information is never displayed. This value is not
recommended

Code Only  only the AionDS error code displays

Text Only  only the AionDS error text displays. AES_ERRORNUM is
set to the numbers listed in the Aion Development System
Messages and Codes

When this field is set to On, Off, or Code Only, AES_ERRORNUM is set
to the number of the message in the message file

This field sets the ERROR-MESSAGE profile option

controls whether AionDS loads all contexts (states, classes, and vocabularies)
when knowledge base execution begins. The default is Off (the check box is
deselected)

If you deselect the check box, only the entry state is loaded when you run the
knowledge base—other contexts are loaded as they are needed

If you select the check box, all contexts are loaded when knowledge base
execution begins

This field sets the LOAD-ALL-STATES profile option



Check All

Auto Export

Customizing profiles

controls whether invalid objects are checked when the Save or Run
commands are executed

If you deselect the check box, invalid objects are not checked
If you select the check box, invalid objects are checked

This field sets the CHECK-ALL profile option

is @ number that specifies the number of Save commands that AionDS
executes before you are prompted to export your knowledge base. The
default is 0. With this default, you are never prompted to export your
knowledge base

This field sets the AUTO-EXPORT profile option
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Profile options not available from the Settings pull-down menu

Overview The following profile options cannot be changed using the Settings pull-
down menu. Use a text editor to edit the profile. The following profile
options are valid only when you are editing character-based applications.

Backup Mouse-Support**
Command-Preference Password-Program
Confirm-Delete* Rerun

Debug-Split Rule-Type*
Edit-Interrupt Save-Deleted-Lines
Flush-Typeahead SQL separators
Initial-Wrap-Mode Sorted-Export
Insert-Mode Tab-Width
Join-At-End Value-Can-Change*
Keep-Entry-Mode 600-Export

Match-parenthesis

*  This profile option is also valid when you are editing knowledge bases with a graphical
user interface.

**  This profile option is also valid when you are running character-based applications.

BACKUP specifies whether AionDS records user-sourced answers during a consultation.
The ability to back up and rerun a consultation both rely on recorded
answers. You can specify one of the following values:

No answers are not recorded

Yes answers are recorded

If you answer yes, AionDS saves answers in memory. For very long
consultations, saving information slows the consultation.
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controls the initial command mode for each monitor

COMMAND-
PREFERENCE

This option can have one of the following values:

COMMAND

initial command mode is to put the cursor on the command
line

initial command mode is to put the cursor in the Options
menu

specifies whether to AionDS to confirm to delete an object before AionDS

CONFIRM-DELETE

removes it.

ON

OFF

specifies that AionDS confirms before it deletes the object.
This is the default option

specifies that AionDS takes action before immediately
without confirmation

On the mainframe, it is sometimes useful to avoid confirmation when you
want to delete many objects by specifying them in the List Objects monitor.

specifies the division of the screen between the Consultation monitor and the
Debug monitor in AionDS on the PC. The default is OFF.

DEBUG-SPLIT

This option can have one of the following values:

OFF

ON

screen is not split between the Consultation monitor and the
Debug monitor

screen is split between the Consultation monitor and the
Debug monitor. The first 25 lines of the screen are reserved
for the Consultation monitor; the remaining lines display the
Debug monitor
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EDIT-INTERRUPT specifies the action AionDS takes when you enter an editor. The default is
ON.

This option can have one of the following values:

OFF cursor is positioned in the Windows menu or on the
command line when you enter an editor

ON cursor is positioned in an editor window when you enter an
editor
FLUSH-TYPEAHEAD controls whether characters typed before AionDS is ready to process them are

saved in AionDS on the PC. The default is ON.
This option can have one of the following values:

OFF characters that are typed ahead are saved and processed when
AionDS is ready for them

ON characters cannot be typed ahead

INITIAL-WRAP-MODE controls whether words are wrapped to the next line in AionDS on the PC.
The default is ON.

This option can have one of the following values:

OFF words cannot be wrapped; characters are not accepted after
you fill up the line

ON words are wrapped to the next line when you fill up the
original line
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JOIN-AT-END

KEEP-ENTRY-MODE

Customizing profiles

controls how characters are inserted in AionDS on the PC. The default is
ON.

This option can have one of the following values:

OFF characters are inserted at the cursor, replacing any existing
characters. This mode is also known as typeover mode

ON characters are inserted to the left of the cursor; existing
characters are not replaced

controls where text strings are joined in AionDS on the PC. The default is
OFF.

This option can have one of the following values:
OFF text is joined at the position of the cursor

ON text is joined at the end of the line

controls whether the current insert mode is kept after a function key is
pressed in AionDS on the PC. The default is ON.

This option can have one of the following values:

OFF insert mode is returned to the setting of INSERT-MODE after
a function key is pressed

ON insert mode is not returned to the setting of INSERT-MODE
after a function key is pressed
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MATCH-PARENTHESIS controls whether AionDS checks for unmatched parentheses when you edit a
text property. This option can have one of the following values:

ON AionDS notifies you of unmatched parentheses. This is the
default on the PC

OFF AionDS does not check. This is the default on the
mainframe
MOUSE-SUPPORT specifies whether to activate a mouse.
ON specifies mouse support is activated
OFF specifies no mouse support

The default is OFF. If you change this option, restart AionDS for your
change to take effect.

PASSWORD-PROGRAM specifies the program AionDS uses to replaces the security component of
AionDS when a protected knowledge base is loaded.

RERUN specifies rerunning a consultation after recording user-sourced answers during
a consultation. Rerunning a consultation relies on the answers recorded by
using the BACKUP option.

RULE-TYPE specifies the text to be put in the Rule Type property when a rule object is
first created. There is no default.

This option can have any of the Rule Type attributes

For more information: See Chapter 13, “Rule,” in the Aion Development
System General Reference.
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SEPARATORS

TAB-WIDTH
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controls whether deleted lines are kept in the paste buffer in AionDS on the
PC. The default is OFF.

This option can have one of the following values:

OFF deleted lines are not saved in the past buffer
ON deleted lines are saved in the paste buffer
DECIMAL specifies a single character to display as a decimal point

in a real number. This field sets the DECIMAL-
SEPARATOR profile option

THOUSANDS specifies a single character to display to separate
thousands (000) in a number. This field sets the
THOUSANDS-SEPARATOR profile option

SQL DECIMAL specifies a single character to display as a decimal point

SEPARATOR in a real number. The character is only used when
AionDS substitutes a real number for a parameter or
slot in an SQL statement

causes Export to output a sequenced file. Sorted export lets change/source
management systems control changes made to the knowledge base at the
Export file level.

controls the number of positions to move the cursor when the TAB key is
pressed in AionDS on the PC. The default is 4.
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VALUE-CAN-CHANGE specifies the default choice for the Value-Can-Change property of parameters
and slots. This option can have one of the following values:

» FALSE
» TRUE
= TRUE/ASK
600-EXPORT causes Export to output Version 6.0- and Version 6.1-compatible files.

These files can be processed by the AionDS Version 6.0 and 6.1 systems.
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Appendix
Building and Running Character-
Based Applications in AionDS

Introduction This appendix describes building and running character-based applications in
the GUI AionDS environment.

R Note: In AionDS/Win and AionDS/2, you cannot build and run a
character-based interface in the GUI environment. You must use a separate
character-based system.

In this appendix Topic Page
Building character-based applications A-2
Running character-based applications A-48
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Building character-based applications

Overview

A-2

User's Guide

You can use AionDS to build character-based applications to run on the PC
and mainframe. A character-based application is a program with a user
interface that displays screens using characters as the basic display unit—such
as in a DOS or OS/2 environment. A GUI application is a program with a
user interface that displays windows using graphics as the basic display unit—
such as in a Windows or PM environment.

Although you build objects in the same manner as described in chapters 3
and 5, use the Screen editor to build screens displayed in a character-based
application—you cannot use the Window editor (described in Chapter 6,
“Working with the Window Editor”) to build character-based screens. This
section describes how to build and edit screens using the Screen editor.

¥ Caution: To import an existing character-based knowledge base or build a
new character-based application, set the User Interface field in the Profile
monitor to character . See Chapter 3, “Working at the Knowledge Base
Level,” in the AionDS Users Guide (Character-based) manual for details about
opening or importing a character-based knowledge base. See Chapter 10,
“Customizing AionDS,” in the AionDS Users Guide (Character-based)
manual for details about the Profile monitor. The Screen editor used in
character-based applications is not available in a GUI application. You
cannot build the screens displayed in a character-based application.
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Porting to the mainframe

You can port character-based knowledge bases developed on the PC to the
mainframe.

For more information: See Appendix A, “Porting Knowledge Bases,” in
the AionDS General Reference for details about porting an application built
on the PC to the mainframe.

Authorize command

In GUI AionDS, there is no Authorize command nor any equivalent to it.
When you import a character-based knowledge base, any restrictions placed
on the knowledge base by the Authorize command are retained, but cannot
be changed.

For more information: See AionDS Users Guide (Character-based).
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Procedure for building screens

Procedure To build a screen for an object, perform the following procedure:

1 Open the Screen editor of the object to build a screen.

For more information: See “Opening the Screen editor” on page A-7.
2 Build a Display object for that object.

For more information: See “Creating new Displays” on page A-11.
3 Build the windows for the Display object.

For more information: See “Creating new windows” on page A-18.
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The Screen editor

Overview

The Screen editor is used to design the layout of windows in a Display object.
Display objects represent customized screens. Windows are areas in a
customized screen that you use to display or enter information, or use as
options that you can activate. The Screen editor allows you to see and
modify the way that the windows of the Display object appear on the screen.

The following is an example of the Screen editor.

Window Screen Help

Window Colors
% wWindow Position f_;&fiﬂ%f%g?;% fackgrowsl Region:

Layout I

Window Text |
Window Attributes
Window Properties

LT i|  Device:

Outline: |Hune i Link code: | |

| Field name: | |
: Title: | |

E
[l
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Screen editor and When using a Screen editor, you are really making changes to Display

Display objects objects. The Screen editor provides a consolidated place to manipulate all
windows owned by all Displays attached to a particular object. Use the
Window editor to create and edit windows that you place in a display.

Suppose you add a new Display object to a Parameter that doesn’t have any
Display objects attached. AionDS creates a new Display object in the
knowledge base. You can edit this Parameter’s Display using the Screen
editor or the Display object editor—just like any other object.

Screen editor for Although a screen is defined by a single object, for Groups and Instances the

Groups and Instances Screen editor represents several components that make up the object. The
displays are not attached directly to Groups and Instances. The Screen editor
for a Group object represents the Displays attached to the members of the
Group. The Screen editor for an Instance represents the Displays attached to
its slots.
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Opening the Screen editor

Overview In order to perform any Screen editor actions described in this section, have a
Screen editor window open and active. The description of Screen editor
actions assumes that you have already opened a Screen editor for an object.

You can design a screen for the following objects:

Parameter Instance
Slot Message
Group Class
Display Type
What to do To open a Screen editor for an object, perform the following steps:

1 Select the object to design a screen.

2 Select Object.Screen to open the Screen editor for that object. If you
select an object that cannot have a Display attached, the Screen
command is grayed out.

@ Alternative: Select the Edit Screen button from the Button bar.

Result: The object’s Screen editor displays and the Screen pull-down menu
displays in the menu bar.
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Summary of Screen editor commands

Overview This is a summary of the commands available in the Screen pull-down menu.
Display sub-menu This is a summary of the commands in Screen.Display:
New creates and attaches a new Display to the current object in

the Screen editor

Attach attaches existing Displays to an object
Detach detaches a Display from an object
Build builds a default Display for the current object in the Screen

editor. The default Display depends on the type of object

List toggles the Displays window on and off. The Displays
window shows a list of all of the displays attached to the
current object in the Screen editor

Window sub-menu This is a summary of the commands in Screen.Window:

New creates a new window in the Display currently being edited
in the Screen editor. The New Window dialog displays

This command is available only if a Display has already been
associated with an object (via New, Attach, Build, and so
on)

List toggles the Windows dialog on and off. The Windows
dialog shows a list of all windows in all Displays attached to
the current object in the Screen editor

Attributes lets you control the attributes of the window currently
selected. The Window Attributes dialog displays
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Colors

Position

Properties

Text

Building character-based applications

lets you control the colors of the window currently selected.
The Window Colors dialog displays

toggles the Window Position dialog on and off. The
Window Position dialog shows you the position of the
mouse cursor in the Layout window as well as the
coordinates of the currently selected Display window

lets you control the properties of the window currently
selected. The Window Properties dialog displays

lets you control the fixed text of the window currently
selected. The Window Text dialog displays. This option
only applies to Text windows

This is a summary of the rest of the commands that are available in the

Other Screen
commands

Screen menu:

Layout

Refresh

Hide

Show

Settings

toggles the Layout window on and off. The Layout window
is the place where you draw the screen and look at its layout

refreshes the Layout window, reflecting its current attributes

hides a window or Display that you select from the
Windows dialog or Displays window

shows a window or Display that you select from the
Windows dialog or Displays window

displays the Screen Settings window where you control the
display characteristics of the Screen editor
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Tile arrange all open Screen editor windows so that they appear
side by side and top to bottom within the Screen editor

Cascade arrange all open Screen editor windows so that they appear
layered one on top of another with only the title bar showing

Close All close all open Screen editor windows. This choice does not
save or discard the contents of the Screen editor windows

Saving the
appearance of
windows
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To save the appearance of the various windows in the Screen editor
(including the Displays window), select Settings.Set window template.

For more information: See Chapter 10, “Customizing AionDS.”
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Creating new Displays

What to do To create a new Display to attach to the object in the Screen editor, perform

the following steps:

1 Select Screen.Display.New. The New Display window displays.

New Display

Please select the objects for which you wish to
create displays.

Objects:

cl Ingredients

Cancel

2 In the Objects list box, select the object for which to create a display.
When editing a screen for Group or Instance, you can select multiple

objects for which to create a display.
3 Click OK.

Result: AionDS creates Displays for the selected objects. The name of the
Display object is the same as the name of the first object in the Objects list

box.

Building and Running Character-Based Applications in AionDS A-11



Building character-based applications

Alternative 1 To create a Display with a different name than the attached object, create
a Display object with Object.New.

2 Select Screen.Display.Attach to attach the Display to another object.

For more information: See “Attaching Displays to objects” on page
A-13.

Result: The Display is created and attached to the specified object.
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Attaching Displays to objects

What to do To attach one or more existing Displays to the object in the Screen editor,
perform the following steps:

1 Select Screen.Display.Attach. The Attach Display window displays.

Attach Display -

Please select the objects to which you wish to
attach displays.
Objects:
cl Hello =
~|
£ E
OK Cancel Help

2 Inthe Objects list box, select the objects to which to attach a Display.
3 Click OK. The Attach window dialog displays.

4 In the Attach window, there is a list of valid displays you can attach to
the selected object. Select one or more displays to attach to the object.

5 Click OK.
Result: The selected displays are attached to the selected object.
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Detaching Displays from objects

Whattodo ~ Todetach one or more Displays from the current object, perform the
following steps:

1 Select Screen.Display.Detach. The Detach Display window displays.
Detach Display

Please select the objects from which you wish to
detach displays.
Objects:
cl Hello 8
~
% i [>]
OK Cancel : | -Help

2 Inthe Objects list box, select the object from which to detach a Display.
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3 Click OK. The Detach dialog displays.

Displays:

Please select a display for [Class Hello].

‘di Hello [Hello]

<

Detach

Cancel

|
|

| Help

4 In the Detach dialog, there is a list of valid Displays you can detach from
the selected object. Select one or more displays.

5 Click OK.

Result: The selected Displays are detached from the selected object.
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Building default Displays

What to do To build a default display for the current object, perform the following steps:

1 Select Screen.Display.Build. The Build Display window displays.

Build Display _

Please select the objects for which you wish to
‘build default displays.
Objects:
cl Hello i) g
. ~|
[€ [3 ]
0K Cancel | Help

2 In the Objects list box, select the object for which to build a display.
3 Click OK.

Result: AionDS builds the default display based on the object type in the
Screen editor. AionDS has default displays for the following objects:

= Mmessages = instances
= parameters »  classes

« slots «  types

«  groups

% Caution: If the display already contains windows, they are deleted
before Build adds default windows.
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Listing the Displays in the current screen

What to do To list the Displays in the current screen,
» Select Screen.Display.List.
Result: The Displays window displays.

What you see The Displays window shows the names of the Displays used in the current

Screen editor. It also shows the names of the objects that are part of the
screen being edited.

Dhject Display P

pa pad (Main) paZ (Main)
pa pal (Main) pal (Main)

The example Displays window is for a Group called GROUP1. GROUP1
has two parameters and their attached Displays as members: PA1 and PA2.

The Display object PA1 is attached to parameter PA1 and the Display object
PAZ2 is attached to PA2.
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Creating new windows

Overview To create a new window, specify the type of window, its title, and Displays of

which it should be a part.

Windows types are the following:

Window types

Window

Function

ANSWER

BROWSE

BROWSEFILE

CERTAINTY

CHOICES

COMMAND-LINE

CONFIRM-MENU

CONSTRAINT

DESCRIPTION

EXPLAIN

FUNCTION-KEYS

retrieves an answer to the prompt

displays a system file (such as a trace file) during
runtime

displays the file specified in the File Name property
of a message

displays certainty information, if any

displays choices, if any

used to enter commands

holds the choices for the “Abort?” question
displays constraints on property values
holds a description for the Explanation facility
displays the explain text

holds function key assignments
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Continued

Window Function

GRAPHIC not currently used

INFORMATION used by the Explanation facility

INPUT holds a file name for STORE or PRINTWINDOW
commands. It is also used to hold certainty values
for certainty sets of records

KDL holds KDL text for the Explanation facility

MESSAGE-LINE

MESSAGE

OBJECTS-MENU

OPTIONS-MENU

PROMPT

SELECTION

SELECTIONINPUT

holds AionDS consultation messages
holds the message text

holds object names, such as the objects you can use
with the backup command

holds options

displays the prompt

used by the Explanation facility

accepts selection input for constrained strings and
constrained string sets. It is especially useful on the
mainframe because it separates the input from the
menu of possible answers

this window is used with the SELECT-INPUT profile

option. This profile option specifies the characters
that cause choices to be selected

Continued
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Continued

Window Function

SUMMARY used by the Explanation facility

TEXT holds text for display. Text windows can contain
literal text or TSL text. You can also use text
windows to create three-dimensional effects. Use
the CREATE command or press F4 or PF4 to create
windows

TEXTEDITINGKEYS displays the current function key assignments for
alternate key tables. It is only available on the
mainframe where there are three tables of
function key assignments

What to do To create a new window in the current Display, perform the following steps:

1 Select Screen.Window.New. The New Window dialog displays.

Tuype: |[HETTY 5|
Title: | |
Displays:

Recipe [Recipe] |

OK Cancel |  Help

A-20  User's Guide



For more
information

Building character-based applications

2 Inthe Type field, indicate the window type. Click on the arrow to
display a list of valid window types. Valid window types are those
appropriate to the current display.

For example, if the display is attached to a slot, you can create prompt
windows, answer windows, and so on. However, if the display is
attached to a message, you can create message windows but you cannot
create prompt or answer windows.

3 Inthe Title field enter a title in the default title location of the window.

4 The Displays list box indicates which Displays the new window will be a
part of. The Displays available from this list include any that are part of
the screen being edited.

5 Click OK.

Result: AionDS creates a window as part of the display you indicated. If the
Layout window is open, it shows this new window as part of the screen. The
Windows dialog lists the new window.

For more information: See “Listing and selecting windows in the current
screen” on page A-22.

To modify a window using the Screen pull-down menu commands, see
following sections:
“Modifying window attributes” on page A-24
“Modifying the selected window properties” on page A-27
“Modifying the selected window’s text properties” on page A-34
“Modifying window colors” on page A-34
To move, resize, copy, cut, and paste windows in the Layout window, see
following sections:
“Moving and resizing windows in the Layout window” on page A-39

“Cutting, copying, pasting, and deleting windows” on page A-38
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Listing and selecting windows in the current screen

List windows To list windows,
> Select Screen.Window.List.
Result: The Windows dialog displays.

What you see The Windows dialog shows the names of the windows belonging to the
screen. If there is more than one Display attached to the object (for example,
if you are looking at the Screen editor for a Group) each display and its
windows are listed in this dialog.

M Tip: The title bar of the Screen editor shows an exclamation mark (!) if
any windows are invalid.

The following example of the Windows dialog is for a Group called
GROUP1. GROUP1 has member parameters PA1 and PA2 and their
attached displays. The Display object PA1 is attached to parameter PA1 and
owns the Prompt for PA1 window. The Display object PA2 is attached to
PA2 and owns the Prompt for PA2 window.

Windows _
[ Type Dev Field Title Display 1
| Prompt * Promptior PAZ pa2

. Prompt * Promptfor PA1 pal _

i 3

The Windows dialog lists the windows attached to the current display. You
cannot edit the contents of this property directly. Instead, use the Screen
editor or the Window Properties editor to change the contents of the
individual windows.
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The following fields are shown:

Type identifies the type of window

Dev displays the Device-Type property value of the window
Field identifies the record or field name

Title identifies the title of the window

Display identifies the window’s attached display. This is useful

when the Screen editor shows groups of displays

To select a window from the Windows dialog,
» Click on the window.

@ Alternative: In the Layout window, click on a window to select it.
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Modifying window attributes

Overview The Attributes window controls the behavior of the currently selected
window.
Whattodo 1 Select awindow using the Windows dialog or the Layout window.

2 Display the Window Attributes dialog by selecting
Screen.Window. Attributes. The Windows Attributes dialog displays.

2 Window Attributes

-Window styles— -Monitor control
[+] Use menu [ Lock cursor
¥ Scrollable [_| Multiple- line text | | Reload
¥isible Input processin
¥ put p g
V] Auto- popup [IUppercase [ | Disallow unknown
] Auto- skip | Trim |_| Disallow empty list
[ | Check length

3 Select the desired options in this dialog.
4  Select Screen.Refresh.
@ Alternative: Select File.Save.

Result: The Layout window displays the window with its new attributes.
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Window Attributes The Window Attributes dialog contains the following groups of check boxes:
options
Window Styles, Monitor Control, and Input processing.

Window Styles

Read-only text in the window cannot be modified by the user
Scrollable text in the window scrolls

Visible user input to the window is printed on the screen. Most

windows have this checked. However, a window in which
the user enters a password might have this attribute
unchecked—to hide the password

Auto-popup  window pops up when the cursor enters the window

Auto-skip only valid on the mainframe. The cursor automatically skips
to the next window when the last character is entered
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Monitor control

Use menu answer choices are presented as a menu

Lock cursor cursor stays in the window until an answer is entered
Multiple-line multiple lines of text can be entered

text

Reload contents of the window are updated whenever the screen

is refreshed. Assignment to a field in a record does not
cause the window to be reloaded unless the assignment
causes the record to be processed. The window is not
reloaded if the window is modified

Input processing

Uppercase input is converted to uppercase
Trim AionDS trims leading or trailing blanks from input
Check length length of user input is checked

Disallow unknown  user cannot press F5 or PF5 to enter UNKNOWN

Disallow empty list empty list or set cannot be entered
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Modifying the selected window properties

What to do

The Window Properties dialog lets you control the properties of the window
currently selected.

1 Select a Display window using the Windows dialog or the Layout

window.

Display the Window Properties dialog by selecting
Screen.Window.Properties. The Windows Properties dialog displays.

I s| Device: = 8|
Qutline: Full-box ! Link code: =

Field name:

Title: PROMPT1
Set relative to bottom: [ Row [ Depth

Change the fields in this dialog. See following sections for information
about each field.

Select Screen.Refresh.
@ Alternative: Select File.Save.

Result: The Layout window displays the window with its new attributes.
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Valid values

Identifies the purpose of the window, such as to display a prompt, answer, or
constraint. The window type determines several characteristics of a window,
such as when it displays and whether the user can enter information in the
window

You can specify one of the following values. These types are explained in the
“Creating new windows” on page A-18.

ANSWER EXPLAIN OPTIONS-MENU
BROWSE FUNCTIONKEYS PROMPT
BROWSEFILE GRAPHIC SELECTION
CERTAINTY INFORMATION SELECTIONINPUT
CHOICES INPUT SUMMARY
COMMAND-LINE KDL TEXT
CONFIRM-MENU MESSAGE TEXTEDITINGKEYS
CONSTRAINT MESSAGE-LINE

DESCRIPTION OBJECTS-MENU

Outline

Valid values
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The Outline field specifies the kind of border you want around the window.
For example, you can specify FULL-BOX to place a full box around the
window or NONE to hide the outline.

This property can have one of the following values:

Value Description

BOTTOM-LEFT lines display on the bottom and the left side of the
field

BOTTOM-LINE line displays on the bottom of the field

Continued
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Value

Description

BOTTOM-RIGHT

FULL-BOX

TOP-LINE

HORIZONTAL-LINES

LEFT-LINE

NONE

OPEN-BOTTOM

OPEN-LEFT

OPEN-RIGHT

OPEN-TOP

RIGHT-LINE

TOP-LEFT

TOP-LINE

TOP-RIGHT

UNDERLINE

VERTICAL-LINES

lines display on the bottom and the right side of
the field

lines display on the bottom

an outline displays only at the top of the window
lines display on the top and bottom of the field

a line displays on the left side of the field

no lines display around the field

lines display on the top and the left and right sides
of the field

lines display on the top bottom and right side of
the field

lines display on the top bottom and left side of the
field

lines display on the bottom and left and right
sides of the field

a line displays on the right side of the field
lines display on the top and left side of the field
a line displays on the top of the field

lines display on the top and the right side of the
field

no lines display around the field, but the field
within the window is underlined

lines display on the left and right sides of the field
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Device

Purpose ~ The Device field specifies the type of monitor on which this window displays.
The default is an asterisk ( *).

Validvalues ~ The table below lists the Device specifications, the terminals to which they

apply, and the number of rows and columns in each.

Device Terminal Rows Columns Descriptions

N All Any  Any the vymdow dlsp.lays on every
monitor or terminal

PC* PC Ay Any the V\_/mdow displays on any PC
monitor

PC25  PC 25 80 the vymdow dlsplgys only.on
monitors supporting 25 lines and
80 columns

pCa3  PC 43 80 the vymdow dlsplgys only.on
monitors supporting 43 lines and
80 columns

PC50 PC 50 80 the vymdow dlsplgys only.on
monitors supporting 50 lines and
80 columns

M 3270 Ay Any the.wmdow dlsplays on any
mainframe terminal

M2 3270 24 80 the window displays only on

terminals supporting 24 lines and
80 columns
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Continued
Device Terminal Rows Columns Descriptions

the window displays only on

M4 3270 43 80 terminals supporting 43 lines and
80 columns
M5 3270 27 13 the window displays only on

terminals supporting 27 lines and
132 columns

Link-code

Valid values

This option can contain any alphanumeric character. An asterisk (*) in the
Link-code property indicates no link. No link is the default.

To establish a link between windows, use the same link code for each
window. For example, if the answer windows for the NAME, ADDRESS, and
DATE_OF_BIRTH slots all use link code A, the three windows are linked
together.

Field Name

Valid values

Specifies the name of a field in a record that corresponds to the window for
the Answer, Certainty, Choices, and Constraint windows of record
parameters. If the record field name is not specified for a window, AionDS
does not display a window when it displays the record during execution.

For other windows, the Field Name property contains a name to identify the
window. You can use the Field Name property to identify windows for use
with the c™ statements in KDL.

For more information: See Chapter 4 of the AionDS Language Reference.
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Purpose

Contains the title of the window. Titles can include TSL

Titles can only be displayed on a single line. The Title property lets you enter
more than one line of text because TSL statements might require more
characters than the actual display.

The text in the Title property overwrites the window outline if it is placed on
the same line the outline is on.

Set relative to bottom

Purpose

A-32

User's Guide

Specifies whether or not to set a window relative to the bottom of the screen.
You set the position of the window in the Layout window.

Row check box sets the last row for the window or title relative to the
bottom of the screen. The text portion of the window
begins the distance (as shown in the Layout window)
from the bottom of the screen and extends upward. The
position of the window relative to the top of the screen
might vary for different types of devices

Depth check box  sets the last row for the window relative to the bottom of
the screen. The window extends to the distance (as
shown in the Layout window) from the bottom of the
screen

If the window displays on a different screen, it displays the same number of
lines from the bottom of that screen. You should not specify relative
positions for both the row and depth of the same window.
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Modifying the selected window’s text properties

Overview The Window Text dialog lets you edit the fixed text of the window currently
selected. The Window Type must be Text.

What to do 1 Select a text window using the Windows dialog or the Layout window.

2 Display the Window Text dialog by selecting Screen.Window. Text. The
Window Text dialog displays.

< [>] |

3 Enter the text to appear in the window.

4 Select Screen.Refresh (or press F6).
@ Alternative: Select File.Save.

Result: The Layout window displays the window with its new text.
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Modifying window colors

Overview The Window Colors dialog controls the colors of the currently selected
window.
Whattodo 1 Select awindow using the Windows dialog or the Layout window.

2 Display the Window Colors dialog by selecting Screen.Window.Colors.
The Window Colors dialog displays.

w Window Colors
Region: ® Text O Title < Qutline

Foreground: Background:

Cyan +) [CIYCRM | 5 Prioht

Red Blue ! [ Blink

{Magenta Green

| Cyan L ——
‘White 4] Red Rasample text |

3 Indicate the area of the window in which to set colors by selecting a
Region radio button. The other controls in the Window Colors dialog
reflect the color characteristics of the selected region. For example, if the
Title radio button is selected, the Foreground, Background, Bright,
Blink, controls and the sample area reflect the colors of the selected
window’s title.
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4 The Foreground and Background list boxes contain the colors available
for the foreground and background of the window region selected by the
Region radio buttons. Select one color from each list box for each region
of the window.

The sample area shows how text for the selected window will look based
on the current selections in the Window Colors window. You do not
directly edit this part of the Window Colors dialog—it reflects the
current settings.

5 Use the Bright and Blink check boxes to indicate whether the color of a
particular region is bright or blinking.

On the PM desktop, Blink does not work the same as in a full-screen
execution of AionDS on the PC or mainframe. On the PM desktop,
Blink sets the background color to bright. For example, if the
background color is yellow and blink is selected, the window has a bright
yellow background on the PM desktop, but is normal yellow and
blinking when you run the consultation in full-screen mode.

6 Select Screen.Refresh.
@ Alternative: Select File.Save.

Result: The Layout window displays the window with its new colors.
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Ordering windows

Overview To indicate the order in which the windows display during a consultation,
use the Edit.Cut and Edit.Paste options to paste the windows in the desired
order. Windows display in the order that they are created.

M Tip: Windows that display later are placed on top of windows that were
displayed earlier.

What to do To reorder the windows, follow this procedure:
1 Select the window to move.
2 Cut the window to the clipboard by selecting Edit.Cut.Window.
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3 Paste the window back into the screen by selecting Edit.Paste. Window.
The Paste Window displays. Use the Paste Window to specify the order
in which windows are drawn on the screen.

Please select the display and the window order
for the window(s] to be pasted.

Displays:
Hello [Hello) =l |

Window Order:

Paste Cancel Help

4 Select the Display in which the window is to be pasted.

5 Select the window that displays immediately after the one to be pasted.
Do not select a window if you want to paste the window at the end of the
window list.

6 Click OK.

Result: The window is pasted into the display in the specified order.
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Cutting, copying, pasting, and deleting windows

Overview The concepts of cut, copy, paste, and delete discussed in Chapter 5,
“Working with Objects,” also apply to the Display windows in the Layout
window of the Screen editor. When you select any Display window or
windows, the Edit pull-down menu becomes active for the Display window.
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Moving and resizing windows in the Layout window

Overview There are a number of ways to move and resize the windows in the Layout
window. You can also move and resize window titles. To move windows in
the Layout window, first select a window.

Use the mouse to select and move a window or windows. You can resize the
windows by moving a window border with the mouse.

For more information: See Chapter 6, “Working with the Window

Editor.”
Selecting a window To select a window title, perform the following steps:
title
1 Deselect the window.
2 Place the tip of the mouse over the title and click.
Deselecting a window To deselect a window title,
title » Place the mouse over any of the following areas and click:
» Anarea of the window that is not a part of the title
« An area of the Layout window that is not part of a window
Moving the title of a To move the title of a window, perform the following steps:
window

1 Deselect the window.

2 Select the title.

3 Drag the title to the desired location.
4

Release the mouse button.
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Resizing a title You can only resize a title by changing the name. To resize a title, perform
the following steps:

1 Select from the Screen.Window.Properties. The Window Properties
dialog displays.

2 Change the text of the title in the Window Properties window.

A-40  User's Guide



Building character-based applications

Displaying the Window Position dialog

Overview The Window Position dialog shows you the position of the mouse cursor in
the Layout window and the size and position of the currently selected
window.

Whattodo > Display the Window Position dialog by selecting

Screen.Window.Position.
Result: The Window Position dialog displays.

-8 Window Position
Mouse: [2.31]
[row,col]: [5.14]
[depth,width): [8,50]
Title: [4,14]
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Displaying the Layout window

What to do » Selecting Screen.Layout.
Result: The Layout window displays.

What you see The Layout window shows the appearance of the windows of all of the
Displays that are attached to the object the Screen editor is associated with.

The example Layout window shown in the following example is from the
Screen editor for a Group called GROUP1. GROUP1 has members
PARAM1 and PARAM?2 and their attached displays. The Display object
PARAML1 is attached to parameter PARAM1 and owns the PROMPT1
window. The Display object PARAM2 is attached to PARAM2 and owns
the PROMPT2 window.

rPRAPTL
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Updating the Layout window

What to do To show all current changes in the Layout window,
» Select Screen.Refresh (or press F6).

Result: All current changes display in the Layout window.
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Hiding and showing selected windows or Displays

Overview Sometimes, you want to hide the windows or Displays shown in the Layout
window. You might want to do this so you can see a particular window you
are designing. Or you might want to see what the screen would look like
without the windows.

Hiding windows or 1 To hide windows or Displays, select the windows or Displays from one of
displays the following places:

« Displays window
«  Windows dialog
2 Select Screen.Hide.

Result: The selected windows and displays are hidden. All of the windows
that the selected Display owns are also hidden. Hide does not delete windows

or displays.
Showing awindowor 1 To show awindow or display that is hidden, select it from one of the
display following:

« Displays window
«  Windows dialog
2 Select Screen.Show.
Result: The selected window or display is shown.

M Tip: By default, the Explain window and window are not displayed
initially. Use Show to display these windows.
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Modifying Layout window characteristics

Overview The Screen Settings dialog controls the display characteristics of the Screen
editor.
Whattodo 1 To open the Window Settings dialog, select Screen.Window.Settings.

6

The Screen Settings dialog displays.

Screen Settings

H

Device type: [0 tg
(] Format TSL text

(] Load object text
] Show system displays

Set Cancel g . Help %

Use the Device Type pull-down list box to indicate the type of display to
use. Valid entries are available by selecting one from the drop-down list
or by entering a valid entry into the field.

Select the Format TSL text check box if the text in the Layout window
should be formatted by the TSL commands.

Select the Load object text check box if the text from the object should be
loaded into the Layout window.

Select the Show system displays check box if you want the Screen editor
window to include system Displays in the Displays, Window, and Layout
windows.

M Tip: Selecting all three check boxes previews what the screen looks
like at runtime.

Click Set.

Result: The new settings are applied to the Screen editor.
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Reorganizing the windows in the Screen editor

Overview
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You can reorganize the open windows in the Screen editor. Select one of the
following options from the Screen pull-down menu:

Tile arrange all open Screen editor windows to appear side by side
and top to bottom within the Screen editor

Cascade arrange all open Screen editor windows in the active Screen
editor to be layered one on top of another, with only the title
bar showing

Close All close all open Screen editor windows does not save or discard
the contents of the Screen editor windows, it only hides
them
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Running character-based applications

Overview

You can use AionDS to run character-based applications. The character-based
application is executed using the Consultation monitor. AionDS starts up
the Consultation monitor automatically when you run a consultation.

% Caution:

= In AionDS/PM, to run a character-based application you need not set the
Interface field in the Environment Settings window to GRAPHICAL
However, if there are GUI calls in the character-based application, errors
are reported.

= In AionDS/Win, to run a character-based application import the
application with the User Interface field in the Profile monitor set to
CHARACTERImporting the application with the User Interface field set
to CHARACTERddSs the WindowObject and DDEObject hierarchies to
the application. With these hierarchies, the character-based application
can be executed in AionDS/Win.

The Consultation monitor is the runtime component of AionDS that
displays information to and solicits information from the person running a
consultation. The Consultation monitor can solicit information to resolve
parameters and slots. It can also display parameters, slots, messages, graphs,
classes, instances, or any object that needs to resolve one of these objects
(such as a group object or a display object).

The appearance of the Consultation monitor varies, and is determined by the
display object associated with the information being presented or solicited.
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Customization You can customize the Consultation monitor in the following ways:
» Uuse the Screen editor to create displays and associate them with one or
more slots, parameters, classes, or messages

» use the KDL command cM™ to add, remove, and modify windows at
runtime and execute system commands based on information from the
screen

For more information: See Chapter 4 of the AionDS Language Reference.

What to do To run a character-based knowledge base, perform the following steps:

1 Select File.Open. The Open Knowledge Base window displays.
2 Select the knowledge base and any appropriate options.

For more information: See Chapter 3, “Working at the Knowledge
Base Level.”

3 Click Open. The knowledge base opens.
4 Select File.Run. The Run window displays.
5 Select the appropriate options.

For more information: See Chapter 3, “Working at the Knowledge
Base Level.”

6 Click Run.

Result: The Consultation monitor displays and the knowledge base is
executed.

If you enabled the debugger and selected the Running trace option, the
Debugger is activated and the Run pull-down menu, Call Stack ,and
Breakpoints windows display.

For more information: See Chapter 9, “Working with the Debugger.”
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Backup/Rerun

Running character-based applications

available only when you run a character-based knowledge base:

Store Answers

Preload Answers

specifies whether user-sourced answers are recorded
during knowledge base execution. The ability to
back up and the ability to rerun a knowledge base
both rely upon answers being recorded

If you select the check box, answers are recorded.
AionDS saves answers in memory. For very long
knowledge base executions, saving this information
slows the speed of the execution

If you deselect the check box, answers are not
recorded

This field sets the BACKUP-ENABLE profile option

specifies whether to load and display answers to
questions during the back up or rerun of a
knowledge base

If you deselect this check box, prior answers are not
displayed. The knowledge base execution only stops
to display messages and graphs

If you select this check box, prior answers are loaded
in the window and the object displays. The user
can change the answer before continuing

This field sets the PRELOAD-ANSWERS profile
option
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Index

6
600-export profile option, 10-46

A

abort, 3-12, 9-25
accelerator keys
supported for OCX, 6-92
access method
access string property, 7-11
adding, example of, 2-43
changing, 7-7
class definition property, 7-14
configurations, 7-3
data file name property, 7-16
data integrity check property, 7-17
data location property, 7-19
database property, 7-22
defining, 7-6
external sourcing property, 7-23
index file names property, 7-24
key fields property, 7-30
load mode property, 7-32
mapped slots property, 7-33
runtime, during, 7-4
selection criteria property, 7-34
table name property, 7-38
update mode property, 7-39
access method class, 7-5
access method:, 7-2
Access string property of access method, 7-11
accessing property values
OCXs, 6-91

adding libraries, 3-14
adding OCXs to windows, 6-90
ADI. see Automatic Database Interface (ADI)
aes_Desktop, 6-5
agenda, example, 2-15
AION.INI, 10-13
AionDS
application knowledge, 1-2
application window, 6-4
concepts, 1-2
contexts, 1-8
control knowledge, 1-2
features, other, 1-15
GUI, 1-5
GUlI library, 1-11
inference engine, 1-4
knowledge base, building, 1-14
object hierarchy, 1-7
objects, 1-2
primary window, 2-5
quitting, 2-8
starting, 2-5
tour, 2-2
utilities, other, 1-15
windows, 6-4
AionDS as client
creating links, 6-125
all resolutions check box
font settings window, 10-5
Alternate file name property, 7-12
Alternate key field property, 7-13
ancestors, definition, 4-9
application window
build, 6-27
definition, 6-27
description, 6-4

Index
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example, 2-18
apply

change sets, 8-12
AskDialog

definition, 6-29

use of, 6-29
Assigning a password, 3-42
attach display window, 0-13
attach object dialog, 6-99
attaching parameters, slots, messages to windows

attach object dialog, 6-99
attributes

knowledge base, setting for, 3-41
authorization

setting, 5-31
Authorization feature, 5-31
authorization push buttons, 5-32
authorize command, 0-3
AutoCommit option

commits, setting, 7-42
autoload mode specification, 7-32
automatic data interface

load mode, 7-32

updates, 7-39
Automatic Database Interface (ADI)

access method class, 7-5

database access method, 7-6

definitions, required, 7-4

persistent data, 7-5
automatic updating

multicolumn list boxes, 6-44
auto-popup attribute, 0-26
auto-save

description, 3-7
auto-skip attribute, 0-26
autoupdate specification, 7-39
Auvailable Libraries list, 3-14
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B

background color
change, 6-115
background list box
window colors dialog, 0-36
bindings property
inhibited, 9-12
orderby clause, 9-12
recency, 9-12
bitmap
creating, 6-66
displaying, 6-66
bitmaps
instance, link to, 6-108
BitmapWindow. see also bitmap
definition, 6-66
blink check box
window colors dialog, of, 0-36
Boolean values, displaying, 6-48
break points
collection, setting on, 9-9
default, 9-8
definition, 9-7
deleting, 9-9
listing, 9-9
object, setting on, 9-8
property, setting on, 9-8
break points, deleting all, 9-9
bright check box
window colors dialog, of, 0-36
browse window, 3-25
AionDS/2, in, 3-25
AionDS/Win, 3-25
answer window, 0-19
build display, 0-16
building multicolumn list boxes, 6-39
button bar
customizing, 10-6



defined, 2-6
run, 2-17

save KB, 2-45
save object, 5-6
task help, 3-46

C

call stack, 9-18
called by
in graph, 4-23
called object, stopping on, 9-10
calls
in graph, 4-23
cascade
list, editor, and screen windows, 3-45
property windows, 5-42
screen property windows, 0-48
change management. See also conflicts
change sets, 8-2
change sets, integrate, 8-21
check in, 8-11, 8-12
check out, 8-6, 8-19
command summary, 3-26
compare, 8-14, 8-23
conflict, resolving, 8-23
copy, 8-21
cut, 8-21
delete, 8-21
disable, 8-18
enable, 8-17
list, 8-7
master knowledge base, 8-2
menu commands, 8-5
open, 8-9
out-of-synch working copy, 8-20
overview, 8-1
paste, 8-21

print, 8-15
procedure, 8-4
starting, 8-17
stop, 8-18
working copy, 8-2

Change Obiject Authorization window, example

of, 5-31
change sets
apply, 8-12
check in, 8-11
conflict, resolving, 8-23
copy, 8-21
cut, 8-21
listing, 8-7
open, 8-9
paste, 8-21
properties, 8-9
changed instances property, 9-13
changes, tracking. see change management
Changing an object’s authorization, 5-31
changing object authorization, 5-31
character-based application
definition, 0-2
running, 0-49
check box
build, 6-48
definition, 6-48
use of, 6-48
check in, 8-11
check length attribute, 0-27
check out, 8-6
child windows
groups, organizing, 6-103
tabbing order, setting, 6-104
class
concept, 1-8
description, 1-9
new class dialog, 6-15
properties, database-related, 7-10
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class definition
definition, 7-2
exporting, example of, 2-44
import, 7-8
property, 7-8
property of access method, 7-14
reverse generating, example of, 2-43
client
building, 6-122
Client class
creating static instances, 6-122
client instance
creating, 6-124
close
knowledge base, 3-8
object, 5-15
object, without saving, 5-16
property windows, 5-37
close all
list, editor, and screen windows, 3-45
properties, 5-42
screen property windows, 0-48
color

background not displayed in 3-D, 6-115

background, change, 6-115
color dialog, 6-116
text, change, 6-115
colors of display windows, 0-35
ColumnLB
appearance, 6-38
attaching to data classes, 6-39

building multicolumn list boxes, 6-39

columns, 6-38
components, 6-38

data classes, 6-39
formatting, 6-42, 6-43
instances, 6-38
introduction, 6-38
ordering columns, 6-43
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ordering slots, 6-43

rows, 6-38

slots, 6-38
columns

ColumnLB, 6-38

formatting, 6-42, 6-43

multicolumn list boxes, 6-38

ordering, 6-43

represent slots in ColumnLB, 6-42
combo box

build, 6-45
ComboBox. see also list items, ListBox

definition, 6-45
command-preference, 10-41
Commit Mode property

AutoCommit, 7-42

OnRequest, 7-42
commits

setting, 7-42

unit of work, 7-15, 7-42
compare command, 8-14
compatibility

with version 6.0, 10-46
components and appearance

ColumnLB, 6-38

multicolumn list boxes, 6-38
confirm-delete, 10-41
conflict

resolving, 8-23

single, resolving, 8-24
conflicts

apply order, 8-24

change sets, two or more, 8-25

multiple, resolving, 8-25
contexts

defined, 4-19

dependent and independent, 1-8
control windows, 6-5
controls. see also push button



and objects, 6-87
bitmap window, 6-66
build, 6-7
check box, build, 6-48
combo box, build, 6-45
create, how to, 6-14
group box, 6-52
group box, build, 6-52
group box, including in, 6-54
hot regions, 6-69
icon, building, 6-79
label window, build, 6-33
list box, build, 6-36
logic, adding, 6-8
menu item, 6-55
menu item, build, 6-55
methods/functions, adding, 6-97
mnemonics, adding, 6-106
move, 6-17
radio button, build, 6-48
resize, 6-17
scroll bar, building, 6-82
text window, build, 6-33
toolbar, 6-59, 6-62
conversations
definition, 1-13, 6-120
modify, 6-125
when active, 6-122
copy
knowledge base, 3-28
text, 5-43
windows, 6-21
create
knowledge base, 3-2
object, 5-4
creating
frames, 6-93
objects, 5-4

objects owned by library objects, 5-3

OCXGs, static, 6-89

OLE objects, 6-93

OleControl instances, static, 6-89
creating Client instances

using Window editor, 6-122
creating data items

using Window editor, 6-130
creating Link instances

using Window editor, 6-125
current directory

specifying, 3-4
current path

default, 3-4
customizing

3-dimensional look, 10-8

auto-save time, 10-9

button bar, 10-6

database settings, 10-25

editor, 10-12

file settings, 10-31

message bar, 10-6

run program settings, 10-33

run settings, 10-27

saving settings, 10-13

screen fonts, 10-3

system settings, 10-35

tab width, 10-11

window settings, saving, 10-13

window size and position, 10-12
cut

text, 5-43

windows, 6-21
cut and paste

between applications, 5-44

between knowledge bases, 5-21

moving and cloning, 5-22

objects, 5-19

text, 5-43

Index
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D

data classes
and ColumnLB classes, 6-39
Data file name property of access method, 7-16
Data integrity check property of access method,
7-17
data item
description, 6-129
data items
creating static instances, 6-130
modifying, 6-133
Data location property of access method, 7-19
database
creating from AionDS, example of, 2-44
export class definition, 7-9
import class definition, 7-8
linking to, example of, 2-43
settings, customizing, 10-25
Database property of access method, 7-22
database pull-down, 7-2
access method, 7-8, 7-9
export definition, 7-9
generate class, 7-9
generate slots, 7-8
import definition, 7-8
database settings window, 10-25
date values, displaying, 6-82
dBASE data access
class definition property, 7-14
data file name property, 7-16
data integrity check property, 7-17
external sourcing property, 7-23
index file names property, 7-24
key fields property, 7-30
load mode property, 7-32
mapped slots property, 7-33
selection criteria property, 7-34
update mode property, 7-39

[-6 User's Guide

DBMS statement

commits, setting, 7-42
rollbacks, setting, 7-42

DDE

AionDS as client, building, 6-122
AionDS as server, building, 6-129
client, 6-121

client instance, creating, 6-124
command, 6-13

conversations, modify, 6-125
data item, 6-129

data items, modifying, 6-133
introduction, 6-120

library, 1-13

link instance, creating, 6-127

link instances, modifying, 6-128
links, 6-125

server, 6-121

topic, 6-129

warm vs. hot link, 6-125

DDEODbiject class library, 1-13
DDESystem vocabulary, 1-13
debugger

abort, 9-25

bindings property, displaying, 9-12

break point, 9-7

break point, go to next, 9-11

break points, default, 9-8

break points, deleting, 9-9

break points, listing, 9-9

call stack, displaying, 9-18

changed instances property, displaying, 9-13
description, 9-1

effect of assignment property, displaying, 9-13
errors, most common, 9-20

execution trace, displaying, 9-15

execution, continuing, 9-10

forward fire agenda, displaying, 9-13
function values, displaying, 9-14



immediate rules, 9-22
instance values, displaying, 9-14
knowledge base, saving, 9-27
knowledge base, verify corrections, 9-28
matches property, displaying, 9-13
object properties, changing, 9-19
objects, displaying, 9-12
objects, saving, 9-26
on-request rules, 9-23
parameter values, displaying, 9-14
parameters, 9-21
pattern-matching rules, 9-24
pop command, 9-11
procedure, 9-3
run knowledge base with, 9-4
slots, 9-21
step into, 9-10
suspend execution, 9-8
trace, 3-9
debug-split, 10-41
decimal-separator, 10-24, 10-45
default
properties, 5-34
delayed rules property, 9-13
debugger, 9-13
delete
knowledge base, 3-33
objects, 5-17
windows, 6-22
deleting libraries, 3-15
descendents, definition, 4-9
DesktopWindow, 6-5
detach display, 0-14
device type field
of window settings dialog, 0-46
Device-type, 0-31
DialogBox. see also AskDialog, ShowDialog
definition, 6-4, 6-29
dialogs

AskDialog, 6-29

build, 6-29

create, how to, 6-14
creating, example of, 2-28
move, 6-17

open, how to, 6-16
resize, 6-17

ShowDialog, 6-29

direct manipulation. see objects, moving and cloning

directories list box

knowledge base window, 3-4
disallow empty list attribute, 0-27
disallow unknown attribute, 0-27
display command, 9-12
displaying

instances in other classes, 6-38
displays list box

new window dialog, of, 0-22
displays window, 0-18
down

in jJump, 5-13
drop down combo box. see combo box
drop down list combo box. see combo box

E

edit
object, 2-15
edit hot region
command, 6-13
edit pull-down, 5-19, 5-43
editing OLE objects
in container windows, 6-96
in native environments, 6-96
editors
screen, 0-5
effect of assignment property, 9-13
embedding

Index
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and linking, 6-87

OLE objects, 6-87
empty frames

OLE objects, 6-95

OleObiject instances, 6-94
Entering new password, example of, 3-44
entry state, 1-9

application window, to open, 6-4

changing, 5-52
environment settings

interface option, 3-2

interface, setting, 6-10
environment settings window, 10-20
error handling

setting up, 7-43
errors

fixing, 9-7

handling for SQL-generated, 7-43
Example of

Change Object Authorization window, 5-31

entering new password, 3-44

Passwords window, 3-43
examples

multicolumn list boxes, 6-38
execution trace, 3-9
export

class definition to external database, 7-9

knowledge base, 3-20

object, 5-47
export file, sorting, 10-45
External sourcing

property of access method, 7-23

F

Field-name property, 0-32
file pull-down
browse, 3-25
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close, 3-8
export, 3-20
import, 2-9
new, 3-2
open, 3-5
print, 3-21, 5-50
run, 2-17
save, 2-45, 3-7
utilities, update, 2-11
file settings
customizing, 10-31
focus, definition, 4-20
font
sample, 10-5
types of fonts, 10-4
foreground list box
window colors dialog, of, 0-36
format
of Object List window, 4-28
of printout, 3-22, 5-51, 8-16
format TSL check box
of window settings dialog, 0-46
formatting
ColumnLB statically (at edit time), 6-42
columns in ColumnLB, 6-42, 6-43
columns in multicolumn list boxes, 6-42,
6-43
columns statically (at edit time), 6-42
multicolumn list boxes statically (at edit
time), 6-42
forward fire agenda property, 9-13
frames
creating for OLE objects, 6-93
empty, 6-86, 6-95
function
creating, example of, 2-25
functions
windows, adding to, 6-97



G

go command, 9-11
graphic
instance, link to, 6-108
graphical user interface
building, 6-6
grid
activate, how to, 6-17
command, 6-13
description, 6-17
GROCERY
functions, 2-3
introduction, 2-2
logic, 2-4
menus, 2-4
objects, 2-4
windows, 2-4
GROCERY2 knowledge base, 2-21
group box
build, 6-52
controls, including, 6-54
definition, 6-52
tabbing order of controls, 6-54
groups
child window order, setting, 6-105
child windows, including, 6-105
child windows, organizing, 6-103, 6-105
order children dialog, 6-103
groups and instances in screen editor, 0-6
GUI application
definition, 0-2
GUlI library, 1-11

hidden

hidden properties, 5-35

open property window, 5-35
hide

windows and displays, 0-45
hierarchy

owns, 2-13

slots/methods, 2-14
hot region

delete, 6-73

mouse pointer, displaying in, 6-72

new hot region command, 6-70

user slot values, modifying, 6-73
hot regions

build, 6-70

edit hot region dialog, 6-70
HotRegion

definition, 6-69

use of, 6-69
hypertext. see on-line help

H

help
how to access, 3-46

icon
building, 6-79
graphic, creating, 6-79
icon window. see also Icon
creating, 6-79
definition, 6-79
size, 6-79
tool palette, 6-79
icons
button bar, 2-6
instances, link to, 6-108
minimize. see minimize icons
image instance
bitmap/icon/mouse pointer, link to, 6-108
delete, 6-112
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description, 6-108
graphic filename, 6-110
name, change, 6-110
new image dialog, 6-108
open image dialog, 6-110
parent class, change, 6-110
import
external database definition, 7-8
import knowledge base window, 2-9
knowledge base, 2-9, 3-17
object, 5-49
Include Libraries list, 3-14
include subtrees check box
of delete window, 5-17

Index file names property of access method, 7-24

inference engine, 1-4
inherited properties, 5-40
inherited, definition, 5-27
initial-wrap-mode, 10-42
inserting
OLE objects, 6-94
Insert-mode, 10-43
installing
OCXs, 6-89
instance. see also image instance
instances
ColumnLB, 6-38
creating OCX statically, 6-89
creating OleControl statically, 6-89
definition, 1-9
multicolumn list boxes, 6-38
OleControl, 6-85
OleObject, 6-85, 6-86, 6-88, 6-94
rows display data in ColumnLB, 6-38
instances and groups in screen editor, 0-6
integer ranges, displaying, 6-82
interface
setting, 6-10

[-10 User's Guide

J
jump
defined, 5-12

from active object, 5-13
jump window, 5-14

K

Key fields property of access method, 7-30
keyboard support for OCXs, 6-92
knowledge base

building, 1-14

changes, tracking, 8-1

closing, 3-8

components, 1-6

copy, 3-28

create, how to, 6-10

creating, 3-2

current directory, specifying, 3-4

definition, 1-2

deleting, 3-33

entry state, 1-9

example, 2-2

export, 3-20

hierarchy window, 2-12

import, 3-17

importing, 2-9

modifying, example of, 2-20

moving, 3-36

opening, 3-5

preparing, 3-38

print, 3-21

read-only access, 3-4

running, 3-9

saving, 3-7

set attributes, 3-41

testing example, 2-46



update, 3-31
updating, 2-11
knowledge base attributes window, 3-41
knowledge base, graphical
create, 6-10
knowledge bases
character-based, 2-7
included libraries, updating, 3-16
number of included libraries, 1-3
knowledge bases list box, 2-9
knowledge base window, 3-4

L

label box
adding, example of, 2-31
label windows
build, 6-33
layout window
definition, 0-43
libraries
adding, 3-14
definition, 1-3
deleting, 3-15
main state, including, 1-3
modified, updating to knowledge bases, 3-16
objects owned by objects, creating, 5-3
objects, modifying, 1-3
restrictions, 1-3, 5-3
size limit, 1-3
size limitations, 5-3
Link class
creating static instances, 6-125
link instance
creating, 6-127
link instances
modifying, 6-128
Link-code, 0-32

linking
and embedding, 6-87
OLE objects, 6-87
list
change sets, 8-7
in screen display, 0-18
list box
adding, example of, 2-35
build, 6-36
list format
by details, 4-16
by graph, 4-22
by hierarchy, 4-18
by icon, 4-14
by name, 4-15
list items. see also ComboBox, ListBox
ListBox, 6-36. see also ComboBox, list items
definition, 6-36
use of, 6-36
Load mode property of access method, 7-32
load object text check box
of window settings dialog, 0-47
lock cursor attribute, 0-27
logic, adding to windows, 6-97

M

main state, 5-52. See entry state
libraries, including with, 1-3
Manage Knowledge Base Library List dialog, 3-14
managing libraries, 3-13
Mapped slots property
of access method, 7-33
matches property, 9-13
menu bar
defined, 2-5
menu item. see also separator lines
adding, example of, 2-22
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append, 6-57
build, 6-55
change, 6-57
definition, 6-55
deleting, 6-58
insert, 6-58
menu items
command, 6-13
menu selections
creating, 6-57
message bar
customizing, 10-6
defined, 2-6

message boxes. see also ShowDialog. see also

DialogBox
messages
windows, attaching, 6-99
method
creating, example of, 2-25
methods
command, 6-13
definition, 1-9
methods dialog, 6-97
windows, adding to, 6-97
methods dialog
displaying, 6-97
minimize icons
create, 6-114
mnemonics
controls, adding, 6-106
group boxes, for, 6-107
label windows, for, 6-106
supported for OCX, 6-92
modified
open property window, 5-35
option of status, 4-8
Monitors and facilities
screen editor, 0-5
mouse pointer
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change shape, 6-113

graphic file, create, 6-113

hot region, displaying in, 6-72
mouse pointers

instances, link to, 6-108
mouse-support, 10-44
move

knowledge base, 3-36

title of a display window, 0-40
multicolumn list boxes

appearance, 6-38

building, 6-39

columns, 6-38

components, 6-38

example, 6-38

formatting, 6-42, 6-43

instances, 6-38

ordering columns, 6-43

ordering slots, 6-43

rows, 6-38

slots, 6-38

updating automatically, 6-44
multiple line text attribute, 0-27

N

name field
new object window, 5-5
of new object window, 2-40
select objects window, 4-6
new
display, 0-11
window in screen, 0-21
new display window, 0-11
objects list box, 0-11
new hot region
command, 6-13
new image



command, 6-13
new image dialog, 6-108
new object window, 2-40
new window
command, 6-13
dialog, 6-14
new window dialog
definition, 0-21
no relation
in graph, 4-22
noupdate specification, 7-39

O

object
close, 5-15
close without saving, 5-16
collect, 4-2, 4-29
creating, 5-4
cut and paste, 5-19
delete, 5-17
determining if changed, 5-25
editing, 5-33
editor, 1-14
editor, open, 5-9
editor, opening more than one, 5-10
list, 4-2
open object window, 5-10
properties, close, 5-37
properties, definition, 1-9
properties, opening, 5-35
saving, 5-6
saving with errors, 5-6
specialize, 5-40

object list
by details, 4-16
by graph, 4-22
by hierarchy, 4-18

listing parents, 4-20
concealing owned objects, 4-19
instances, 4-20
listing knowledge base hierarchy, 4-20
navigating, 4-20
owned objects, 4-19
slots/methods, 4-20
by icon, 4-14
by name, 4-15
expand/collapse branches, 4-19
Obiject List window
definition, 4-1
object lists
change format, 4-28
object pull-down
close, 5-15
collect, 4-29
export object, 5-47
import object, 5-49
new, 2-40, 5-4
open, 5-9
save, 5-6
screen, 0-7
objects
and controls, 6-87
changing in included library, 1-3
creating, 5-4
definition, 6-87
embedding, 6-87
hierarchy, 1-7
inserting, 6-94
linking, 6-87
listing, 4-3
moving and cloning, 5-22
owned by library objects, creating, 5-3
setting authorization, 5-31
user editing, 6-96
viewing while running, 3-11
OCXs
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accelerator keys, support for, 6-92
adding to windows, 6-90

and objects, 6-87

creating, 6-89

Default PushButton style, 6-92
definition, 6-87

installing, 6-89

instances, 6-85, 6-89
introduction, 6-85

keyboard support, 6-92
mnemonics, support for, 6-92
property values, 6-91
registering, 6-89

Registration Database, 6-89
tabbing, support for, 6-92
toolbars, 6-96

OLE

controls and objects, 6-87
definition, 6-86

embedding, 6-87

linking, 6-87

object linking and embedding, 6-87
objects and controls, 6-87

support in AionDS/2, 6-86

OLE objects

creating, 6-93

creating frames, 6-93
definition, 6-87

editing, 6-96

empty frames, 6-95

inserting, 6-94

introduction, 6-85

OleObject class, 6-86, 6-88
OleObject instances, 6-86, 6-88
persistence of edits, 6-86, 6-95
processing user input, 6-93
registering, 6-93

Registration Database, 6-93
saving user input, 6-86
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slots, 6-86, 6-88

StoragelD slot, 6-86, 6-88

toolbars, 6-96

user editing, 6-96

user input, 6-93, 6-95
OleControl class

and OleObiject class, 6-86

instances, 6-85, 6-89

support for OLE, 6-88
OleObject class

and OleControl class, 6-86

empty frames as instances of, 6-94

instances, 6-86, 6-88, 6-94
support for OLE, 6-88
user input, 6-86

on-line help
how to access, 3-46

onrequest load mode specification, 7-32

OnRequest option
commits, setting, 7-42
rollbacks, setting, 7-42

onrequest update specification, 7-39

open
change sets, 8-9
knowledge base, 3-5
object editor, 2-15
properties, 5-35
screen editor, 0-7
open image
command, 6-13
open image dialog, 6-110
open object check box
new object window, 5-5
of new object window, 2-40
open object window, 5-10
open properties, 5-35
open window
command, 6-13
dialog, 6-16



order
of windows in screen, 0-37
order children
command, 6-13
ordering columns
ColumnLB, 6-43
multicolumn list boxes, 6-43
ordering slots
ColumnLB, 6-43
multicolumn list boxes, 6-43
Outline

property of window properties editor, 0-29

outline check box

font settings window, 10-5
owned by

in graph, 4-22

in jump, 5-12
owner field

new object window, 5-5

of new object window, 2-40

select objects window, 4-6
owns

in graph, 4-22

in jump, 5-12

P

palettes, 6-79
parameters

windows, attaching, 6-99
parameters, debugging, 9-21
password-program, 10-44
Passwords

assigning, 3-42
Passwords window, example of, 3-43
paste

text, 5-43

windows, 6-21

persistence
OLE objects, 6-86, 6-95
user changes, 6-86
persistent data
definition, 7-5
porting to mainframe, 0-3
position
command, 6-13
dialog, 6-18
dialog, how to display, 6-18
preload answers, 0-51
prepare
knowledge base, 3-38
primary window, 2-5
primary windows. see StandardWindow
print
change sets, 8-15
knowledge base, 3-21
objects, 3-21, 5-50
print window, 3-21, 5-50
sort window, 3-24
print format window, 3-23
processing user input
OLE objects, 6-93
persistence in OLE objects, 6-86
saving user edits in OLE objects, 6-86
user editing, 6-96
profile
customizing, 10-14
Profile monitor
command-preference, 10-41
confirm-delete, 10-41
debug-split, 10-41
decimal-separator, 10-24, 10-45
initial-wrap-mode, 10-42
insert-mode, 10-43
mouse-support, 10-44
password-program, 10-44
select-input, 10-24

Index
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value-can-change, 10-46
profile options, enhancements, 10-45 SQL database, 10-26
PROFILE.ADS, 10-15, 10-19 SQL interface, 10-26
profiles store file setting, 10-32
ask program setting, 10-33 swapper threshold system setting, 10-37
auto export system setting, 10-39 thousands separator, 10-24, 10-45
auto store file setting, 10-32 time mask option, 10-23
changes, when applied, 10-17 trace file setting, 10-32
changing with text editor, 10-19 trace include timing values, 10-29
check all system setting, 10-39 trace level, 10-28
comparison tolerance option, 10-20 trace width, 10-28
date mask option, 10-23 unknown input option, 10-24
dBASE version, 10-25 user name system setting, 10-35
debugger, 10-29 v5.10 emulation, 10-30
definition, 10-15 yes strings option, 10-23
display device type option, 10-22 PROFSYS.ADS, 10-15
display program setting, 10-34 prompts. see AskDialog, DialogBox
environment, 10-30 properties

SQL access string, 10-26

environment, changing, 10-20

error message system setting, 10-38
file date mask option, 10-23

file no strings option, 10-23

file time mask option, 10-23

file yes strings option, 10-23

graph program setting, 10-34
graphics driver system setting, 10-36
HPO emulation, 10-29

interface option, 10-21

load all states system setting, 10-38
loading, 10-15

loading automatically, 10-15
loading manually, 10-16

log file setting, 10-31

no strings option, 10-23

print file setting, 10-32

print page length system setting, 10-37
print page width system setting, 10-37
saving, 10-18

show program setting, 10-34
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access string, 7-11
accessing values, 6-91
alternate file name, 7-12
alternate key field, 7-13
and slots or styles in OCX, 6-91
change sets, 8-9

class definition, 7-14
data file name, 7-16
data integrity check, 7-17
data location, 7-19
database, 7-22
device-type, 0-31
external sourcing, 7-23
field-name, 0-32

index file names, 7-24
key fields, 7-30
link-code, 0-32

load mode, 7-32
mapped slots, 7-33
outline, 0-29

selection criteria, 7-34



table name, 7-38
title, 0-33
update mode, 7-39
window type, 0-29
properties, object
definition, 1-9
property
defaults, 5-34
determining if changed, 5-25
inherited, 5-40
opening, 5-35
property pull-down, 5-33
window name considerations, 5-36
windows
making active, 5-38
property values
accessing OCX, 6-91
property windows
reorganizing, 5-42
push button
adding, example of, 2-37
build, 6-74
default, setting as, 6-76
definition, 6-74
Push buttons
type of object authorization, 5-32

update mode property, 7-39

Q

QSAM data access
class definition property, 7-14
data file name property, 7-16
data integrity check property, 7-17
data location property, 7-19
external sourcing property, 7-23
load mode property, 7-32
mapped slots property, 7-33
selection criteria property, 7-34

R

radio button

build, 6-48

definition, 6-48

use of, 6-48
range of values, displaying, 6-82
read byline graph, 4-23
read-only attribute, 0-26
reads

in graph, 4-23
refresh

screen editor, 0-44
region radio buttons

of window colors dialog, 0-35
registering

OCXs, 6-89

OLE objects, 6-93
Registration Database

OCXs, 6-89

OLE objects, 6-93
relation radio buttons

jump window, 5-13
reload attribute, 0-27
replace, 5-45
resize

title of a display window, 0-41
restart, 3-12
restrictions

libraries, 1-3, 5-3
reverse generation. See class definition
rollbacks

setting, 7-42

unit of work, 7-15, 7-42
rows

ColumnLB, 6-38

Index
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display instance data in ColumnLB, 6-38 owner, 4-11

multicolumn list boxes, 6-38 owner and up, 4-11
rule scope radio buttons
creating, example of, 2-41 select objects window, 4-9
run Screen
application window, 2-18 browse window, 0-19
display device, 3-10 description of editor, 0-5
example, 2-16 see also Screen file:, 0-5

knowledge base, 2-17
knowledge base profile, 3-10
rerun, 3-10
run files settings window, 10-31
Run menu
summary, 9-5
run program settings
customizing, 10-33
run programs settings window, 10-33
run pull-down
abort and restart, 3-12
run settings
customizing, 10-27
run settings window, 10-27
run window, 3-9
backup/rerun, 0-51
preload answers, 0-51
store answers, 0-51

S

sample area
of window colors dialog, 0-36
save
object, 5-6
settings, 10-13
saving user input
OLE objects, 6-86
scope radio button
KB, 4-12
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screen editor
display objects, 0-6
opening, 2-7, 0-7
screen pull-down
attach display, 0-13
attributes, 0-25
build display, 0-16
colors, 0-35
description, 6-13
detach display, 0-14
display submenu, 0-8
displays list, 0-18
hide, 0-45
layout, 0-43
new display, 0-11
new window, 0-21

order of windows, 0-37

other choices, 0-9
position, 0-42
properties, 0-28
refresh, 0-44
settings, 0-46
show, 0-45

text, 0-34

window submenu, 0-8

windows dialog, 0-23
screen pull-down:, 0-8
screens

building, 0-4
scroll bar

building, 6-82



description, 6-82
scroll bars
turning on and off, 5-39
scrollable attribute, 0-26
search, 5-45
select objects window
description, 4-4
list format, 4-7
name field, 4-6
owner field, 4-6
scope, 4-9
status, 4-8
title field, 4-6
type field, 4-5
select-input, 10-24
Selection criteria
property of access method, 7-34
selection lists. see also ComboBox, ListBox
separator lines
creating, 6-58
set relative to bottom
depth, 0-33
row, 0-33
set window template, 10-12
setting
commits, 7-42
rollbacks, 7-42
settings
windows, 10-2
settings pull-down
display, 10-6, 10-8, 10-9, 10-10, 10-11
save settings, 10-13
set window template, 10-12
show
show system displays check box, 0-47
windows and displays, 0-45
ShowDialog
definition, 6-29
use of, 6-29

simple combo box. see combo box
size list box

in font settings window, 10-5
slot

creating, example of, 2-38
slots

ColumnLB class, 6-38

command, 6-13

definition, 1-9

multicolumn list boxes, 6-38

OCX properties not represented as, 6-91

OleObject class, 6-86, 6-88
ordering, 6-43

represented as columns in ColumnLB, 6-42

windows, attaching, 6-99
slots dialog
window, used to customize, 6-7
slots, debugging, 9-21
sort
printout, 3-24
sorted-export profile option, 10-45
specialize
open property window, 5-41
properties, 5-40
slots/methods, 5-27
specialize object window, 5-27
specialized properties, 5-35
specialize object window, 5-27
specialized
open property window, 5-35
specializing objects, 5-40
SQL data access
access string property, 7-11
class definition property, 7-14
data integrity check property, 7-17
data location property, 7-19
database property, 7-22
external sourcing property, 7-23
key fields property, 7-30

Index
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load mode property, 7-32

mapped slots property, 7-33

selection criteria property, 7-34

table name property, 7-38

update mode property, 7-39
SQL interface profile

ODBC, 10-26
standard windows

build, 6-23
StandardWindow

definition, 6-4, 6-23

use of, 6-23, 6-29
state, 1-8
state, independent

creating, example of, 2-40
states

description, 1-9

libraries, in, 1-3
status group

select objects window, 4-8
step into command, 9-10
stop

change management, 8-18
StoragelD slot

OleObject class, 6-86, 6-88
store answers, 0-51
styles

Default PushButton in OCXs, 6-92
subclassing

contexts, 1-8

reasons, 2-29

top-level windows, 6-15
support

unavailable in AionDS/2, 6-86
suspend execution

debugger, 9-8
syntax error, 5-15
system settings

customizing, 10-35
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system settings window, 10-35

T

tab stops
defining, 6-104
tabbing order
order children dialog, 6-103
setting, 6-104
tab stops, 6-104
tabbing to OCXs, 6-92

Table name property of access method, 7-38

text
cut and paste, 5-43
text color
change, 6-115
text window
adding, example of, 2-32
text windows
build, 6-33
TextWindow. see also ComboBox
definition, 6-33
TSL, using, 10-5
use of, 6-33
tile
list, editor, and screen windows, 3-45
property windows, 5-42
screen property windows, 0-48
time values, displaying, 6-82
title
knowledge base, for, 3-41
of a display window, 0-40

property of window properties editor, 0-33

title bar, 2-5
title field
new window dialog, of, 0-22
select objects window, 4-6
toggles. see check box



tool palette
description, 6-12
tool palettes, 6-79
toolbar
create, 6-59, 6-62
toolbars
OCX, 6-96
OLE object, 6-96
topic
description, 6-129
top-level windows, 6-4
parent window, 6-5
tour, 2-2
trace
action, 9-16
action blocks, 9-15
copy text, 9-16
displaying, 9-15
file name in run files window, 10-29
search for text, 9-16
statements, 9-15
trim attribute, 0-27
tutorial, 2-2
type field
new object window, 5-5
new window dialog, of, 0-22
select objects window, 4-5
type list box
of new object window, 2-40
typeface list box
in font settings window, 10-5

U

unit of work, 7-15
definition, 7-42
unspecialize
open property window, 5-41

slots/methods, 5-29
unspecialize object window, 5-29
unspecialize object window, 5-29
unspecialized
open property window, 5-35
up
in jump, 5-13
update
knowledge base, 2-11, 3-31
Update mode property of access method, 7-39
updating automatically
multicolumn list boxes, 6-44
updating modified libraries to knowledge bases,
3-16
Uppercase attribute, 0-27
use menu attribute, 0-27
used by
in graph, 4-22
in jump, 5-12
user editing
OLE objects, 6-96
user input
empty frames, 6-86
OLE objects, 6-93
persisting in OLE objects, 6-86, 6-95
processing in OLE objects, 6-93
saving in OLE objects, 6-86
user editing, 6-96
user interfaces
AionDS/PM, in, 1-4
AionDS/Win, in, 1-5
user interfaces:, 1-4
user slot values
change, 6-101
user slot dialog, 6-101
user slot values, modifying
hot region, 6-73
uses
in graph, 4-22
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in jump, 5-12
utilities submenu
command summary, 3-27

Vv

value-can-change, 10-46
values

properties, 6-91
view pull-down

detail options, 4-17

build, how to, 6-9

customizing, 10-2
window attributes dialog, 0-25
window colors dialog, 0-35
window editor

definition, 1-14

opening, 6-12

tool palette, 6-12
window position dialog, 0-42
window properties

check length, 0-27

disallow empty list, 0-27

format of object list, 4-28 set relative to bottom, 0-33
graph options, 4-22 Window properties auto-popup, 0-26
icon options, 4-14 Window properties auto-skip, 0-26
name options, 4-15 Window properties disallow unknown, 0-27
visible attribute, 0-26 window properties editor
vocabularies device-type, 0-31
definition, 1-10 field-name, 0-32
vocabulary, 1-8 Link-code property, 0-32
VSAM data access outline, 0-29
alternate file name, 7-12 title property, 0-33
alternate key field, 7-13 window type property, 0-29

class definition property, 7-14 Window properties lock cursor, 0-27

data file name property, 7-16 Window properties multiple line text, 0-27
data integrity check property, 7-17 Window properties read-only, 0-26

data location property, 7-19 Window properties reload, 0-27

external sourcing property, 7-23 Window properties scrollable, 0-26

key fields property, 7-30 Window properties trim, 0-27
load mode property, 7-32 Window properties uppercase, 0-27
mapped slots property, 7-33 Window properties use menu, 0-27

selection criteria property, 7-34 Window properties visible, 0-26
update mode property, 7-39 window pull-down, 3-45
window settings dialog, 0-46
window text dialog, 0-34

W window type property, 0-29
_ WindowObiject class library, 1-11
window windows
browse window, 0-19 adding OCXs, 6-90
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application, 6-4
build, 6-7
building, 6-6
colors, change, 6-115
controls, 6-5
copy, 6-21
create, how to, 6-14
cut, 6-21
delete, 6-22
DesktopWindow, 6-5
KB hierarchy window, opening, 2-10
move, 6-17
open, how to, 6-16
parameters/slots/messages, attaching to, 6-99
paste, 6-21
resize, 6-17
StandardWindow, 6-23
TextWindow, 6-33
top-level, 6-4
types of, 6-4
windows dialog
definition, 0-23
WindowSystem vocabulary, 1-11
working copy, 8-6
writes
in graph, 4-23
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