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This chapter describes how to complete two screens you created earlier, how to copy
one screen and adjust it to make a new screen, and how to create a fourth screen.

In Chapter 2, you created two screens named:
« MM_Help
* JobOn

Do you remember how you did this? In Task 2, you created two menu items
(commands) on the Main Menu and indicated the above screen names as Call
Screen properties for them. The Call Screen properties indicate the screens the
user will go to when one of the menu commands is chosen.

When EZBuilder checked for those screens in your Object List, it found the
screens were not yet created and you were prompted as to whether or not you
wanted to create the screens. Each screen was created when you responded Yes
to the prompt. Although you didn’t see the screens at that time, they were
added to the Object List.

Whenever you want to see a list of high-level (“parent”) components you have
created, go to the Object List above the Properties and Actions area. Check the
drop-down list for the names of applications, menus, screens, and transactions
you have created. To see the “children” objects created for each of these parent
components, from the View menu, choose the Resources command.

To see the Object List contents, click on its down arrow. An example Object List
is illustrated next. MainMenu is highlighted in the list because the MainMenu
menu is currently the active object in the Viewport, and you see its properties.

Object Manager =] ES || Viewport =] E2
Object List

-] .

App: ezbtutrl Main Menu
Screen: JobOn

Screen: MM_Help Fl-— Help

Viewport Size 16x20

Viewporting On False F2- Job On
Navigate True

Hot Key Mode False F3- Job Off
Highlight Attribute BOLD_INVERSE

Display Attribute NORMAL

Input Prompt

Visible True I
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The screen creation was all done transparently, and you continued your work
on the Main Menu at that time. The two screens were created with default
settings, but with no data fields or labels on them.

Now, to continue the tutorial exercise, you will design the look of the two
screens you already created and you will create the third and fourth screens.

Task 4. Creating the MM_Help Screen

34

For this part of the tutorial exercise, you will label the MM_Help screen in the
same manner that you labeled the Main Menu. You will provide a scrolling
section in that menu, and you will enter the help text into that section.

Note: A scrolling section is a special type of field that allows the user to scroll up and
down through text that is too long to be contained in a regular field on the display area.

Labeling the MM _Help Screen

Note: Because you did basically the same steps when you created the label for the Main
Menu, there are fewer illustrations shown here. If you need to see illustrations of the
similar steps, refer back to Task 1 in Chapter 2.

To make a screen identification label for the MM_Help screen

1. Click the down arrow in the Object List and choose the MM_Help screen.
Because the items are listed in alphabetic order, MM_Help is last.

2. From the File menu, choose the Add Label command. The label object is
placed in the Viewport.

3. Enter Row =1 and Column = 4. These coordinates center the label near the
top of the Viewport.

4. Click to highlight the default Caption property. Type “Main Menu Help” to
replace the default text, and verify the label’s new text in the Viewport.

5. Click the down arrow to access the Display Attribute list of choices, and
change the property from NORMAL to BOLD.

6. Click the Box button at the right end of the toolbar. The label that is
currently selected (the one you last created) is automatically boxed.

Note: Or, from the File menu, you could choose the Add Draw Box command to
box a label. Using the toolbar’s Box button is quicker.

7. Verify results in the Viewport; the text “Main Menu Help” should be
boxed.
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8. Enter Column =0 and Width in Columns = 20 to adjust the box size and
placement so it matches the label box in the Main Menu (Row and Height
in Rows remain as they are). Click any other property to end the entry.

Note: You could also go to the Main Menu and select the box object from there.
Then from the Edit menu, choose the Copy Object command. Return to the Main
Menu Help screen, and from the Edit menu, choose the Paste Object command.
But, this method is more time-consuming.

9. Check your result of the previous steps with the next illustration.

Object Manager =] ES || Viewport =] E2
Object List
|S-::reen: MM_Help j| . .
L Main Menu Help ]

Set Properties and Actions for Bosx: <= -

MM_Help.Box0

Name Box0

Row 0

Column 0

Height in Rows 3

Width in Columns  |F]
Display Attribute BOLD
Line Type Single

Creating a Scrolling Section to Contain Help Data

When you need to present more text than can be displayed at one time on the
screen, you can create a multiple-line object (called a *“scrolling section”) which
will allow the user of your program to scroll up and down through the text as
needed. A scrolling section is often used for help text, as demonstrated in this
tutorial exercise.

To create a scrolling section and enter its help text

1. Click the Scrolling Section button in the toolbar (fourth button from the
right) to quickly create a scrolling section. Or, from the File menu, choose
the Add Scrolling Section command.

2. Notice the scrolling section is a multiple-line object with two handles, as
illustrated next.
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Object Manager O] =]
Object List
|Scrt:t:n: MM_Help j|
set Properties and Actions for MultiLine:
MM_Help.Multid
Name Multio =
Comments o
Row 2
Lines to Display 4
Display Attribute NORMAL
Highlight Attribute INVYERSE
Display Only False
Selection Key F3
Exit Key F3

Propetties A D Enty A0 Selection /

Yiewport

=] B

Main Menu Help

3. Enter Row = 4 to lower the top of this object to Row 4 on your Viewport.

4. Enter Lines to Display = 11 to adjust this multiple-line object to the correct

vertical size.

5. Click the Viewport window, somewhere outside the scrolling section, to
turn the handles off (deselect the scrolling section). Check your result with
the illustration next.

Note: You cannot enter the help text until the scrolling section is deselected.

Object List
|S-::reen: MM_Help j|
Set Properties and Actions for MuliLine:
MM_Help.Multi0
Name Multi =
Comments b
Row 4
Lines to Display 11
Display Attribute NORMAL
Highlight Attribute INVERSE
Display Only False
Selection Key F3
Exit Key F3

Properties A Dn Entry AN Selection /
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6. Click once inside the scrolling section on the Viewport; this places the
cursor inside the scrolling section so you can enter text. Enter the following
help text. Do not type the double quote marks.

“Job On allows the operator to log onto a job. To select Job On, scan

SFCLBR.

Job Off allows the operator to log off the job to capture the time spent.
To select Job Off, scan EFCLBR.

Press F10 to return to the Main Menu.”

Notice the text wraps around as you continue typing. Eventually, you

cannot see the top part of the help text. Use the up and down arrow keys

on your keyboard to scroll up and down, and check for typing errors.
7. Change the Highlight Attribute from INVERSE to NORMAL.
8. Double-click the word *“False” in the Display Only property to change it to

“True.”
9. Type “F10” as the Exit Key.

10. Scroll down the Properties and Actions area and click the Navigation
Choice property, then click its small button with three dots on it, as

illustrated next. This button brings up a Navigation Selection dialog box.

MM_Help.Multi0

Object Manager =] B
Object List

|S-::reen: MM_Help j|
Set Properties and Actions for MultiLine:

Comments

Row 4

Lines to Display 11
Display Attribute NORMAL
Highlight Attribute NORMAL
Display Only True
Selection Key

Exit Key F10

MNavigation Choice

Next Field> [N

FY

Properties A Dn Entry ADn Selection /

Yiewport

= 5

Main Menu Help

a job. To gelect Job
On, scan SFCLEBE.

Job 0Off allows the
operator to log off
the job to capture
time spent. To select
Job Off, =scan EFCLBR.

FPress F1l0 to return
to Main Menu.

11. The Navigation Selection dialog box shows the default selection (indicated
by a small round circle) is the Next Field option. Click to change the
selected option to Return From Call, as illustrated next.
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|S-::reen: MM_Help

Set Properties and Actions for MuliLine:
MM_Help.Multi0

Comments

Row 4

Lines to Display 11

Display Attribute NORMAL
Highlight Attribute NORMAL
Display Only True
Selection Key

Exit Key F10
MNavigation Choice |[<{Next Field>

Properties A Dn Entry ADn Selection /

Object Manager =] E2 | Yiewport =] E2
Object List Mavigation Selection E2 N

" Mext Field
" Current Field
" Previousz Field

¢ Current Eeld
B eturm From Call

" Go to Field J ﬂl
" Call Screen J ﬂl
& :
~On Return
% \Next Field t

‘\/ 1] 4 Hx Cancel ||? Help

12. Click OK in the Navigation Selection dialog box. Notice the word “Return”
automatically becomes the Navigation Choice property, as illustrated next.
(This allows the return to the previously viewed screen.)

Note: Later, during program run time, when the user presses F1 to view the Main
Menu Help screen and wants to go back to the previously viewed screen, the user
presses F10 and returns to the Main Menu.

Object List
|Scrt:t:n: MMW_Help j|
Set Properties and Actions for MultiLine:

MM_Help.Multi0

Comments -
Row 4

Lines to Display 11

Display Attribute NORMAL

Highlight Attribute NORMAL

Display Only True

Selection Key

Exit Key F10

Navigation Choice  |Return _

Properties A O Ertry 40n Selection /

Yiewport

8 [=] 5

Main Menu Help

a job. To select Job
On, scan SFCLER.

Job Off allows the
operator to log off
the job to capture
time spent. To select
Job Qff, scan EFCLER.

Press F1l0 to return
to Main Menu.

13. You have completed Task 4. Save your file and continue with Task 5.
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Task 5: Creating the JobOn Screen

For this part of the tutorial exercise, you will first make a label for the top of the
JobOn screen, then you will define three data fields (input areas) for the screen.

Labeling the JobOn Screen

Note: Because these steps are similar to the steps you did when you created labels for
the Main Menu and MM _Help screen, there are fewer illustrations here. If you need to
see illustrations of the similar steps, refer back to Task 1 in Chapter 2.

To make a label to identify the JobOn screen

1.
2.

Click the down arrow in the Object List and choose the JobOn screen.

From the toolbar, click the Add Label button (the one with the large “A”).

The label object is placed in the Viewport.

Drag the label in the Viewport to Row = 1, Column = 7 to center the label.

Type “Job On” as the Caption property. Verify the label’s new text in the
Viewport.

Change the Display Attribute from NORMAL to BOLD.
Click the Box button in the toolbar to box the label “Job On.”

Enter Column = 0 and Width in Columns = 20 to adjust box. Check your
result with the next illustration.

Dbject Manager H =] EF || Viewport = O] =]
Object List
|Scrt:t:n:Juh0n j| "
’ Job On .

set Propetties and Actions for Bosx [<]*] -

JobOn.Box0

Name Box0

Row 0

Column 0

Height in Rows 3

Width in Columns
Display Attribute BOLD
Line Type Single
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Creating and Labeling the Badge ID Number Data Field

Next, you will define the first of three input data fields needed for the Job On
transaction. Each data field must be identified so the user knows what kind of
data goes in that area. This identification is done by labeling the data field with
appropriate caption text.

Note: For consistency in this tutorial, for each data field, you will first define the data
field and then define its label. The second time you work through this tutorial, you may
prefer to define the label first followed by the data field.

The first data field is a field of ten characters into which Badge Identification
Number data will be entered or scanned during your program's run time.

To define the Badge ID Number data field

1. From the File menu, choose the Add Field command.

2. Enter Row =4 and Column = 9 to position the field on the Viewport.
3. Enter Length = 10.
4

Click once to highlight the default Name property (“Field0”) and type
“BadgeNo” as the Name property for this field, as illustrated next.

Dbject Manager H =] EF || Viewport O] x|
Object List
|Scrt:t:n:Juh0n j|
Job On
et Properties and Actions for Field: [<]*]
JobOn.Field0
Name = R
Comments e
Display Attribute INVERSE
Row 4
Column 9
Length 10
Data Type String
Formatting
Maskf{Picture Clause
: ll.:'ro.perties;{},(e;F'ress;{Dn Eribry AQr Exit £

Note: The Display Attribute property remains the default INVERSE value. All
data fields will be INVERSE to indicate each data field as a shaded area on the
screen. This is necessary because, although NORMAL shows an outline of the data
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area on the Viewport, NORMAL does not create an outline of the data area on the
user’s terminal.

To create the Badge ID Number data field’s label

1. From the File menu or the toolbar, choose the Add Label command.
2. Position the label at Row = 4, Column = 1.

3. Type “Badge” as the Caption property. The Caption property identifies the
kind of data that goes into the corresponding data field (the shaded area on
the Viewport). Check your result with the next illustration.

Object Manager M =] EF || Viewport = O] =]
Object List
|Scrt:t:n: JobOn j|
Job On
Set Properties and Actions for Label; <]
JobOn.Labell
Name Labell Badge = _
Comments
Caption
Row 4
Column 1
Length 6
Display Attribute NORMAL

Creating and Labeling the Part Number Data Field

Next, you will define the second data field. This field has 25 characters and will
hold Part Number data which is entered during your program's run time.

To create the Part Number data field

1. From the File menu, choose the Add Field command. Or, from the toolbar,
press the button with the letters “ab.”

2. Position the data field at Row = 7, Column = 9.
3. Enter Length = 25.
4. Type “PartNum” as the Name property, as illustrated next.
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Pl
Object List
|Scrt:t:n:Juh0n j|
Job On
et Properties and Actions for Field: [<]*]
JobOn.PartNum
Name FOE 5| Badge (NN
Comments e
Display Attribute INVERSE
Row ; v
Column 9
Length 25
Data Type String
Formatting
Maskf{Picture Clause
: ll.:'ro.perties;{},(e;F'ress;{Dn Eribry AQr Exit £

To create the Part Number data field’s label

1. From the File menu or toolbar, choose the Add Label command.
2. Enter Row =7, Column =1.

3. Type “Part” as the Caption property. Check your result with the next

illustration.
M
Object List
|Scrt:t:n: JobOn j|
Job On
Set Properties and Actions for Label: [<]*]
JobOn.Label2
Name Label2 Badge _
Comments
Caption Part
Row : fart [
Column 1
Length 4
Display Attribute NORMAL
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Creating and Labeling the Order Number Data Field

Next, you will define the third data field for this tutorial exercise. This data
field of nine characters will contain Order Number data which is entered or
scanned during your program's run time.

To create the Order Number data field

1. From the File menu or toolbar, choose the Add Field command.
2. Enter Row =10, Column = 9.
3. Enter Length = 9.

4. Type “OrderNo” as the Name property. Check your result with the next

illustration.
Object Manager H[=] E || Viewport O] =|
Object List
|Screen:Jnh0n j|
Job On
Set Properties and Actions for Field: [<]*]
JobOn.OrderNo
Name Fl Badge
Comments b
Display Attribute INVERSE
Row 10 Part —
Column 9
Longt ; —
Data Type String
Formatting
MaskfPicture Clause
: ll.:'lo.perties,{}ze;JF'less;{Dn Entry AQn Exit
]

To create the Order Number data field’s label

1. From the File menu or toolbar, choose the Add Label command.
2. Enter Row =10, Column =1.

3. Type “Order” as the Caption property. Check your result with the
illustration next.
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Object Manager H[=] EF || Viewport O] =|
Object List
|S-::reen: JobOn j|
Job On
Set Properties and Actions for Lahel: [<]*]
JobOn.Label3
Name Label3 Badge _
Comments
Caption Order
Row 10 Part [——
Column 1
Longth ; order
Display Attribute NORMAL

Wrapping Data on the JobOn Screen

Notice in the above illustration that the 25-character Part Number data field is
not shown in its entirety on the Viewport. In other words, it does not “wrap”
around to another row, but goes off the right edge of the Viewport.

Setting data fields to wrap is not done as attributes for individual fields. It is
done on the parent screen level for all fields on the screen.

To set all JobOn data fields to wrap

1. Click the button marked with the ~ symbol, located to the right of the text
“Set Properties and Actions for Label” in the Object Manager window. This
will make the parent screen, JobOn, active.

2. Double-click on “False” to change the Wrap at Edge property from “False”
to “True,” as illustrated next.

Note: Although the Viewport cannot reflect the above change and show wrapped
fields, the wrapped fields will be shown correctly when you build your program
and run it on the Simulator or on the terminal.

Note: Up to 240 characters of text can be wrapped.
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Object Manager H[=] EF || Viewport
Object List
|S-::reen: JobOn j|
Job On
Set Properties and Actions for Screen: [<]"]
JobOn
Name JobOn Badge _
Comments
Follow Cursor False
Viewport Size 16x20 Fart [——
Viewporting On False
Wrap at Edge Truel Order I
Message Line 50
Message Display Tin|
Properties A Dn Entry ADn Exit /

Programming the Function Keys
Programming the function keys in EZBuilder is easy and quick to do. This

process is described next.

There are at least two reasons why you may want your program’s user to be
able to press a function key when entering or about to enter data in a field.

When the user needs to know what type of data is to be entered in the field
and how many characters are allowed for that data, pressing a function key
can take the user to a help screen that describes the characteristics of the
data field.

When the user makes a mistake in entering data and wants to re-enter data
for that transaction, a function key can take the user back to the previous
data field or a different function key can take the user back to the beginning
of the same data field.

To associate a help screen with a function key

Begin by having the JobOn screen in the Viewport (as illustrated above).

In the Viewport, double-click the shaded Badge data field to select it. The
properties and actions for this field are now available for setting.

At the bottom of the Object Manager, click the KeyPress tab. You will see
the options illustrated next.
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ObiectManager ________PA[=1 [ T
Object List
|S-::reen: JobOn j|
Jok On
Set Properties and Actions for Field: [<]*]
JobOn.BadgeNo
Tab <SET> Al | Badge (T
Back Tah <S5ET> b
F1 [
P2 Part [—
F3
F Order [
F5
FG6
F¥
':‘-:I:'rnperties}\,Ke_l,lF'ress,{Eln Entry £, 0n Exit /

4. Click the (blank) F1 property, then click on its small button with the three
dots to bring up the Key Action Selection Editor for the F1 key, as
illustrated next.

Key Action Selection Editor x
F1 key:

f+ Do Standard Action

| Cancel & Hestart jI
¢~ Do Transaction

I |
™ Call Screen

I 2
" Go To Field

I 2

i~ Do User Function
= Tranzmit Batch for Transactions From File
= Send File to Controller

| ]

W oK X Cancel ﬁ Clear 7 Heb
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5. Click to select the small circle button for the Call Screen option, and review

its drop-down list. Double-click to choose MM_Help (currently your only
list option), as illustrated next.

Key Action Selection Editor x
F1 key:

= Do Standard Action

| Cancel & Hestart j|
" Do Iransaction

| |
@ Call Screen

[MM_Help -]
 Go To Field

| -l

" Do User Function
| |

= Tranzmit Batch for Transactions From File

| [
" Send File to Controller
| [
q" (1] 4 x LCancel ﬁ Clear ? Help

6. Suppose you now decide to make a new screen that explains the data field

characteristics—instead of adding that information to the MM_Help screen.
Over the highlighted MM_Help text shown in the above illustration, type
“Data_Help” as the screen to be called for the F1 key press action.

Click OK on the bottom of the Key Selection Editor dialog box. When
prompted if you want to create the Data_Help screen (currently non-
existent), click Yes. You will see the F1 key’s property is “<SET>.”

Note: Later, when the program is running and the user presses F1 when the
BadgeNo data field is selected (or when Badge ID data has been partially entered),
the screen named “Data_Help” will be presented to the user.

Check the Object List to verify that you now have the (empty) screen

named Data_Help listed. In Task 7, later in this chapter, you will complete
the Data_Help screen in the same manner that you previously created the
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MM_Help screen. On the Data_Help screen, you will describe the
characteristics of the three data fields in a scrolling section

9. Return to Step 2 and select the PartNum data field instead of the BadgeNo
data field. Repeat Steps 3 through 7 to send the user to the Data_Help
screen when F1 is pressed in the PartNum field.

10. Return to Step 2 and select the OrderNo data field instead of the BadgeNo
data field. Repeat Steps 3 through 7 to send the user to the Data_Help
screen when F1 is pressed in the OrderNo field.

To return to a previous data entry field and correct data entry

1. Begin by having the JobOn screen in the Viewport.
2. Double-click in the Viewport to select the BadgeNo data field.

3. At the bottom of the Object Manager, click the KeyPress tab so you can set
the properties and actions for field JobOn.BadgeNo.

4. Click the (blank) F4 property, then click on its small button with the three
dots to bring up the Key Action Selection Editor for the F4 key, (similar to
the previous illustration).

5. Click the circle button for the Go to Field option and review its drop-down
list. Select the JobOn.PartNum field from the list. This will allow the user to
go down to the next field (PartNum) when done with the BadgeNo field
before completely filling the BadgeNo field with data.

6. Click OK on the Key Action Selection Editor dialog box and see the F4 key’s
property is “<SET>,” as illustrated next.

Object Manager M =] EF || Viewport O] x|
Object List

|Scrt:t:n: JobOn j|

Job On

Set Properties and Actions for Feld: <]

JobOn.BadgeNo

Tab <SET> 2l  Badge T
Back Tab <SET> o

F1 <SET>

- part
F3

F w0 order

F5

F6

F7

r\rl.:'rnperties}\KeyF'ress;{Dn Entry 40r Exit /
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Note: Later, when the program is running and the user presses F4 when the Badge
data field is selected (or when Badge ID data has been partially entered), the cursor
is sent to the beginning of the PartNum data field so the user can enter that data.

7. Set the F4 key also for the PartNum and OrderNo fields (refer back to Steps
2 through 6 on the previous page). Code it so that when the user presses F4
in the PartNum field, the user returns to the OrderNo field. And, when the
user presses F4 in the OrderNo field, the user returns to the BadgeNo field.

Note: This “hot key” approach bypasses all exit validation and field exit action. If a
field exit action is desired, you must associate an Exit Field choice from the Do
Standard Action drop-down list available from the Key Action Selection Editor.
Your introduction to this area comes in Steps 8 through 16.

Programming the Tab Key

Programming the Tab and Back Tab functions is as easy as programming the
function keys (F1 through F10). The Tab key on the user’s keyboard exits the
field (goes down to the next field) and the Shift-Tab key combination (called the
Back Tab function in EZBuilder) goes back up to the previous field. By default,
exiting the field has an audible “beep.” You can turn the beep on or off and you
can set its volume. The Beep property can be set for any key press action (not
just tabbing) in the On Val Fail and On Val Succeed pages accessed through the
On Exit action page.

To remove the Tab key’s audible beep

1. Click the default Tab property (“<SET>*) to highlight it, as illustrated next.

Object Manager M=l ES || Yiewport =] E2
Object List
|S-::reen: JobOn j|
Job On
Set Properties and Actions for Field: <=
JobOn.OrderNo
Tab -2l | Badge [N
Back Tab <SET> Fi
F1 <SET>
i Part (NN
F3
F4 <SET> Order I
F5
F6
F7
T‘-:I‘:'rnperties}\,Ke_l,lF'ress,{Eln Entry £, 0n Exit /
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3-20

2. Click the Tab property’s small button with the three dots to get the Key
Action Selection Editor dialog box, as illustrated next.

Tab key:

* Do Standard Action
| Exit Field =

" Do Transaction
| |

" Call Screen
| |

" Go To Field
| |

" Do User Function
| |

" Trangmit Batch for Transactions From File
| |

" Send File to Controller
| |

v oK X Cancel | | & Clew 7 Hep

3. Notice the Do Standard Action option is set to Exit Field. Leave that as it is,
and click OK to close the Key Action Selection Editor.

4. With your cursor still in the Tab property, click the On Exit tab at the
bottom of the Object Manager. This brings up tabs for Validation, On Val
Fail and On Val Succeed.

5. Click the On Val Succeed tab to see its properties and actions that can be set
for the field, as illustrated next.
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Object List
|Scrt:t:n:Juh0n j|
Job On

et Properties and Actions for Field: [<]*]

JobOn.BadgeNo

Comments Badge (NN
Message
Beep
File Setup Part e
Process
Do Transaction Order _
User Function
Mavigation Choice |[<{Next Field>

Walidation 4 0nWal Fail h0nYal Succeed

Properties AKewPress AOn Entry 5 0n Exit /

6. Move your cursor to the Beep property, currently set to “<Success>* and
view its drop-down list of options, as illustrated next.

Object Manager M=l ES || Yiewport O] =|
Object List
|S-::reen: JobOn j|
Jok On
Set Properties and Actions for Field: <=
JobOn.BadgeNo
Comments Badge [
Message
Beep {3Uccess>
File Setup <Error> Part ——
Process ey
<Success>
Do Transaction HLHL )
rder [
User Function VHYHYH
Navigation Choice |<Next Field>
W alidation A, 0n Yal Fail ,0n Val Succeed
Properties AK.epPress AOn Entp A0n Exit/

7. To learn the meaning of the last two options in the list, use the EZBuilder
online help. Place your cursor anywhere in the beep property list of options
and press F1. You will see online help relating to the beep property, as
illustrated next.
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2 EZBuilder help | _ O] x|
File Edit Bookmark Optionz Help

Eontentsl Eearchl Eackl Frrint | % I 3 I

Eeep

Specifies a beep string to be played in the selected event.

Click and select a beep pattern. Cr enter a new pattern by typing these codes:

* Error

* Mone

* Success

* H = High pitched note

* L =Low pitched note

* AV =%ery low pitched note

*  Space = Silence for one nate time
The notes are approximately 50 ms in length.
Faor example, the value LLLLHH L creates a long low beep, a medium high note, a
brief silence, and a brief low note.
Related topics

where to find this field

8. Close the online help by clicking the upper right-hand corner “close” box
marked X.

9. Choose <None> from the drop-down list of Beep property options, as
illustrated next.
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Object Manager M =] B3 || Yiewport
Object List
|Scrt:t:n: JobhOn j|

Job On

Set Properties and Actions for Feld: <]
JobOn.BadgeNo

Comments Badge [N

Message

Beep
File Setup Part O

Process

Do Transaction

Order [

User Function

MNavigation Choice |[<{Next Field>

Y alidation £ 0n al Fail 4 0n%al Succeed
Properties AF.epPress 4 0n Entrg 0n Exit/

10. Click the Properties tab to return to the Properties page, and click the ~
button to make the JobOn parent screen active. Review the Object List to

verify that you have three screens, one menu, and one application, as
illustrated next.

Object Manager H =] EF || Viewport M=
Object List

=]

App: ezbtutrl Job On

Menu: MainMenu

Screen: Data Help
Screen: JobOn Badge [T
Screen: MM_Help

L OITTITETITS

Follow Cursor False

Viewport Size 16x20 Fart —
Viewporting On False

Wrap at Edge True Order _
Message Line 50

Message Display Tin|

Properties A Dn Entry ADn Exit /

11. You have completed Task 5. Save your file. Continue with Task 6.
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Task 6: Creating the JobOff Screen
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In this task, you will create a new screen for Job Off transactions. The JobOff
screen will look like the JobOn screen you just created. Both screens will show
the same data fields (BadgeNo, PartNum, OrderNo) with their corresponding
labels. Both screens will have the property for Wrap at Edge = True. Both
screens will have the F1 keys programmed to send the user to the Data_Help
screen. The differences between the JobOn and JobOff screens are listed below.

* The boxed identification label will have “Job Off” text (not “Job On” text).

* You will adjust the programmed F4 keys for these fields to send the user to
the JobOff screen’s fields instead of the JobOn screen’s fields.

Copying the JobOn Screen

Because of their similarity, you can easily and quickly create the JobOff screen
by copying the JobOn screen and simply adjusting the screen’s label and the
function keys.

To copy the JobOn screen

1. From the Object List, choose the JobOn screen, if it is not already available.

2. Place your cursor anywhere inside the blank part of the Viewport (not on a
label or data field). Hold down your right mouse button and pull down to
Copy JobOn in the drop-down list, as illustrated next. When you release
your mouse button, the JobOn screen and its properties are saved in your
computer’s clipboard.

Object List
|S-::reen: JobOn j|
Job On
Set Properties and Actions for Screen: HE
JohOn
Name JobOn Badg Cut JobOn
T Copy JobOn
EEste
Follow Cursor False
Viewport Size 16x20 Fart peleie Josn
Viewporting On False Wrdelete..
Wrap at Edge True Orde  Previaus -
Message Line 50 [ Ewt
Message Display Tin| soeel Pz

Properties A Dn Entry ADn Exit /
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3. Place your cursor inside the Viewport again, and hold down your right
mouse button again. Pull down to choose Paste JobOn, as illustrated next.
The duplicate JobOn screen that was saved on your computer’s clipboard is
copied into your EZBuilder program and automatically named JobOnO.

Object List

|Scrt:t:n:Juh0n j|

et Properties and Actions for Screen; (<] ]
JobOn

Name JobOn

Comments

Follow Cursor False

Viewport Size 16x20

Yiewporting On False

YWrap at Edge True

Message Line 50

Message Display Tim

Properties 4 O Ertry AOn Exit /

Yiewport

=] B

Job On

Badge

Fart

Order

Cut Job0n
Copy JobOn
Faszte JobOn_

Delete JobOn
Il rdefere [hast
Whdelete.

Frevious
HERE
Select Parent

4, The JobOnO screen is now the active screen, as illustrated next.

Object Manager O] =]
Object List
|Scrt:t:n: JobOnO j|
Set Properties and Actions for Screen: <]

JobOn(

Name JobOnO

Comments

Follow Cursor False

Viewport Size 16x20

Viewporting On False

Wrap at Edge True

Message Line 50

Message Display Tim

Properties A D Entry A0 E

it /

Viewport | _ O] =]
Job On
Badge [T
Part [—
order [N

5. Click the Object List’s down arrow and see that you now have both a JobOn
screen and a JobOnNO screen in your application, as illustrated next.
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Viewport =1
Object List

Screen: JobOni j

App: ezbtutrl Job On

Menu: MainMenu
Screen: Data_Help
Screen: JobOn

Badge [
screen: JobOn0
Screen: MM _Help

Follow Cursor False

Viewport Size 16x20 Part [—
Yiewporting On False

YWrap at Edge True Order _
Message Line 50

Message Display Tim

Properties 4 O Ertry AOn Exit /

Adjusting the Duplicate JobOn0 Screen

Except for their screen name, the two screens, JobOn and JobOnO, are currently

exact duplicates. You will next adjust the JobOnO0 screen to become the JobOff
screen.

To rename the JobOn0 screen to be JobOff

1. Make sure the JobONO screen (not the JobOn screen) is showing on your
computer monitor, as illustrated next.

Pl
Object List
Scrt:t:n:JuhOnl] j|
Job On
et Properties and Actions for Screen; (<] ]
JobOn0
Name JobOnD Badge _
Comments
Follow Cursor False
Viewport Size 16x20 Part [—
Yiewporting On False
YWrap at Edge True Order _
Message Line 50
Message Display Tim
Properties 4 O Ertry AOn Exit /
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2. Inthe Viewport, place the mouse cursor on the word “On” in the JobOn
screen’s boxed identification label. Highlight the “On” word, and type
“Off” to replace “On,” as illustrated next.

Object Manager =] B2
Object List
|S-::reen: JobOn0 j|
Set Properties and Actions for Screen: HE

JobOn(

Name JobOn0

Comments

Follow Cursor False

Viewport Size 16x20

Viewporting On False

Wrap at Edge True

Message Line 50

Message Display Tin|

Properties A Dn Entry ADn Exit /

Viewport Mi=] B3
fobh Off
Badge [T
Part [—
Order b

Note: Notice that part of the “Job Off” text may not show up well. EZBuilder still
thinks the Length is one character shorter. Don’t be concerned about the Length
property; EZBuilder will fix it automatically later.

3. Highlight the Name property (JobOn0), as illustrated next.

Object Manager | _ (O] =]
Object List
|Scrt:t:n: JobOnO j|
Set Properties and Actions for Screen: <]

JobOn(

Name

Comments

Follow Cursor False

Viewport Size 16x20

Viewporting On False

Wrap at Edge True

Message Line 50

Message Display Tim

Properties A D Enty AQr Exit £

Viewport M=l B3
fob Off
Badge [
Part [—
Order e
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4. Type over the highlighted Name property to change the property to
“JobOff,” as illustrated next.

Viewpon Bl
Object List
|Screen:Jnh0nl] j|
fobh Off
Set Properties and Actions for Screen: [<]"]
JobOnD
Name obof] Badge [T
Comments
Follow Cursor False
Viewport Size 16x20 Part —
Yiewporting On False
Wrap at Edge True Order _
Message Line 50
Message Display Tin
Properties A 0n Entry A0n Exit /

5. Click the Object List’s down arrow to verify that you now have both the
JobOn and JobOff screen names, as illustrated next.

Dbject Manager H[=] EF || Yiewport _[O] =]
Object List
5
App: ezbtutrl lcb Off

Menu: MainMenu

screen: Data Help

Badge e
Screen: JobOn

Screen: MM _Help

Follow Cursor False

Viewport Size 16x20 Part [—
Viewporting On False

Wrap at Edge True Order _
Message Line 50

Message Display Tim

Properties A D Enty AQr Exit £

6. From the View menu, choose the Resource command to check your View
Resource list. Review your JobOn and JobOff components, as illustrated
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next. While there, notice that the Data_Help screen (listed above JobOff) has
no components; these will be added in Task 7.

Object Manager O] =] | Yiewport - |O] =]
Object List
Screen: JobOff
Set Propetties and & =]

JobOff r FMM_Help
I ¢zLabeld e 5
Name - @Multin Edit |
- - BoxD
Comments r =Job0On
— I ¢Labell &l
Follow Cursor I ¢:Labell
Viewport Size i gt:ﬂg:g
e . | I ¢BadgeNo
Viewporting On | ePartNum
Wrap at Edge - @0rderNo
— - ¢:Box0
Message Line F @Data_Help
-  ZJobOFf
Message Displa I &L abeld Print |
F ¢Labell o
I éLabel2
- I @Label3 ﬂl
Froperties 4,0n Entry, I ¢BadgeMo
| ¢PartNum >

--"\ Componints f Menu 4 Scresns j Fields # Transaction 4 Processes 4 File Names [ EEII

Scroll down in the View Resource dialog box to see the Main Menu
components you have created. Highlight the Menultem2, as illustrated
next.

Object Manager O] =] | Yiewport - |O] =]
Object List
Screen: JobOff
Set Properties and & I @BadgeNo -

JobOff I &PartNum
F &0rderNo 5
Name - @Box0 4|Ed't
- @ r &Data_Help
Comments  ZJobOF
— I ¢:LabelD &l
Follow Cursor I ¢:Labell
Viewport Size i gt:ﬂg:g
[T I ¢2BadgeNo
Viewporting On | ePartNum
Wrap at Edge I &:0rderNo
— - ZBox0
Message Line - EMainMenu
— - &Labeld
Message Displa I &M enultemD Print |
I &Menulteml =
- &Menultem3 Help |
[y T [ eBoxd =

--'\, Componients b Menu 4 Scresns i Fields j Transaction 4 Processes 4 File Names [ EEII
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8. Click Edit in the View Resource dialog box. The View Resource dialog box
closes and you are automatically taken to the Main Menu. Notice that the
Menultem2 (“F3- Job Off”) that you had highlighted in the View Resource
dialog box is selected, as illustrated next.

M=
Object List
|Mt:nu: MainMenu j|

Main Menu

set Properties and Actions for Menu e
MainMenu.Menultem?2

Name Menultem? = F1- Help
Comments b

Caption F3- Job Off F2- Job COn
Ez::mn g F3- Job Off
Length 11

Display Attribute NORMAL

Screen Nav Allowed |True

Call Screen

FoPa P e o

9. Click the (blank) Call Screen property, then click its down arrow. Review
the choices that drop down in the list, as illustrated next. Notice that you
now have the JobOff screen listed as an option.

Object Manager M =] B3 || Yiewport = O] =]
Object List
|Mt:nu: MainMenu j|

Main Menu

set Properties and Actions for Menu Ttew:
MainMenu.Menultem?2

Name Menultem?2 = Fl- Help
Comments b
Caption F3- Job Off Fz2- Job On
Row 8
Col - 3- Job Off =
auma MM Help
Length JobOn
- - Data Help
Display Attribute JobOff
Screen Nav Allowed |<Return to Previoy
Call Screen hd

FoPa P P ==Y
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Creating Screens 3

Choose the JobOff screen option from the list. This will be the called screen
when the user presses F3 when viewing the Main Menu. Check your result
with the next illustration.

Object Manager =] EF || Viewport O] =|
Object List
|Menu: MainMenu j|

Main Menu

Set Properfies and Actions for Menu Item:
MainMenu.Menultem?2

Comments o Fl- He]_p
Caption F3- Job Off

Row 8 Fz— Job On
Column b4

Length 1 B £3- Job Off =

Display Attribute NORMAL
Screen Nav Allowed |True

Call Screen LohOff

String to Activate EFCLBR

P L —n

From the Object List, choose the JobOff screen so you can re-program your
F4 function keys—which cannot remain the same as the JobOn screen. Or,
you can more quickly go back to the JobOff screen by pressing the small
button marked with the < (which brings back the previously active object,
which in this case was the JobOff screen).

Note: The following steps are given in a brief form because you have already done
similar steps in Task 5. If you need details or illustrations, see the “Programming
the Function Keys” steps in Task 5.

In the Viewport, double-click to select the BadgeNo data field. Click the
KeyPress tab in the Object Manager. Click the F4 key’s property, then its
small button marked with three dots to bring up the Key Action Selection
Editor for the F4 key.

From the Go To Field’s drop-down list, choose JobOff.PartNum to replace
JobOn.PartNum, as illustrated next. Click OK.
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14.

15.

16.

17.

18.

Object List F4 key:

|Scrt:t:n: JobOff

Set Propetties and Actions for " Do Standard Action
JobOff.BadgeNo l E
Tab <5E " Do Transaction

Back Tab <SE l =l
F1 <SE " Call Screen

F2 | |
F3 + Go To Field

Fa <SE [DobOf Parthun =l
7 " Do Uzer Function

Fb | |
F7

" Transmit Batch for Transactions From File

Y Properties jKeyPress AQn Entny | j|

"~ Send File to Controller

| |

|\/ (118 | ‘x Qancell ‘ ﬁ Clear | ‘? Help

On the JobOff screen, double-click in the Viewport to select the PartNum
data field. Click the KeyPress tab in the Object Manager. Click the F4 key’s
property, then its small button marked with three dots to bring up the Key
Action Selection Editor for the F4 key.

From the Go To Field’s drop-down list, choose JobOff.OrderNo to replace
JobOn.OrderNo. Click OK.

In the Viewport, double-click to select the OrderNo data field. Click the Key
Press tab in the Object Manager. Click the F4 key’s property, then its small
button marked with three dots to bring up the Key Action Selection Editor
for the F4 key.

From the Go To Field’s drop-down list, choose JobOff.BadgeNo to replace
JobOn.BadgeNo. Click OK.

You have now completed Task 6. Save your file. Continue with Task 7.



Task 7. Creating the Data_Help Screen
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In this task, you will add one boxed screen identification label and one scrolling
field with help text to the blank Data_Help screen you created earlier. This is
done in the same manner as when you created the MM_Help screen in Task 4.

Note: Because the following steps are similar to those you did in Task 4 for the

MM_Help screen, they are more briefly described here. Refer back to Task 4 if you need
more detail or illustrations.

To complete the Data_Help screen

N o ok~ w D

From the Object List, choose the Data_Help screen.

From the toolbar, click the button with the big “A” to create a new label.

Enter Row =1, Column = 6 as the label position coordinates.

Enter “Data Help” as the Caption property.
Change the Display Attribute to BOLD.

From the toolbar, click the Box button to box the label.

Enter the box properties: Column = 0, Width in Columns = 20. Check the
result with the next illustration.

Data Help.Box0

Name

Row

Column

Height in Rows

Width in Columns

Display Attribute

Line Type

Box0

Object List

Screen: Data_Help - .

| J| Data Help
Set Properties and Actions for Box: HE -

8. From the toolbar, click the Scrolling Section button (fourth from right end).
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10.

11.
12.

13.
14.
15.
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Enter these properties for the MultiO (multiple-line, scrolling section) field:
Row =4, Lines to Display = 11.

Click somewhere in the Viewport window, outside the scrolling section to
be sure the scrolling section is not selected (no handles showing).

Click once inside the scrolling section to position your cursor inside it.

Enter the text and blank lines shown below. Do not type the double quote
marks.

“Each data field is alphanumeric data.

Badge is employee’s ID number, and is 10 characters.
Part Number is 25 characters maximum.

Order Number is 9 characters.

To re-enter data, press F4, Tab, or Shift-Tab keys.

Press F10 to return to the Job On or Job Off screen.”
Change the Highlight Attribute from INVERSE to NORMAL.
Highlight and delete the Selection Key property.
Type “F10” as the Exit Key. Check your result with the next illustration.

Object Manager M =] B3 | | Viewport o [=]
Object List
Screen: Data_Help -

| J| Data Help
set Properties and Actions for MultiLine:

Data Help.Multi0

Name Multid =

Comments o COrder Mumber is 9
Row 4 characters.

Lines to Display 11

Display Attribute | NORMAL To re-enter data,

press F4, Tab. or

Highlight Attribute NORMAL Shift_Tab keys

Display Only
Selection Key Press F1l0 to return

Exit Key F10 to the Job On or
Job Qff screen.

Propetties A D Enty A0 Selection /
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16. In the Object Manager window, scroll to the Navigation Choice property
and click its small button with three dots to bring up the Navigation
Selection dialog box.

17. Select the Return from Call option, as illustrated next.

ObicctMonzger M=)
Obiect List '
|Screen: Data_Help
Set Properties and Actions for MultiLine: £ Mext Field
Data_Help.Multi ¢~ Current Field
Comments " Previous Field ]
Row 4 " Go to Field I j|
Lines to Display 11 " Call 5creen ] j|
Display Attribute NORMAL ol
Highlight Attribute NORMAL
q ~0n Return
Dlspla.y Only False @ Nest Ficld
Selection Key " | Cumrent Eeld
Exit Key F10 {* |Eeturn Erom Call
Mavigation Choice |[<{Next Field>
Properties & 0n Entry AOn Selection / |‘/ oK | | X Cance | ? Help —

18. Click OK to close the Navigation Selection dialog box. Notice that “Return”
becomes the Navigation Choice property.

19. From the View menu, choose the Resource command. Notice the
Data_Help screen now has three components (one label, one multi-line
scrolling field, one box), as illustrated next.
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e |
Object List
|Scrt:t:n: Data_He _ =
. - ZMM_Hel —
set Properfies and ¢ ﬁf &L—ah:,"]’ —
Data Help.Mull F @&Multin Edit |
omments r ZJob0On |
Row - @Labell
Ty ———— I ezLabel2
Lines to Display | @l abel?
i i I &BadgeNo
Display Attribute  ePartium
Highlight Attribu F &0rderiMNo
— L &Box0
Display Only F EData_Help
SelectionKey  Qlabeld
clechion ey - EMultin Print |
P - &Box0 -
Exitkey - ZJobOIf
Navigation Choi - ¢iLabeld Help |
— I &zLabell
On Entr - Clabel2

_ "\ Comporents i Meru { Soieens j Fields j Tiansaction , Processes J, File Mames / Eﬂl

20. Click Close to exit the View Resource dialog box. You have now completed
Task 7. From the File menu or toolbar, save your application file.
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This chapter gave you exercises in creating screens, data entry fields, and their
respective labels. You learned how to wrap data and to program function keys

for various navigation needs. You learned how to add, remove, and set the

volume for audible beeps made upon key press actions. Also, in this chapter,
you learned how to duplicate and adjust a screen as a quick way of creating a
new screen that is similar to an existing screen.

The EZBuilder components covered up to this point in the tutorial are shaded
in the next illustration. To create transactions, continue with Chapter 4.

Tutorial Exercise Summary

Application: EZBTUTRL

Menu Screens Transactions
(Chapter 2) (Chapter 3) (Chapter 4)
Task 4 Task 8 and 10
MM_Help
G JON_Tran
Tasks 1, 2 and 3 as
JobOn Task 9 and 10
. Task 6
MainMenu JOF_Tran
JobOff
Task 7 Task 11
Data_Help CopyBadge

EZB.004
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